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AN INTRODUCTION TO ONLINE GAMING 


elcome to the World of Warcraft. This massive online game takes you into a new time of friction between the Alliance of the Eastern Kingdoms and Thrall's Horde 
In this time, where the Forsaken Undead fight along ranks of Trolls, Ores, and Tauren, there are sure to be glorious battles against the Humans and their allies: the 
Dwarves, Night Elves and Gnomes. You're going to be part of it all, and we're here to lend our hands to the cause. 

This strategy guide was designed to assist all levels of players. People who are new to Warcraft, online games, and this style of MORG (Multiplayer Online Role-playing Game) 
are going to have a gentle start. This guide explains the terms that appear in the community, the methods of creating and building a character, and how to handle yourself in 
various situations. 

For those with greater MORG experience, the guide brings you up to speed with class explanations, tactics, long-term strategies for increasing your power and getting the most 

out of your Talent specializations. Those switching to IVor/domarcra/t from other MORGs should find these chapters of tremendous value while looking at long-term options 

for play and mastery. o o k 

Even th^ lucky players that have been playing for months are going to be happy with this resource. Though the introductory chapters are familiar to you, half of this guide 
was made to be a long-term resource. You may have formed your own playstyle, taken a character to Level 60, and been through your share of Instance Dungeons but it's 
going to be nice having tables for all the Classes, Professions, Monsters, and Items in the game at the turn of a page. Our guide has enhanced maps, multiple levels of Bestiary 
information, and even a few laughs hidden here and there as well. 

And for the legions of Penny Arcade fans out there, the comics in this guide should look quite familiar in style. It's our honor to show these exclusive comics to you. Enjoy! 


iARY OF TERMS 


jAC Armor Class -x The stat that determines the 
■ amount of damage an attack will be reduced by. 


;• AoE Area of Effect 


: Aggro Afifiressive - Used in many ways. 1) If a mob 
^ is aggro, it attac ks anyone that approaches. 2) In group 
combat with a mob, the term applies to whoever has 
/'drawn aggro" away from the other players or is the 
player that the mob is focusing on. 


Aggro Radius The distance from a mob that a PC 
needs to be in order to aggro a mob. This is defined 
by the level difference between the mob and the PC. A 
J high level PC will not draw aggro from the same mob 
as a low PC would. The low level PC is more likely to 
draw aggro from a farther distance. 


: ACI Agility - Increases a) attack power with ranged 
■ weapons, b) armor, c) the chance for a critical hit with 
ranged weapons, and d) the chance to dodge attacks. 
Rogues gain a stronger bonus than other classes and 
= both Hunters and Rogues increase their attack power 
with melee weapons based partially on Agility. 

[, AH Auction House - Location where players can bid 
j or place items on auction. 


Al Artificial Intelligence - NPCs and mobs have a 
limited Artificial Intelligence that dictates the way they 
act and react to PCs, other NPCs and mobs. 


AKA Also Known As 


I Add Refers to an additional mob attacking the group. 
Often group members say "add" in order to inform 
everyone that's focused on one target that another has 
: joined in and will need to be dealt with. 


Alt This refers to someone's alternate character. "Let 
me log onto my alt." Their main character is the one 
they spend most time playing. 


[ AFK Away from Keyboard - Informs group mates or 
I those around that someone is going to step away from 
j their keyboard. 

AFKFAF Away From Keyboard for a Few - Informs 
group mates or those around that a player is going to 
jstep away from their keyboard for an extended period 
iof time. 


BB Booty Bay - A town in Stranglethrone Vale. 


BFD Blackfathom Deeps - An instance in Ashenvale. 


Bind Camping Waiting at a known bind point for 
players and killing them as they spawn. 

BoA Bind on Aquire - Some equipment and items 
bind as soon as they are looted and are not tradeable 
thereafter, although they may still be sold to merchants 
(sometimes called BoP for Bind on Pickup). 


BoE Bind on Equip - Some equipment or items within 
the game bind to a player when equipped, but remain 
tradeable if not worn. These items are sellable to 
vendors even after being equipped. 


AoE Area of Effect Spell - Spells and abilites that will 
do damage to a range instead of a single target. For 
example, a bomb would inflict damage on anyone 
within its damage radius. (Also see PBAoE) 


BRB Be Right Back 


BRD Blackrock Depths - An instance in Blackrock 
Mountain. 


AP Attack Power - As this stat increases, your DPS 
increases correspondingly. 

AR Attack Rating - The stat that partially determines 
whether you will hit a target. (Equal to 5X you Level 
plus any bonuses from talents and/or items.) 


BRS Blackrock Spire - An instance in Blackrock 
Mountain. 


BRT Be Right There 


Buff A beneficial spell type that is cast either on 
yourself or on another PC granting enhanced stats. 


Avatar Your character or representation of yourself 
in the game. 


Bug A glitch in the game that was never intended as 
part of the game design. 


Bail 1 . n. Items used while fishing in World of 
Warcraft. 2. v. A term used to describe the actions of a 
player or group in PvP. A player (group) can bait other 
players in order to lure them into a trap or act as bait to 
lure other players into a trap. 


Camp/Camping 1. Waiting for a specific event to 
occur or a monster to spawn. 2. Hunting an area. If a 
specific hunting spot already has a group of PCs, it's 
camped. 


Carebear A term used to describe people that do 
not enjoy PvP combat. This term is also sometimes 
wrongly applied to those that Role-play or like to play 
the role of a merchant rather than a fighter or killer. 


Bind 1. To set your home point for your character 
by interacting with an innkeeper and asking to rest 
there. Players receive a Hearthstone in order to return 
to their bind point. (See Hearthstone) 2. To have 
equipment permanently bind to your character making 
it untradeable. 


Cast To use a spell. 


Caster Any character that uses spells as their primary 
attack and defense. 


CC Crowd Control (See Mez) 


Chain Casting To cast spell after spell in rapid 
succession. 


Cheese To exploit an imbalance in the game. 


Clan (See Cuilef) 


I MO In My Opinion 
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Combat Pet An NPC that can be called up and 
controlled by a PC to fight with them. 


Con Short for "Consider." 1 . The method in which 
PCs can decide if a mob is within their range to kill 
or not. 2. Applies to Quests and Items and how they 
compare with a character's level. 


Corpse Camping Tactic used to kill a player as they 
respawn from death. 

CR Corpse Run - Running back to your corpse after 
you die. 

CR/XR The Crossroads - The central hub for Horde to 
meet up in the Barrens on the continent of Kalimdor. 


Creep Coined in Blizzard's RTS games (Warcraft and 
StarCraffl in reference to enemy creatures. (See Mob) 


Creep lacking A term from Warcraft 3 where players 
attack other players while they're already engaged in 
combat with neutral monsters. 


Critters Non-hostile mobs such as rabbits, chickens, 
squirrels, cows etc. 

CSR Customer Service Representative - An employee 
of either the publishing company or creating company 
of an MMORPG that attends to customer needs and 
handles any service related issues. 

CTD Crash to Desktop - This occurs when the game 
suddenly stops, closes, and sends you back to your 
computer desktop. 

DD Direct Damage - A spell that's cast on a creature 
and does immediate damage. 


Debuff A spell type that weakens a PC or mob by 
lowering their resistances or stats. 


Defense The stat that partially determines whether 
an attack will hit. (Equal to 5X your Level plus any 
bonuses from talents and/or items.) 


Dispel A spell that strips away the beneficial spells 
of a PC or MOB. 


Designated Looter Someone chosen by a party or 
group to loot all mobs killed by the party. 


DMC An abbreviation refering to Weapon Damage. 


DnD Do not Disturb 


DOT Damage over Time - A type of spell that does 
damage over time to the creature or target it is cast 


DPS Damage Per Second - How much damage you 
can inflict on a player or mob per second. 

Duping An exploit in which multiple objects such as 
armor, weapons, or gold are created in order to cheat 
the game. 

DW Duskwood, a zone south of Elwynn Forest. 


Emotes Animated or non-animated ways of 
expressing how you or your character feels at any 
given moment. 


Exploit Misusing mechanics of the game to gain an 
advantage that is not allowed per the terms of use of 
the game. 


Farming Killing mobs over and over again for loot. 
For example, instance farming, ogre farming, etc. 


FFA Free for All - Generally in reference to looting 
rights on slain creatures. 


FH Full Health 


FL Full Life 


FM Full Mana 


Cank Killing someone quickly because they are 
taken by complete surprise, AFK, or considerably 
lower level. 


CC Good Game 


Ghosting The behavior of a mob, NPC or PC that 
seems to flicker in and out of your view and "jumps" 
between locations in relation to your character. 


Gimp To create and develop a weak character by 
accident or because of inexperience. 


Grief The act of disrupting someone else's enjoyment 
of the game by using dishonorable tactics such as: leap 
frogging, corpse camping, bind camping, ganking, or 
kill stealing. 


Griefer Someone that purposely attempts to ruin 
the enjoyment of the game for others often by using 
exploits. (See Grief) 

Grind/Grinding Killing mobs repeatedly in order to 
gain experience, foregoing quests. 

GM Game Master - Someone employed by Blizzard 
Entertainment to assist and help players. 


GS Goldshire - A town just outside of Stormwind. 


GTG Good to Go 


GUI Graphical User Interface - The visual interface 
used for accessing commands & menus and viewing 
game information. 

Guild Group of players with like goals and attitudes 
that work together as a team. AKA Clan. 


Hate AKA "aggro" in other games, this is the measure 
of how much a monster wants to kill you. 


HB Hillsbrad Foothills - Area southeast of Silverpine 
forest in Azeroth. 


HP Hit Points - AKA Health. 


HOT Heal Over Time - Much like the DOT, spells of 
this variety offer a dose of healing each "tick." 


Hybrid Character that uses both magic and melee in 
conjunction with each other, without specializing in 
either. 


1C In Character - This usually prefaces a sentence to 
let other people know that you're speaking from the 
viewpoint of your character or role-playing. 


IMHO In My Humble Opinion 


INC Incoming - Used to alert other party members 
that a mob is incoming. Usually used to get your party 
ready for battle. 



Instance AKA Instance Dungeon. A dungeon in 
which only your party interacts with the mobs and 
objects within. Each group or party enters their own 
Instance separate from other players. 


INT Intellect - Increases a) the rate in which weapon i 
skills are learned, b) mana points, and c) the chance to 
score critical hits with spells. 


Kite Technique used for killing mobs by doing 
damage (by range) and then rooting or snaring them. 
It's usually used by casters and long range damage 
dealers to kill with minimum risk to their character. 


KOS Kill on Sight - Status of aggro between NPCs 
and PCs when on opposite factions. Also the state of 
relations between Horde and Alliance. Generally all 
Horde are KOS to Alliance and vice versa. 


KS Kill Steal - To tap a mob away from someone else. 
(See Tap) 


KSer/Kill Stealer Someone that either purposely or 
accidently kills something you were fighting and steals 
the experience. 


Lag Game play becomes slow and may cause 
adverse effects. Usually caused by either server side or 
connection issues. 


Lag Spike A more drastic lag experience where game 
play may pause for an extended period of time or even 
crash your game. 


Leap Frog A tactic sometimes used to dash past other 
parties while they fight mobs in order to beat them to 
a named NPC or resource object. This behavior is not 
deemed acceptable by most honorable players. 


Leech Term used to describe the act of gaining 
experience or items from other players without helping 
or contributing to acquisition of experience or items. 
This can be a negative term depending on its use. 


L337 Speak AKA Leet or Elite. A way of typing that 
uses alternate numbers, letters, and symbols in place 
of the traditional alphabet. 


Leveling Act of gaining experience by killing mobs, 
crafting or questing to advance your character. 


GLOSSARY OF 
TERMS 



REBIRTH 


MIGRATING 

PUYERS 


MACROS 


KEYBOARD 
! LAYOUTS 


EXPRESSIONS 
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LFG Looking for Group - Used to convey that a 
Player is looking to join or create a group. 




LFM Looking for More - Looking for more players for 
an instance. 



Link Also known as "Linking an Item." Shift + Left 
clicking on an item to show it in the chat window for 
others to see. 



Link Death This occurs when a character loses 
connection to the server. AKA LD. 


LMAO Laugh My Ass Off 



IF Ironforge - Dwarven Capitol City in Azeroth. 



;L0L Laugh Out Loud - A term used to show that 
, I something was funny enough that they were laughing 
I out loud, even if it couldn't be heard. 


i LOM Low on Mana 


Loot To take the treasure from a defeated mob or 
from a chest. 


LOS Line of Sight - Determines wheather a spell/ 
ranged attack can occur and whether a target can be 
"seen." 


Lowbie Someone that is of a low level or in the early 
stages of character development. 


LTNS Long Time No See 


Lunchbox Crate or chest that, when looted, contains 
only food and drink. 


Main This is in reference to someone's primary 
character that receives most of the player's attention. 
This is generally a high level character. "Let me log in 
my main." 


Looter Someone chosen by a party or group 
to loot all mobs killed by the party. 


Med/Medding - Healing/Drinking or just generally 
preparing for combat. 


Melee To fight either weaponless or with weapons 
face to face. 


Mez Mesmerize - Refers to spells, such as Polymorph, 
that temporarily incapacitate a target. Some of these 
abilites lock you in place in addition to rendering you 
helpess. Typically, any damage inflicted on the target 
will break the mez. 


MMO Massively Multiplayer Online 


MORG Massively Online Role-playing Game ■ (See 
\mmorpc) 


MMORPC Massively Multi-player Online Role- 
Playing Game - A game type based on fictional 
characters and places in which many people connect 
to a server and interact with each other within the 
environment. 


mob Short for "Mobile." Has become associated 
with NPCs and monsters/creatures that can be fought. 
(Created in the high-point of MUDDs). 


MUDD Multi-user Dungeons and Dragons type of 
games. These are text-only Role-playing games that 
were the forebears of the graphical MMORPGs we 
know today. 


MT Mistell - Used when soemone accidentally sends 
a message that is intended for another party to the 
wrong person/group. 


NBG/Need Before Greed A looting choice used by 


MOG Massively Online Game 


groups. This offers players the chance to dictate from 
the start who is going to get which items. For example, 
casters often look for cloth armor drops and have no 
need for leather, mail or plate drops. So, they'd get 
cloth and the others would get any other armor drops. 
(See also Random) 


Nerf A term used by players to describe the perception 
that aspects of the game by the developers have been 
weakened. Often these adjustments are done on 
character class types, spells etc. These adjustments are 
carried out by the developer to achieve a balance of 
game play. 


Ninja Loot The act of looting (taking) items from a 
kill that do not belong to you. 


Ninja Looter A person that loots a kill out of turn or 
during a battle to gain more than the rest of the group. 


NM Never Mind 


Noob/Newbie Someone that is new to the 
environment/game. This sometimes has negative 
connotations, though it is also used to explain why a 
player may need more help than others. 


NPC Non-Player Character - A computer-controlled 
character within the game with whom PCs can interact, 
(e.g.. Vendors and Trainers) 


Nuke A spell that causes heavy damage. Can be AoE 
or single target. 


Nuker A direct damage caster that can do heavy 
damage. 


OMW On My Way 


OOC Out of Character - This usually prefaces a 
sentence to let others know that you're speaking out of 
character or without role-playing. 


OOM Out of Mana 


Over Nuke Over nuking occurs when a caster casts 
too many high damage spells in a row only to draw the 
aggro of the mob away from the tank. 


Own/Pwn Commonly used as a part of L337 speak. 
It means to defeat someone soundly. Often used as a 
taunt. 


Paper Doll The representation of your character's 
body parts and the slots (places) that can be filled 
with armor or jewelry. (It's generally a 2D |flat| 
representation.) 


PBAoE Point Blank Area of Effect - An AoE that is 
centered on the caster. Often used by casters standing 
in the middle of a group of defending tanks to damage 
the enemy while remaining relatively safe. 


Party A group of people that band together to 
adventure. 


PC Player Character - A character controlled by 
another player. 


Pet An NPC that's given commands by a player to 
help them hunt or do battle. Hunters take beasts as 
pets and Warlocks summon theirs. 


PKer Player Killer 


PL Powerlevel - (See Powerleveling) 


POP Abbreviation of "Repopulation," often used as a 
shortened term for the re-spawn of monsters. 


Profession Crafting and gathering abilities that can 
be learned from trainers throughout Azeroth. 


Port Portal - A player-created transport device to 
help people travel from place to place. Mages can 
open portals to other cities while Warlocks summon 
other players through their portals. 


Pot Shortened term for Potion. 


Powerleveling 1. Steadily and quickly using 
knowledge of the mechanics of the game to level up 
at a much faster and intensive pace than other players. 
2. Having higher level characters assist lower 
characters in quests or grinding to speed up their 
leveling process. 


Proc Items may have an added effect that has a 
chance of activating. The activation of these special 
abilities is referred to as "proc." E.g., A weapon with a 
special effect will "proc" every so often. 


PST Please Send Tell 


Puller Person who pulls monsters for the party. 


Pulling One of the players in a party heads out and 
leads one or more of the monsters back to the party so 
that the party can attack them. The idea is to prevent 
too many monsters from attacking at once by drawing 
them to a "safe" zone. 


PvE Player vs. Environment - Used to describe a type 
of game-play in which a player is pitted against the 
Environment in the game. 


PvP Player vs. Player - Used to describe a type of 
game-play in which a player is pitted against other 
players. 


PvM Player vs. Monster - Used to describe gameplay 
in which monster 'bashing' is the primary means of 
conflict. 


Raid A raid is a large-scale attack on an area by a 
group of players. 


Random A group often has more than one player 
wishing to have a certain item. In some cases, they 
agree to "Random for it." By typing "/random 100", 
the game system will randomly generate a number up 
to 100 for each player doing so. Typically, the highest 
roll wins. 


Res Resurrection - A type of spell used to bring other 
players back to life after they have been killed by a 
mob or the environment. AKA Rez. 


Res Sickness When a player is resurrected by a 
player or via a Soulstone, they receive reduced stats 
for a period of time. 


Resistance The degree to which a character (or 
target) can withstand or resist a certain type of damage. 


PK Player Kill 



A higher resistance translates into less hit points being 
lost. Some powers or item effects increase resistance. 

Re-Spawn A monster that has been killed and has 
spawned (been created) again. 

Rest The state of the character. An indicator of 
how tired a character is, which affects how much 
experience is gained from killing monsters, illustrates 
the character's rest state. Well Rested characters 
receive more experience points than characters in their 
Rested or Normal states. 


RF Razorfen - An area within the Barrens. 

RFD Razorfen Downs - An instance dungeon in 
Barrens. 

RFK Razorfen Kraul - Instanced dungeon located in 
the Barrens. 

ROFL Rolling on the Floor Laughing - A term used to 
let others know that something was funny enough for 
them to literally roll on the floor laughing. 

Roof A spell used to lock a target in place. A number 
of roots can be broken when the rooted target receives 
damage — even from a DoT. 

Round Robin A method of looting that allows each 
character to have a "turn." 

RP Role-Play - The act of stepping into the role of 
your character. To speak or act as you believe your 
in-game character would speak or act. 

RR Redridge Mountains - Area east of Elwynn 
Forest. 

SF Shadowfang Keep - This is an instanced zone 
within Silverpine Forest. 

SH/Strath Stratholme - An instance in Eastern 
Plaguelands. 

SM Scarlet Monastery - This is an instanced zone 
within the Tirisfal Glades. 


Small Pets An animal that follows the player around 
without actually interacting with the world. While 
they don't directly influence the player or monsters, 
some consider them cool to have around, especially 
rare ones. 


Snare A spell or ability that reduces the movement 
speed of the affected target. Most often, snares are not 
removed when the target receives damage. 


Socials (See Emotes) 


Soulbound Equipment or items that are bound to a 
player and not tradeable to other players. These items 
are sellable to vendors however. 


Spawns The location or process of monsters 
appearing when they're created in the world. 

Spec Specialization - What your character designed 
to do based on talents. For example, a Shadow Priest 
is spec'd differently from a Holy Priest even though 
they're both priests. 


Spell Stacking A skill used to stack multiple spells on 
a mob to maximize the damage that can be done. This 


often refers to debuffs or even using Dispell to remove 
beneficial buffs. 


SPI Spirit - The stat that affects the rate at which mana 
and health is regenerated (in and out of combat).. 

Spiking This occurs when internet connection and 
exchange of information fluctuates dramatically. 

STA Stamina - The stat that affects the amount of hit 
points assigned to a character. 

Stack A number of identical items placed in a single 
inventory slot, to conserve space. Only certain items 
can be stacked. 


Stat Statistic - These are the numbers that help define 
your character, l.e. Strength, Stamina, Intellect etc. 

Stone Hearthstone - Hearthstones are used to 
transport players back to the inn at which they're 
bound. 

STR Strength - The stat that affects your attack power 
with melee weapons and increases the amount of 
damage that can be blocked with a shield. 

Stun Short duration spells or abilities that fully 
incapacitate the target. No damage or abilities will 
break the stun. 

STV Stranglethorn Vale - Located in southern-western 
Eastern Kingdoms. 

SW Stormwind - Capitol city of the Humans in the 
Eastern Kingdoms. 

TP Talent Point - Points earned as a player levels that 
can be used to purchase new talents. 

Tank A melee character that can take heavy damage 
while keeping the aggro off the more fragile casters, 
(e.g.. Warrior) Typically, a solid group will consist of 
two tanks: the main tank (MT) and secondary tank or 
offtank. 


Tap When a player attacks a creature first, this is 
called tapping. When a creature is tapped, only the 
person or party that has engaged the creature will gain 
experience or loot from it. 

Taunt Related to Aggro. An ability that allows a 
player to draw the attention of a monster off of another 
player and onto him^erself. 

TB Thunderbluff - Capitol city of the Tauren on the 
continent of Kalimdor. 


Tell This is a private message that can be sent directly 
to another player within the game. (See Whisper) 

Temple/ST Sunken Temple - An instance in Swamp 
of Sorrows 

Threat Related to Aggro. This is what a character 
"gives off" to generate or draw monster aggro. Certain 
abilities create higher threat (either because they're 
extremely effective or designed to do so). 

Toon A term used in reference to your animated 
character in game. 

Train A string of mobs or PCs that are chasing 
another PC or group of PCs. Often these are being led 


to guards to be killed. 

Twink 1. n. A character that owns items that are 
normally above their capability of obtaining on their 
own. 2. V. The act of leveling a character faster and 
easier by killing mobs that are beyond their means of 
killing themselves. 

Ober German slang for "super," originally meaning 
"over." Has become a term used to describe anything 
possessing extreme power or ability. 

UBRS Upper Blackrock Spire - A tough portion of 
Blackrock Spire where many good items drop. 

DC Undercity - Undead capital city in the ruins of 
Lodaeron. 


VC Van Cleef - Boss of Deadmines instance in 
Westfall. Sometimes used interchangeably with 
"Deadmines." (ie. LFG VC is the same as LFG 
Deadmines.) 

WC Wailing Caverns - Instanced Dungeon in the 
Barrens 

WF Westfall - Area in Azeroth just south of southwest 
of Elwynn Forest. 

Whisper A private message AKA /tell. 

WTB Want to Buy - This is used in place of 
spelling out the entire phrase to let people know 
they are looking to buy something particular. "WTB 
Wyrmsiayer Rune." 

WTS Want to Sell - This is used in place of spelling 
out the entire phrase to let people know that someone 
is selling an item. "WTS Kenaryn's Charm." 

WTT Want to Trade - Tells other players that you're 
willing to trade an item for another. 


XP Experience 

Zerg A method of attack which involves many people 
rushing an objective all at once with no real strategy 
or method. This usually involves a high amount of 
deaths on the part of those zerging, though is often an 
effective if controversial method of conquest. (Phrase 
coined from the Blizzard game StarCraft. Zergs are an 
alien race that multiply quickly and cheaply to overrun 
opponents with overwhelming numbers.) 

ZFK/Zul Zul Farrak - Instance in Northern Tanaris. 


Zone Area of the map with a designated theme, 
mobs and scenery. These areas have borders much like 
a state or country, though invisible they define areas. 


EQUIPMENT, 
ENEMIES, & LEVELS 


WHAT IS A QUEST? 



Naming Tips 

World of Warcraft Name Generator: World of Warcraft has a random 
name generator that you can use to pull up a variety of names. If you 
don't like the one it chooses, keep clicking until you the right one 
strikes you. 

External Name Generators: There are many suitable, fantasy name 
generators on the web that are worth looking into. These typically 
offer more names than you could ever imagine, but finding the perfect 
name may become a more difficult task than you'd imagine. 

Keep it Simple: Differentiating yourself by creating an incredibly 
complex name may sound like a good idea — at first. The first time 
someone needs to send you a /tell or offer a long distance guild or 
party invite, you may reconsider that decision. You're not going to 
receive quick tells and may end up losing important contacts. Keep 
your name simple and unique. Players will still recognize you and 
will also be able to type your name quickly. 

Combine Names: Try taking a couple names that you like and 
cpmbining them or reordering them to make something new. 

Avoid Well-Known Fiction Characters: Do what you can to avoid 
even getting close to these names. GMs will make you change the 
name if they catch you and it's generally looked upon as bad form. 
Some examples of names to avoid: Gandalf, Legolas, Gimli, Drizzt, 
Sephiroth, etc. An even more important rule is not to choose a name 
that already exists within the World of Warcraft mythology. Unless you 
have permission from Blizzard, you can't take on that character's role. 


Avoid Real World Celebrities: This is another name type that the GMs 
will force you to change quickly should they catch you (or if another 
player brings it to their attention). No one wants to see Madonna the 
Night Elf Priestess running around the glades of Darnassus. 

Avoid any Religious Figures: You may think it's a great idea to use a 
recognized religious name for role-play or may simply find it funny, 
but there is no doubt that someone will be offended. Once again, a 
GM will ask you to change your name should this occur. 

Combine Words with Care: Names like Moonwind, Farstriker and 
others are great ways to give your character a descriptive name. It sets 
the tone for the kind of character they are without much explanation 
needed. Take care to keep the words appropriate to the fantasy setting. 
Names like Faxmonkey or anything along those lines aren't going to 
cut it no matter how hard you pretend that you really are an ape from 
Feralas in disguise looking for a few good fax machines. 

Avoid Foreign Words or Insults: GMs aren't all multi-lingual experts 
and can't be expected to know if your name is anything other than a 
bad word or insult of some sort. Be ready to defend your name and 
have a good reason for it. Even if it's in Drow, don't expect them to 
know right off unless they were one in a former life. 

Open a Book: Many great names can be found in books and 
literature, but be careful. Don't use any name that could potentially 
have a copyright or trademark attached to it. Take a look in books on 
mythology, fantasy novels, fables and any other source with creative 
names. There is bound to be one that strikes you as fitting your 
character just right. 


^NAMING YOUR CHARACTER 


What's in a name? Gamer names can encase a player's entire gaming career while some people change their name from game to game. In MMORPGs, your name can 
become famous or infamous and choosing the right one can take on a whole new level of importance. 


most significant thing you must consider are Blizzard's own naming policies. If you don't abide by them, you can expect a visit from your friendly neighborhood CM. 


Online games have their own systems of social rules; there are certainly more 
interactions in a game like World of Warcraft than with offline roleplaying games, 
where people are seldom able to compete or cooperate while playing. World of 
Warcraft creates an environment where both positive and negative interactions 
between players are intended to occur, but even the negative ones are set within 
certain guidelines. Behaviors that fall outside of normal etiquette can be considered 
rude, inappropriate, or even as griefing. To make friends and have a smooth 
experience in-game, it pays to learn the rules up front. 


WHILE HUNTING 

The environment is primarily cooperative in the open field, where players are aligned j 
against the monsters that stalk Azeroth. Whether soloing or grouping to accomplish 
this, there are ways to keep from stepping on other people's toes. Beyond that, it s 
good to know when someone else is doing something that is genuinely disrespectful 
so that you can advise them (at first), avoid them if they continue, and ignore them 
if no change occurs. 


^ETIQUETTE IN THE WORLD OF WARCRAFT 




YOU TOOK MY MOBS!!! 

Mob ownership is often a point of contention during PvE hunting. Soloists and 
groups run into situations where other characters will come through and kill some 
of the same targets in the area where they were already hunting. The first point here 
is to use a cool head; everyone has a right to go after monsters. Even when a higher 
level person is attacking a beast, they may be after trade items that are useful, doing 
a backlog of old quests, or just farming something for their allies. 


Instead of reacting with a negative attitude, see what can be done for both sides from 
the beginning. If you are on a kill quest, offer to bring the other person/people into 
your group— everyone benefits from this. By the same logic, if you're on a collection 
quest and someone else is going after the same targets for different reasons, it may 
still be faster to group together and hunt. Granted, soloing for collection quests is 
ideal, but it's better to get some items than none. 


For whatever reason, an alliance may not be an option. This happens often enough 
as well. No problem. State what you're doing and see if the other players are willing 
to give you the space to continue. If they can't outright help, at least they can give 
you enough mobs to maintain the same kill rate and excitement. Fair enough for 
everyone concerned. 




Most groups and conflicts are settled by the first two options. However, there are 
times when another group doesn't want to join with yours and is not willing to share 
anything in the region. That doesn't make them griefers — it's still within their rights 
to kill as much as they can within the area (that is your right as well). 


If the other group refuses to have a comfortable attitude, you may try another camp 
of the same creature; there are often several camps of important monsters in a given 
region. This doesn't mean that you are backing down or acting like a coward. Rather, 
it shows that you're sensible enough to have a good time and keep from wasting 
your night, experience points, and energy fighting for meager kills on a single quest. 
You can always come back later. 



Okay, so is there any griefing at all that occurs in regard to mob ownership? Well, 
yes. Even with the tapping system in place, there are ways for people to make life 
difficult for many other classes. Someone with a real chip on their shoulder can 
use fast abilities to tap a monster just before your anticipated pull. This negates the 
experience and treasure you receive from the kill, so it's a bad situation. If someone 
does this once, ignore it entirely (it was most likely an accident). However, a person 
who follows your party around and does this multiple times is absolutely trying 
to get in your way. Ask the person what they are doing, then report anything foul 
in their response to a CM. If they ignore you and keep doing it, find a new place 
to hunt and ditch the offenders. Even at this stage, they may simply be too young, 
inexperienced, or otherwise hindered to know what they are doing. 


TREASURE DISTRIBUTION 

When hunting in a group, especially when that group is composed of strangers, it 
is very wise to establish loot rules ahead of time. The dominant form of drop rules 
is to makes a pledge of Need Before Greed (NBG). This means that any character 
in the group who needs an item is placed in priority above someone who would 
just sell the item to a vendor or give it to an alternate character/guildie. This keeps 
parties together in a better atmosphere of cooperation. By agreeing on this before 
any powerful items drop, people save minutes of wasted hunting time trying to 
figure out who gets what. 


When you join a group that prefers to go onto Round Robin and accept the whims 
of fate, make sure you're comfortable with that up front. If you think Round Robin is 
unfair, say so from the beginning. Your argument will have far more credibility when 
the group is forming compared to later, when there is a drop you want that someone 
else is standing over. When Round Robin is agreed to, at most ask the other person 
for a chance to have the item or trade something for it. When you agree to loot rules, 
accept that it won't always go your way. Being upset that Round Robin is fickle 
makes no sense if you already said you were fine with it in the past. 
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Multiple people may need an item that falls, especially when that item is particularly 
powerful. For these cases, Need Before Greed won't give the group an immediate 
answer. To quickly solve the issue, use [/random 1 00] and let the highest roller have 
the item (only people who need the item should be allowed to roll). Also, being able 
to use an item doesn't necessarily mean that you need it. A Warrior with an entire 
set of Superior Level 30 equipment shouldn't be rolling to snag Level 25 mail drops 
that a lower-level tank is direly in need of equipping. 

1 The muddiest waters come when several people can use an item and it's an upgrade, 
but one class may need the upgrade far more than others. Consider a party with a 
Mage who uses swords, a Warrior (also specializing in blades), and a Rogue who 
likes having a sword as well. Who needs the Epic sword that those lovely elite trolls 
just dropped? Do all of them? Yes and no, of course. 

I The Warrior would use it a great deal. The Rogue would too. For the Mage, it 
I would be an improvement, but that player wouldn't be using it nearly as often. A 
I conundrum, for certain. In these cases, it's better if the Mage backs off, but it isn't 
required either. So, the "right" thing to do for the Mage is to let the primary melee 
characters roll for it while looking for lesser swords. The "right" thing for the Warrior 
and Rogue is to accept the Mage's request to roll if he does push forward. Either 
side has the ability to walk away looking respectable, even if they don't come away 
with a rare item! 


■ Fast Drop Guidelines 

4> Set drop rules before leoving town 

\ 4* Use [/random 1 00] to determine the looter in coses where multiple people need 

* something 

4* Don't spend lorge amounts of time determining treasure distribution (more fighting s 
more treosure anyway!) 

4* If 0 player acts poorly, you don't hove to group with them ogoin, but moking o scene 
; hurts the rest of the group 


I When someone tries to slip things past the group by picking up items without 
I reporting them or by pretending to need something they don't, it's best to follow 
I a few steps. First, try to mention that the item is needed for someone else and see 
if that is enough to get things done. People do pick up items without noticing on 
occasion. An honest mistake is an honest mistake. However, a consistent pattern of 
doing this, or a few "accidents" with Bind on Pickup items can be quite telling. If 
a person has been doing this, tell them to stop. Even when the offending player is 
skilled and useful to the party, you may want to stop grouping with them in future 
runs if they're dragging morale down and causing group disputes. 

Ninja Looting is the process of faking a powerful item (usually a Bind on Acquire 
item from an Instance) before others have a chance to decide who should receive 
the item. A common scenario is for the looter of a powerful enemy to look on the 
body, report a powerful drop, then stand back up (because it's BoA, they cannot loot 
it themselves without ruining everyone else's chance for the item). The body is free 
for anyone in the group to loot after that point. While the party is rolling for the item, 
a Ninja Looter could ignore the roll, rush the body, and grab the item. The finishing 
touch is to use their Hearthstone, return home, drop out of the group, and log off for 
the night. This sounds odd, but it does happen from time to time. 



What do you do about Ninja Looters? 

Put them on your Ignore List and don't group with them again. These players aren't 
likely to be considerate of your group's needs in the future, and it certainly brings 
down everyone's mood when the best items of a long Instance go up in smoke. 
Move on, keep finding your favorite allies, and don't worry about it. Instances 
are repeatable, and there are more evenings, more encounters, and plenty more 


treasure for you. As for the Ninja Looter, imagine how things are going to go for 
him when nobody wants to group with him for end-game content a couple months 
in the future. Having a bad reputation isn't much fun, and a few good items aren't 
worth the trouble. 

DEALING WITH INCOMPETENT PLAYERS 

Not everyone has the same level of skill in the World of Warcraft. Indeed, there's 
a huge gap between the most adept and experienced players and those who are 
new to MOGs, World of Warcraft, and cooperative play in general. As with many 
suggestions, the best default should be to allow for some mistakes and be patient 
with others. Yet, there are still times when a player is performing so badly that 
something must be done about it. 

When someone in your group (most likely a person in a pickup group) is performing 
poorly and getting others killed, have the group leader take the first step. The group 
leader should stop for a short rest (area allowing) and explain how the party should 
be performing. If the new player is pulling extra monsters onto a party, advise them 
on how to [/assist] and where to stand. When they outright pull monsters that aren't 
desired, tell them that they aren't responsible for pulling and that a different player 
is already handling that. 



Some young or inexperienced players take time to get used to this; having been 
engaged by single-player games, they expect to do everything themselves. Acting 
this way may not seem rude or ineffective to them, so do your best to be friendly 
while figuring out where the person's skill/intentions/experiences stand. 

Unless the player is outright rude in their response to your party's suggestions, 
keep them around at least for the quest/expedition that you invited them to join. 
Good etiquette dictates that the group should stay together until the task is done, 
even if the weakest link in the party 
does not improve. Cutting a player for 
performing poorly is rude. That said, no 
one is obliged to take unskilled players 
out for every quest and every raid. If you 
aren't interested in helping that player 
improve their skills, don't group with 
them in the future. That is absolutely 
your choice. 

SPAM INVITATIONS 

It's best to look for groups with the tools available (general chat, searching in a 
zone for people who are using the /Ifg tag, etc.). Walking around an area inviting 
everyone you see into a group is not polite. Ask first and you will find that it is much 
easier to collect a better grade of players! 

The same is true for duels. Practicing with your character in 1 on 1 PvP is exciting, 
and many other players will be happy to join you in duels, especially near towns 
when they are not engaged with quests, other parties, etc. However, spamming a 
person with duel invites is absurdly rude 
and will land you on an Ignore List some 
of the time. The best duels take time to 
set up, with fun talk, mutual bows, and 
a brief discussion for any rules that are 
desired. Duels do not simulate true PvP 
anyway, and out-of-the-blue ones aren't 
worth the breach in manners. 






ASKING FOR HELP 

As long as you don't demand help from anyone, it is perfectly polite to ask for 
assistance when going after difficult fights, quests, and such. This can be done on 
the general chat channel or from people in the area. If you see people fighting their 
way toward a quest mob that you need to fight, there is nothing wrong with asking 
to join them. When you can't get close enough for [/say] to work, whisper to one 
of the members in the group. People rarely mind grabbing an extra person for a few 
kills, especially when it helps the soloer out. 

A side issue of this is when your party is standing close to an important quest NPC, 
getting ready for the fight. Because some of these monsters are hard to find (because 
of wandering, spawn problems, etc.), it 
is polite to either yell or send a message 
over general to let people know that 
that enemy is not long for this world. By 
doing this you give others the chance 
to ask for an invite if they are close. 

Players don't just appreciate this; they 
love when parties are this considerate 
and will be more inclined to do the 
same themselves in the future. 

REQUESTING BUFFS FROM STRANGERS 

When soloing, you find that certain buffs make a huge difference to your performance. 
A Warrior out by his lonesome will be greatly improved by a Priest's Stamina buff 
(Power Word: Fortitude). Getting conjured food and water from Mages is another 
huge boost to sobers, because it's effectively free to both parties. However, no one 
is obligated to help a solo character with abilities that cost time or mana to cast. The 
best way to get what you want here is to approach characters that are out in the field 
and ask politely for the buffs or spells that you desire. 



TRAINS 

Running through a region often causes a number of monsters to collect in your 
path, following behind. Even if you are high enough level to survive this, there are 
sometimes grave consequences to these trains (so called because it looks a tad like 
a train, with you as the engine and the monsters as cars following behind). When 
these monsters break off from the chase, they have a chance to aggro on various 
players during the trip home. This can cause many deaths and problems to lower- 
level players in an area, and there is no fun or etiquette in that. 



If you're running around with a train behind you, avoid other players by as wide a 
margin as possible. And, if your way is blocked by a party (at dungeon entrances 
or other such bottlenecks), be willing to stop and die with honor. It's far better to 
die to your train than to cause another party to wipeout. Besides, the party you just 
protected may have a rezzer, offer you a group for future protection, etc. 
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Don't be afraid to help the person in question polish off a few monsters; because of 
the tap system you receive 0 experience and they get their kills substantially faster. 
That is usually a good way to help out while waiting for a response. Also, if you have 
buffs that are useful, throw those on the stranger while they make up their mind (it 
won't hurt your request, certainly). 

If a Mage conjures a large quantity of food/water for you, throw a modest tip in 
there even if the Mage doesn't ask for it; that person is going to have a short bit 
of downtime for what they gave you, and a nice tip will make them feel better 
about being generous. Besides, the cost of buying vendor food and water is so much 
higher that you save entire gold pieces at the moderate levels just by getting Mage 
assistance; encourage them! 

From the buffer's perspective, it is nice to receive tips. However, a kind "thanks" is 
what you should expect and require for future assistance. When people don't thank 
you for your time and effort, it's not worth helping them time and time again. On 
the other side, if you do not demand a tip, don't expect one from every character 
you help (many may be too poor to make things sweet for you). Thus, if you aren't 
going to feel right about helping someone unless money is exchanged, tell the other 
players up front. Selling your services is perfectly acceptable. Pretending to donate 
them and getting upset when people don't realize your expectations is a bit unfair. 



JUMPING IN 

It is fairly common to see other players in trouble. A bad pull or just a poor turn of 
luck can place another character or entire party in a situation they cannot win. There 
is no hard and fast rule for what you are supposed to do at that point. If you lielieve 
your character would turn the tide of battle, feel free to jump in. When you know the 
other party needs help, take a fresh target and pull that away (you get the experience 
and treasure, but they have one fewer problem to deal with). However, if you think 
the other group might be fine and are uncertain, jump onto a tapped mob; there is 
almost no way to give offense by doing that because the other party still gets their 
loot and experience. 

Perhaps the situation is entirely hopeless. When a dozen monsters get trained onto a 
small party in a dungeon it is unlikely that they will evacuate safely. Don't jump in 
when the battle is hopeless (just get out of the way and hope for your own survival). 
Adding on to a failing battle makes things even more chaotic and could even cause 
a fleeing party to stop and try to hold their ground. 

If you're a rezzer or your group has such 
a character, send one of the characters 
a whisper and ask if their groups wants 
a rez (not everyone does if the map 
is small enough and the graveyard is 
somewhat close by). It's worth a short 
moment to resurrect the group if that is 
what they want. The good will is nice 
to have, and your party may need a rez 
one day too. You never know who will 
be around when that time comes. 



MACROS 


KEYBOARD 

LAYOUTS 


EXPRESSIONS 



STAYING IN A GROUP 

Groups may form for a single quest, an hour of play, or even a single battle. Proper 
manners here vary, but the basic key is to be honest about how long you intend to 
group with a party and stick to your word. If you join someone for a quest, say that 
you are able to stay around for "X" amount of time and that is your limit. Work to 
get the quest done, then stay to make sure that it is done for everyone before leaving. 
In the event that you must leave unexpectedly, apologize, give at least some of the 
reason, and offer to make things up to people later. 













By the same token, don't assume that 
who leaves suddenly is 
being a jerk and ditching the group. 

Phone calls, family, lightning, penguin 
outbreaks, and other problems simply 
occur. If you group with someone a 
couple times and they consistently ditch 
after finishing their part of the quest, 
don't group with them in the future (at 
least, if that type of thing upsets you). 

RESOURCES 

Resources that spawn at static points (e.g. metal and herbs) are available to everyone, 
and it is another case where "first come, first serve" is the rule. Yet, there are a few 
ways to keep from doing unfair things while collecting. Because many resource 
points have monsters nearby, parties and solo characters must fight to clear the area 
first, unless they are high enough level to simply sneak past and grab what they 
want. Regardless, if you see a person clearing the area near a resource point, do 
not rush past and steal that point. Whisper to the person or party and ask if they are 
going after the resource node; if they say yes, move on and look for another (you 
should get to the next point first since that person is still going after the last one). 

If you badly need points for your skills, you may ask a person for a chance to access 
the resource point without taking anything. With Mining and Herbalism, the point 
is given for using the resource node, not for taking what is inside it. Thus, a whack 
on a vein of ore or a moment looking through the herb cluster gives you everything 
you need. There is no harm in asking for a chance to do this, and most harvesters 
have a problem letting you try, especially after they find that you are good 
to your word. 

In groups, there may be several 
resource collectors of the same type 
(two Skinners, two Miners, etc.). As the 
party is moving into the area, discuss 
how you plan to tradeoff resources. 
For mines, it may be that everyone gets 
a hit for points, then the metal is split 
evenly. For Skinning it may be that just 
one person skins each monster, for time 
reasons, and the Skinners trade who is 
on duty. 

BACK IN TOWN 

Even in the somewhat relaxed state of standing in town, hawking wares and seeking 
various trainers, there are proper ways to conduct yourself. Knowing these helps 
when selling items, buying things from other players, and just in making your way 

IS EVERYTHING? 

of the NPCs in cities can be hard to find. A system is in place that allows 
to ask the guards of major cities where to find various NPCs. Right-click on 
rds to bring up a list of the NPCs and locations they are aware of, then choose 
person you seek (a blip on the mini-map appears to help guide you there). 

Sometimes, you in the General Chat Channel ask where different NPCs and stores 
are located. Try to provide an answer for difficult questions when possible. If the 
players are asking for answers to simple questions that they have access to, direct 
them to the source they should be using ("The Quest description tells you where 
those monsters are" or "Ask a city guard; they will put a marker on your map"). 

If you have questions, ask in General and see if people are willing and able to 
help. There is nothing wrong with asking every few minutes if you don't receive 
assistance and are still having trouble. This is an area where "Please" "Thank You" 
and general courtesy goes a long way. The more polite you are, the more often 
future questions will be answered. Also, players tend to provide more information 
when they feel connected to the person asking the question. "Does anyone know if 
the Mo'Grosh Crystal is a shared drop? :)" will get more attention than "Is Mo'Grosh 
Crystal shared?" 

The best tendency is to try and find things you need on your own at first, because 
many items, stores, NPCs, and quest targets are quite accessible. Asking where to go 
and what to do the moment you receive a quest frustrates other players on chat, and 
they won't be as likely to help after several rounds of queries. Instead, wait until the 
tools available to you are exhausted. Look around, reread quests or pertinent text. 


ask your guild or party, and then go into General Chat. Also, feel free to whispe| 
a personal "Thanks!" to anyone who helps you. Showing that you are genuinely! 
appreciative of their help is a suitable payment for the time they spent typing an] 



ON THE BATTLEFIELDS OF PVP 

Many of the rules that govern play in PvE change when dealing with players of the 
opposite faction. This is a desired aspect of the game for many people, and it is 
best to choose a server that fits your view of etiquette from the beginning if you are 
worried about certain aspects of competitive play. PvP is one of the rare times when 
server is what dictates etiquette more than common sense, disposition, or morality. 

WHEN TO ATTACK 

Going after enemies of the opposite faction is a matter of duty on the FvF server,! 
to a fair extent. Disrupting another player of your faction when they are fighting .1 
monster would be griefing; doing the same thing to an opposing faction's player! 
is acceptable (perhaps even desired depending on how bitter the rivalry is on the! 
server). ’ 

Indeed, attacking other players in a PvP or FvF environment is anticipated and 
encouraged. Any civility that you want to put into such combat (waiting until 
enemies are fully healed, outside of combat, have seen you, etc.) is above and 
beyond what others expect from you. Much like in real life, indulging your enemies 
in this way is a risk that won't always be returned. Let roleplaying and your sense of 
enjoyment dictate these responses instead of standard etiquette. If you want to be .) 
dirty, rotten, backstabbing fiend that leaps onto hapless foes at the worst of times, | 
go ahead and do it! 

Is it possible to grief members of the opposition? Yes, there could be griefing, but 1 
this would only be an issue if there was a bug that was exploited against members of 
one faction. Things that would normally be considered griefing are often allowable 
otherwise. Training monsters into enemies is not griefing; it's a viable strategy, 
Again, you may not choose to do it, but your enemies have every right and ability to | 
do it against your party. Be prepared. 



GANKING 

Ganking is the process of going after characters of much lower level. If ganking 
doesn't do anything for you and if makes other people's lives difficult, is it wrong? 
No. Some people on both sides of the war see ganking as a practice of griefers. 
However, this is not an act of griefing because it is a game dynamic that is mutually 
agreed upon by the parties involved (the targeted players chose to come to a server 
where non-instanced PvP is a reality). Thus, they knew the risks and consented to 
the attack simply by joining the server. 

That said in defense of gankers, it still is not an act that will earn you respect from the 
majority of players unless you accomplish your attacks in novel and exciting ways. 
Using stealth or invisibility to get into contested areas where relatively low-level 





enemies are questing and going after solo targets is fairly simple. Charging in with 
raiding parties, fighting out in the open, going after larger groups, etc. is the way to 
have more fun and truly challenge yourself. 

Play as you wish. Those who want to avoid this style of gaming are absolutely free 
to join the servers where Faction-based combat is restricted to instances and opt-in 
combat (e.g. defending city NPCs that are being attacked). 


combat, etc. The camped person is free to log off and return at a later point when 
you are gone, and it's impossible to know if that is the case. So, it is often better 
to get your kills, move on, and know that the victim could be after you at any time 
(enjoy the rush). 

As far as etiquette goes, people are far happier on both sides when corpse camping 
is minimal. Very few players enjoy being camped this way, and most classes simply 
don't have the ability to get away safely when five or six people are boxing them 
into a small area. The flipside of this is what happens when a ganker/corpse camper 
goes down. Suddenly, tons of people are ready to camp the offending party, and the 
hunter quickly becomes the hunted. 


CORPSE CAMPING 

When an enemy dies, their corpse becomes a respawn point (once their spirit 
returns). Very few PvPers are going to take EXP penalties for their deaths, so it 
is almost inevitable that the person who died will return to their corpse. Corpse 
Camping is the act of patrolling the region where an enemy has died while waiting 
for the person to return (the followup is to attack the recently rezzed character and 
kill them a second time). 

Again, this is not griefing. However, it is both obstructive to the other person's 
enjoyment (since they can't even get enough health to have a good fight with you), 
and it holds your party in place instead of getting you more experience, money. 


EQUIPMENT, 
ENEMIES, & LEVELS 


^10 THINGS WORTH KNOWING 


There are certain aspects of MORG play that are almost universal. Appropriately, 
these are present in the World of Warcraft and should be explained for people who 
are new to the game, genre, or even to Blizzard games from the past. 

I PATIENCE IS THE KEY TO GLORY 

It's invariably true that patience leads to greatness in many tasks. Most roleplaying 
games have a huge element of this, and MOGs are even more representative of the 
idea. It's impossible for players to sit down and see everything there is to the World 
otWarcraft in one day (or week, or month, ...). Thus, no matter how hard you try 
there is no way to rush through the game world and get to the "end." In fact, though 
there is an end-game portion of content where players are capped in level, there's 
never going to be a heavy hand on your shoulder saying "The game is over now, 
please go somewhere else." 


II LEARN WHAT YOU CAN HANDLE 

It's exciting to push your character to the very limits of survivability. This is good 
to try on a limited basis for several reasons. First off, it provides a nice rush (even 
if you eventually lose and have to do a short corpse run). Beyond that, this type of 
testing brings you closer to your characters; understanding how to get every last 
bit of power out of a class will make every difference when it comes to complex 
challenges such as Player Vs. Player combat and Instances. 


Regardless of anyone else's view of how fast someone should play, level, and enjoy 
the game, there is no specific time to reach a quest or an area. Take a week hunting 
lor Kodo Leather in Mulgore, or try exploring all of Kalimdor at level 20 if you 
are truly brave. Nothing that you enjoy in World of Warcraft is wasted time. The 
world is here for you to enjoy! Take it easy and play as you wish. Indeed, the levels 
are more exciting, the gameplay refreshing, and every group a bit better when you 
remember that fun is more important than getting the next skill, level. Wombat of 
Slaying, etc. 


Though you naturally cover the limits of your character over time, simply by playing 
the game and dealing with the troublesome situations that arise from large pulls, 
trains from other groups, and ambushes out in the wild, testing still has its place. The 
issue here is that intentionally testing your class makes the process more analytic; 
you can prepare new strategies, test them out, and really see the effects. It's much 
harder to keep a keen eye out when you are surprised. 

Try finding situations that push your character to the limit to see what things your , 
race/class/style combo are best for countering. Try going against single targets of 
high level in solo encounters; engage entire groups of equal or slightly lower-level ; 
monsters; grab wide aggro from a huge range of enemies and try to flee successfully. 
These tests reveal a great deal about the strengths of a player and that person's 
chosen character. 




^ U[ 




III FIND A CLASS THAT SUITS YOUR MENTALITY 

A character's class defines what they are capable of doing in so many ways. Though 
every class is quite impressive in World of Warcraft, even in solo encounters, there 
are styles of fighting that are more effective for certain classes. For instance. Warriors 
; handle groups of enemies far better than most alternatives (they have high hit points, 
impressive armor, and a Rage bar that is easier to fill when there are more targets 
bringing aggro). Casters, on the other hand, are much faster at bringing down single 
foes, but have to be more careful in how they approach fights; success for casters 
involves damage at range, frustrating enemy advances, and using mana efficiently. 


r CLASS STYLE QUICKLIST 

1 cuss NAME DOMINANT Tiuns 

Druid 

Shapeshifting; Style Flexibility; Can Act as Substitute Tank, Rogue, or Caster; 
Domoge ot All Ranged; Backup Healing 

Hunter 

Powerful, Consistent Pets; Notable Ranged Damage, Trops, Trocking of Boosts ond 
Sentient Enemies, Moderate Armor 

Moge 

High Burst Damage; Long Range; Snare Enemies; Create Free Food/Water/ 
Mona Gems; Instont Damoge; Combat Control; Very Fragile Hit Points and Armor 

Paladin 

Great Vs. Undeod; Allkmce-Only Closs 

Priest 

Powerful, Post, ond Efficient Healing; Stomino Buff; Protective Shield Buff; 
Anti-Undeod Powers; Impressive Damage; Fragile Hit Points and Armor 

Rogue 

High, Sustained Damage; Stealth; Modest Armor; Light Hit Points, Lockpicking 

Shaman 

Totems for AoE Status Effects; Ranged Magic; Substontial Melee Damage; 
Moderate Armor; Resurrection; Horde-Only Class 

Warlock 

Multiple DOTs; Fear; Extensive Pet Summoning; Many Chonneling Spoils; Blurred Line 
Between Hit Points and Mono (Can Use One to Gain the Other); Complex Class 

Warrior 



'choose a class that matches your mentality and play style, especially for the first 
I character that you choose. Players who thrive on getting up close and personal will 
feel much more comfortable with Warriors and Rogues. Those who prefer fast kills 
and don't mind downtime can thrive with a Mage. Warlocks aren't fast killers, but 
they have very little downtime. So, look into each of the classes and make a logical 
choice based on the character that you want to play. 


j Don't be afraid to message players of 
' specific classes and ask them about their 
I experiences. Use forums for the same 
purpose and see how actual players feel 
about their play experience. This avoids 
the path of reaching Level 20 before 
realizing that a class is good but still 
not your style. Of course, it's good to try 
everything yourself in the long run, but 
(that's a different issue. 



' CHOOSE A RACE THAT LOOKS AND 
FEELS RIGHT 

I Though class selection is dictated by logic, race is a decision based on aesthetics. 
Certainly, there are starting advantages to some race/class combinations (Tauren 
I Warriors have quite high starting damage per second. Gnomes have more mana 
to throw around than other races, etc.). Still, these advantages dim over time as 
equipment choices, levels, and player skill dwarf (pun intended) the fairly minimal 
;l lead that even the most intuitive combinations create. A Dwarven Warrior has over 
. 60 more hit points at level one compared to a Gnome Warrior (over twice the 
I Gnome's hit points!). At level 30, however, this difference is trivial. 

Instead, the choice of a character's race is a great time to go with your heart. That 
I character will race across the world at the bottom of your screen for months to 
jcome. Pick a race that looks and feels right to you! This yields a starting location 
that suits your playstyle, since all of the starting areas are geared to the races that 
inhabit them. Also, it conveys an immediate sense of closeness between you and 
t your character; the more you enjoy your character, the better each level seems. 







VOICE EMOTES 


Other fun things to try ore vwious voice emotes for the sex/roce combination of 
your chorocter. Create o character and try the [/v flirt] and [/v silly] commonds 
five or six times each. If the humor of the combination works for you, the style of 
that race's quests are likely going to synch os well. 


Don't let stats or racial traits decide race for you unless that is truly important to you! 
If you are interested in playing any combination, no matter how odd at first, go for | 
it and have no regrets. In World of Warcraft. player skill and a good reputation get j 
you into high quality groups far more often than race, class, etc. 



V INVEST IN FRIENDS AND SKILLED ALLIES 

And speaking of good groups, there are a few tips to help with finding them. While | 
you are playing, even at low levels, try to see which people are active in General | 
Chat in a helpful way. Make note of polite, informed players and how they are | 
dealing with each other. Out in the field, see who is eager to buff ungrouped | 
characters, jump in to help other characters when a pull goes poorly, etc. Don't be 
afraid to "waste" some time getting to know the other players; the ones who stay 
involved with their characters into the higher levels may be your companions for 
months to come. And, the sooner you become friends with the more friendly and 
skilled players, the sooner pickup groups will be a thing of the past. 

Ironically, to get away from pickup groups, people have to rush into many of them. 
The best times to do this are for kill quests, elite quests, and other activities where 
having more people around aids the process even when they are strangers. Try to 
keep track of all the people you enjoy grouping with. Had a good time with Player , 
A— ask if you can put that person on your Friends list. They will most likely do the 
same for you. Continue this and there will be a cluster of a dozen or more people , 
from other guilds that you know and like in no time (leading to faster groups with 
more familiarity, less down time, and more fun). f 

On the whole, the best players to choose for your list are the people who click with ^ 
your personality and style of play. Even when some players are unskilled and make ■ 
mistakes, they may be wonderful choices in the long run. You cannot train someone 
to be an exciting friend; skill in MORGs on the other hand is easily acquired over 
time by someone willing to learn. The 
vast majority of players who start off 
poorly but have the will to practice and 
learn end up being quite good by the 
time they reach high levels. 



I 


I 


I 

I 
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VI TRY EVERYTHING AT LEAST ONCE 

There are many classes, races, and areas to explore. Even if one thing grabs you 
from the start, you become a better player by understanding where everyone else 
has been. Look into both factions even if you are sold on one of them. Playing a 
dedicated Alliance character, it is quite an eye-opener to see the Barrens as a soldier 
of the Horde. Learning how the other side works together, quests, and levels aids 
in countering those tactics with your original character. Also, there is a chance 
that somewhere you haven't been will completely capture your heart. A player that 
immediately chooses to play as an Ore may fall in love with Mulgore or even pine 
away for the beauty of Elwynn Forest. 


For those with enough patience, try 
starting characters in each of the six 
initial regions to see if there is something 
special in one of them. Spending a 
couple hours on this your first day may 
pay off with a character you didn't even 
know you wanted to play. 



VII IDENTIFY GOALS AND SUITABLE TARGETS 

There are many goals for a player to seek in a given session. Sure, it is possible 
to play without more than an urge to beat monsters and have a good time (a goal 
unto itself, honestly). If that is all that you are looking for, recognize that and take a 
leisurely pace; fight the monsters you enjoy fighting even if there aren't any quests 
(or that area. With a casual pace, it is entirely possible to group with a huge level 
range of friends and just do whatever you want! 


When you have a more specific goal do what you can to identify the best targets 
for accomplishing that. Indeed, someone looking for the best experience on a given 
evening should queue the most quests for an area, find a group that is willing to 
stay together for at least a few hours, then plow through those quests with military 
efficiency. Or, when quests are dry for multiple areas, gather a high kill-rate party 
and grind epic mobs in an Instance. By choosing the right party and monster type to 
gain experience you achieve your goals. 


Or, if you want money, go after enemies beneath your level in a very small party (or 
solo). Try to get into areas with huge numbers of targets that you can fight in tandem, 
looking for a maximal kill rate without any major concern for experience (it comes 
indecently, but not as well as when focusing on quests and epic battles). Taking 
down high quantities of targets yields more rare drops. This is a fine way to fill out 
guild equipment needs while accumulating extra coin. 



The global point is to do what you like 
without worrying about experience per 
hour (unless experience per hour is your 
goal, of course). People love to explore, 
roleplay, dance around Ironforge with 
stray Gnomes, etc. Experiment, find 
your favorite activities, then indulge. 


VIII THE RIGHT PLACE AT THE RIGHT TIME 

— While leveling, there are certainly better places lo get the job done at any given 
point. Because questing is such a major aspect of World of Warcraft, it is quite 
useful to know where the most quests are throughout the game. One of the keys to 
'progressing smoothly comes in traveling back and forth between equivalent regions; 
f when quests are depleted in one area, try another for a time then return to see if new 
things are available. 

In Alliance lands, a person may be hunting in Loch Modan from levels 12-14, then 
^suddenly find a few of the remaining quests to be a bit challenging (or they will 
simply wish for a change). For a change of pace and some easy experience, move 
down into Westfall and do all of the quests there for the early levels. By the time 
Westfall becomes old news for your budding adventurer. Loch Modan's "tougher" 
quests should be just right. Or, there is always a trip out to Darkshore for yet another 
batch of level-appropriate quests. Horde characters often bounce between The 
Barrens and Silverpine Forest for the exact same reasons. 

A 



IX USE ALL RESOURCES 


i 


EQUIPMENT, 
ENEMIES, & LEVELS 


In-game, using your resources means that it is important to keep in touch with other 
players via the chat channels and the guild you choose. Be confident in yourself 
and try to find answers through exploring and testing, but don't be hesitant to ask 
others for help when things become muddled or frustrating. Buy quality items from 
other players as well, and be fast to sell the good things you find but can't use (this 
will make more coin than vendoring the items and substantially help others at the 
same time). 

Outside of the game itself, there are web sites, guild pages, and forums waiting for 
you. Each of these offers a different aspect of assistance for mastering your character 
in the World of Warcraft. Guild pages offer social interaction, networking, and a 
feeling of playing a game outside the game. Open forums have tons of information 
on quests problems, upcoming game changes, and developments in the world (this 
is even more the case once there are many servers and each starts to have its own 
flavor). Obviously, strategy guides have a good place because they can go into the 
game with you; kept beside your computer, they offer fast information, data charts, 
etc. Also, guides can be taken around 
for perusal when a computer won't be 
available (commute by train, long trips, 
and such). 

If you want to know everything there 
is to know about World of Warcraft, 
play long, play hard, and use as many 
sources as you see fit. 



X TAKE BREAKS 

Eating, sleeping, work, friends, and all of the other needs demand their own time, 
but there are also breaks in-game that can be useful to you. For one, it is nice to have 
a few characters to play unless you are madly driven to reach level cap in the least 
possible time. Having a few characters gives a player the breathing room to play 
according to a given mood instead of being forced into the same style each evening. 
It is nice to have a tank for slugging things out, a caster for ranged spellcasting, 
a crafting and farming character for making money and finding special gear, and 
whatever else calls to you. 


PARTY DYNAMICS 


WHAT IS A QUEST? 


DEATH AND 
REBIRTH 


MIGRATING 

BUYERS 


MACROS 


KEYBOARD 

UYOUTS 


EXPRESSIONS 



By switching around the characters you play, the game stays more vibrant and has 
fewer demands on you. Instead, you get to go with your mood each time you play. 
The only serious downside of having multiple characters is that friends on the same 

server may out-level you. That is one 

of the many perks of having a guild; 
there is often a cluster of people in 
every region, so you won't be left out 
by leveling at a different pace than the 
"average" player. For that matter, it is 
pretty darn hard to find an average 
player when it comes to leveling, since 
there is a huge range in terms of speed 
and style of play. 







20 THINGS I WISH SOMEONE HAD TOLD ME 


1 . You con't put 0 SPACE in your name. 

2. WASD and the arrow keys are your movement keys. 

3. SHIFT + B or SHIFT + Left Clicking on any bog opens all your bogs. 

4. T targets the closest enemy ond TAB toggles between targets. 

5. Monsters that come up os "Red* on your indicator ore aggressive and will oltock if you get too close! 

6. Pull obilities/ spells from your ability menu/ spellbook to your Hotbor to occess them quickly. 

(This is also true for the Throwing/Shooting/Rshing abilities.) 

7. Numlock (or Clear for Moc users) is Auto Run. 

B. Different icons on your pointer indicate whot type of NPC/object you're targeting ond whether you can 
internet with them. 

9. M opens your mop. You'll reveal more of your region mop by exploring. 

1 0. Most trainers reside in the copitol cities. 

11. You don't hove to equip your Skinning Knife, Blacksmith's Hommer, etc. to perform your croft. 

You simply hove to hove it in your inventory. 


1 2. SHIFT + left Clicking on item/quest during chat will link it to the chat window. 

13. Murlocs ore evil. 

14. Not oil races con speok to one onother. Alliance and Horde members can't understand what the other 
side is saying. 

1 5. The Right Mouse button controls the camera and con he a keyless substitute for strafing. 

16. SHIFT + Right Clicking is the key to inventory manogement. While shopping, this allows you to 
purchose/sell more than one item ot a time. You con choose the omount of money during a trade and 
split items in your own inventory. 

1 7. When purchosing an item from another player, you'll need to pull coins from your backpack. 

1 B. If your breoth gauge expires while you're in water, so do you! 

1 9. Different colored items hove different quolHy. Gray Hems are inferior ond white ore standord. 

Green, blue, purple and other colored Hems ore the "speciol" ones. 

20. Stop reading and go play! 


DO S AND THE DO NOT'S 


I 


Throushout the Introduc tion we list many aspects of play, etic|uette, strategies, and 
I so forth. This list tries to condense as much advice as possible into a quick reference 
sheet that you can come back to while taking a bit of a breather. 


DO! 

+ Play to hove fun 

4* Moke friends and skilled allies 

4* Look into gathering professions for high profit (e.g. Mining, Skinning, Herbolisin) 

+ When grinding, focus on EXP per hour, not EXP per kill 

4* Use inns ond copitol cities to occumulote more rest time when logging out 

4* Use your Hearthstone to get home quickly (if replenishes every hour) 

4* Find high quolity food and water for your level (downtime should be minimized) 

4* Fight creatures below your level for fast kills (good for money, solo EXP) 

4* Fight elite monsters in groups for better treosure, especially in special Instonces 

4* Sell useful items to other ployers for better prices and o better community 

4* Ask questions if you become frustroted, lost, or confused 

4* Try to find things out on your own before osking for help 

4* Use chot channels to olert others when going after wondering quest targets 
(e.g. The Defies Messenger) 


4* Keep undeod out of direct sunlight and try not to feed them between 
4* Sloy in groups while others finish their quests 
4* Try to help others who run info trouble 
4* Agree on porty goals, loot rules, ond duration of ploy before setting out 
4> Apologize if you do something that gets people killed 
4* Listen to experienced ployers and shore experiences that you gain with others 
4* Soy "Good Group" at the end of the night ond thank everyone who come olong 
4* Try to type in coherent English so fhot everyone understonds you 
4* Understand when others don't type perfectly with 1 6 Murlocs on their bocks 


ond dusk 


4* Use item enhancements even ot eorly levels (leorn about enchanting, ormor patches, ond 
blocksmithing upgrades even if you don't use those professions) 


4* Raise your reputation with neutral factions for added quests 
4* Avoid killing city-hosed NPCs unless you don't core about goining o bod reputation 


4* Look through the Auction House to leorn obout normal prices; try to ovoid impulse buying 
before you know who! things ore worth 


DON’T 

4- Be forced into ploying o certoin woy if it doesn't feel right 

4- Let stats or trends keep you from moking the chorocter you wont 

4* Get locked into o single chorocter (the dosses ore loo enjoyable to try just one) 

4* Be afraid to osk for help, buffs, or directions 

4- Demand things from other players (such os help, buffs, or directions) 

4* Spam group, guild, or duel invites to onyone 


4* Steal boss mobs, chests, or resources from groups that ore trying to fight over 
to those things 

4* Coll Touren cows, oil-beef poMies, burgers, or big gome 

4* Be greedy about drops thot other ployers con use when you cannot 

4* Forget to sleep ot some point (you need to get bonus experience sometime) 

4* Get ongry ot the other foction; get even ond enjoy HI 

4* Leave your group hanging (if you soy five minutes, fry to mean five minutes) 





EQUIPMENT COLOR SCHEME 


I Artifoct (Gold) 


I UgwJiitvIO fgiiqe) 

Mll^L 

Superior (Blue) 

Good (Green) 
Stondord ( While) 
jnjerior (Grey) 


The table below lists the different equipment tiers. 


Items of Inferior quality are only useful when nothing else is available. This happens 
most often when you reach levels where new slots of equipment can be used 
ishoulderpads are the most common example beyond level one). 


After Inferior and Standard items, there are the higher-quality tiers. Many of these are 
either set to Bind on Acquire or Bind on Equip. Bind on Acquire (BoA) is a state that 
will lock an item to the first person who picks it up or adds it into their inventory. 
Foracrafter, this means that the item can only be produced for your own needs. For 
a person out in the field, it means that the character who loots a corpse with a BoA 
item receives that item and be unable to trade it. Thus, BoA items can only be sold 
to vendors. Almost all quest rewards are BoA. 


clobhes 


or\. 


UNDERSTANDING EQUIPMENT. ENEMIES. AND LEVELS 


levels of NPCs, monsters, and equipment mean a great deal in just about every 
MOC on the market. )ust because there are items of stunning power out there 
doesn’t imply that you should be wielding them from the beginning. Indeed, the 
theory behind World of Warcmft is that you must build your character's skills and 
Abilities to the point where they are able to wield the items of greatest power. The 
same is true for which enemies you are able to fight; the bitter and hard-fought 
(Skirmishes your friends have against Defias Pillagers in Westfall will seem like a fond 
[memory in a few weeks when you begin engaging the Trolls of Stranglethorn Vale! 

SHADES OF QUALITY: THE 
EQUIPMENT SYSTEM 

For almost all forms of equipment, there are ways to quickly judge their approximate 
power and usefulness to you. The minimum level of an item reveals when you can 
use it, and the color of said item provides a rough idea of how powerful that piece 
is at that level. 


Bind on Equip items (BoE) are far more versatile because they can be looted by 
anyone, traded for other items, sold to players, or to a vendor. As long as no one 
equips a BoE item, the piece is still tradable. Once equipped, a BoE item functions 
the same as any BoA. 











Much like items, (jeople you encounter in the World of Warcraft are "color-coded” 
as well. For both enemies and allies, there are color distinctions that are important to 
understand. This is what is commonly referred to as how they "Con." 

- iS”. 


CON 

Con Short for "Consider." 1 . The method in which PCs con decide if o mob 
is within their range to kill or not. 2. Applies to Quests and Items and how they 
compare with o character's level. 


Other characters of your faction and NPCs will be either blue or green in appearance 
when you highlight their avatar. A bar appears that lists that person's name, class/ 
job, and level. The color of that bar declares whether that person is in a /PvP state. 
A blue bar means that the target is not currently set for PvP in that area. A green bar 
means that the person is a viable PvP target for enemies from the opposing faction. 
NPCs are always viable targets. 


Standard Items are still a form of stopgap for most types of equipment. After you 
push your way out of the starting areas, there are many chances to equip better items 
than these. Standard equipment often has a slightly high level requirement, modest 
stats, and few or no bonuses at all. Mail-wearing classes are far more likely to grab 
these because basic armor is still a ton better than no armor. However, cloth and 
leather-wearing classes rely more on stat bonuses from their equipment, so Standard 
gear has even less call from them. 

Good items are frequently BoE and are rewards for many quests or as drops from 
monsters in an area. These treats are often just right in terms of the level where they 
are found, and they have decent stats and modifiers. A character suited in items with 
Good quality and of appropriate level will perform quite well. Think of Good items 
as being par for a skilled adventurer; if you keep Good gear of equivalent level to 
your character, battles against reasonable foes (become very safe. Try to stay within 
three to five levels of your character when it comes to this sear. 


WHAT EQUIPMENT CAN I EXPECT TO SEE AS 
I LEVEL? 

Obviously, characters don’t receive Legendary and Artifact items at the drop of a 
hat. Indeed, these items are rarely found by anyone. As the game evolves during its 
first couple years, it's likely that more of these items will be added. Early on, it's a 
fair guess to say that very few are going to be found. 

Characters progress through their levels with a variety of items, covering many tiers 
of quality. Inferior equipment is primarily available for Level 1 characters; after that 
stage these poor goods exist as vendor bait (they sell decently to merchants and can 
supplement the cash gained from your normal hunting). The reason Inferior items 
are seldom used is that they have very high level requirements for the stats they 
convey. Thus, you are likely to find something much better before even having a 
chance to stumble on an Inferior item for a given level. 


NPCS, ALLIES, AND ENEMIES 


Everything after that point, dealing with superior and epic items, is going to be about | 
luck and patience. If you are driven to assemble the perfect set of gear for each level, 
it takes considerable time going against slow-spawning mobs in the wilderness (rare 
monsters), bosses in Instances, and large numbers of general enemies. There is 
nothing wrong with this approach. Leveling for your character is slightly slower 
under this method, but your power at any given level is often better than those who j 
are rushing forward. It's a tradeoff, and both methods have their virtues. 


The higher-end items are gained through sheer luck by fighting for hour upon hour | 
and keeping your fingers crossed. Or, for those with a more methodic approach, | 
from taking on Instances. Instance areas have elite enemies with powerful skills ] 
and allies. It isn't easy to take down 
Instances of your level, and even the 
best players travel to these in groups 
of five (or more). Named Instance 
characters are reliable for superior item 
drops, but a number of runs through 
each Instance are needed to find all of 
the drops and to equip entire parties 
with such goodies. 


Enemies and Beasts have their colors 
as well. Creatures out in the wilderness 
may be yellow if they are passive. These 
neutral creatures do not attack anything 
on sight, regardless of proximity. You 
are free to walk up next to a Deer, 
Zhevra, or any other neutral creatures 
without fear of reprisal. If you attack 
these creatures, however, they will 
aggro on you and engage in battle just 
like any proper foe. 



AGGROING NEUTRAL CREATURES - • ^ 

Even orea-of-effect debuffs from your party can cause neutral creatures to 
aggro. To ovoid this, use fire control and hold back on AoE activities when 
lli»e ore neutrol creatures in the way. 

Also note that many neutral creatures are shy and will retreat from the 
oreo if there is o battle taking place. This prevents some problems with 
occidental aggro. 


More aggressive creatures, such as various predators, undead beings, demons, 
members of the opposing faction, etc. will appear with a red bar when they are 
highlighted. Red stands for an aggressive creature; these foes will aggro on you 
simply for stepping within a certain distance. That distance is determined by the 
difference between your level and the hostile creature. 




The Reputation System allows for more variety in certain NPCs. Regions with complex 
NPCs are given a faction of their own. Goblin towns, rogue elements of the Alliance 
and Horde, and fully independent groups feature this. If you improve relations with 
these groups, their mood changes to a Friendly one with your character. However, 
attacking NPCs of these factions turns them against your character. 

NPCs just beneath Neutral are Unfriendly. Though they won't attack you outright, 
they don't offer to speak with your character, sell, or give quests to you. 

Beneath Unfriendly is the Hostile Ranking; this turns previously passive NPCs into 
aggressive ones. Unless steps are taken to raise your faction with them dramatically, 
expect to be fighting these enemies from there on out. 


REPUTATION QUICKLIST 1 

CONDITION EFFEn I 

■ 

Exalted The highest level of reputation a player can orhieve with a faction 


■ 

Revered Special reputotion level reserved for speciol heroes 

■ 

Honored I OX discount on bought items from vendors 

I 

Friendfy Standard reputation level for foctions on a player's team 

I 

Neutral Stondard reputation level for factions not on a player's team that are not XOS 

1 

I 

Jlnfriendlv Cannot buy, sell, or interact 

1 

■ 

Hostde KOS 


Holed Target tries to kill you on sight; enemy factions are set to this rank 

1 





NOT EVERYONE COMES ALONE 

There are several ways for enemies to get help from other creatures in the region. 
First off, some aggressive creatures try to bring allies from the moment they are 
pulled. Humanoid mobs are the most notable for this, but there are beasts that do 
this as well. This makes camps of enemies harder to fight because even ranged 
attacks will bring several foes. 

Another method that some humanoids and beasts have (especially with foes like 
Raptors) is to call for help. These calls can even bring creatures that are from 
different races; for example, a Druid may respond to the call of a wounded Raptor. 
There is little to be done about these calls for help because they occur instantly. The 
best thing to do is pull such foes back to areas where their calls won't grab anvthini; 
that you aren't already interested in fighting. 


Then, there is a third way for certain 
enemies to seek aid. When badly 
wounded, a number of intelligent foes 
run away (some of them at very high 
speed). If the monsters bump into any 
allies along the way, they will return 
with friends. Using snare and stun 
abilities can help quite a bit to prevent 
this from occurring. For classes without 
such tools, try to save damage for the 
end of the fight (by saving mana, instant 
abilities, etc.) so that the creatures can 
be struck down when they try to run. 


WHAT ARE THOSE SPECIAL PICTURES BY 
CERTAIN MOBS? 

Elite monsters have special icons that surround their pictures in the interface. Elite 
monsters have a gold dragon border around their portraits; these creatures have 
roughly triple the normal hit points for a similar mob of that level (they also have 
more powerful attacks and abilities in many cases). Be wary of these mobs, but 
know that they drop better treasure and are worth far more experience, so hunting 
them in parties is quite lucrative. 

Often, the strategies for fighting Elite mobs is different from those used against 
normal creatures. The general changes are that long-term abilities are even more 
powerful when fighting Elites (DOTs, debuffs, and short-term buffs are wonderful 
in these slower fights). Instead of using the philosophy of "Bring it down quickly to 
stay alive," the characters are pushed more toward "Bring it down safely and with 
maximal control of the situation." Use snares to keep these monsters from rushin 
off to heal or get allies. 

Now and then you also see creatures with grey dragon borders around their names. 
First off, these are specific creatures instead of a racial type. Each monster of this type 
has a name ("Murgos Pugnose" instead of a generic Defias), and will be involved 
with an important quest, a rare spawn, etc. The power level of named monsters varies 
tremendously. Some of these are just 
named and meant to be finished at the 
end of the quest, having no particularly 
special abilities or attributes. Others may 
have new attacks, abilities not normally 
given to their race, and deal far more 
damage than one might expect. This is 
all a matter of experience and cannot 
be predicted simply by looking at the 
creature. 


WHAT IS A QUEST? 


t' 









^THE BASICS OF PARTY DYNAMICS 


Grouping is such a central aspect 
of MORG play that it's discussed 
several times in this guide (each time 
with increased detail). Here in the 
Introduction, our examination of 
groups focuses primarily on the basic 
mechanics and reasons for getting into 
groups. Later on, we'll explain more 
about performing in high-level groups 
and in a wider variety of situations. 



DIFFERENCES BETWEEN SOLOING AND GROUPING 

4* Forties shore their experience from kills 

4> Looted money is divided evenly between porticipoting group members 
4* Bodies Are lootoble for items hosed on o system decided by the group leader (Master, 
Round Robin, Group Loot, Need Before Greed, or Free-For-All) 


Quests con be shored between members (so long os the prerequisites ore completed by 
oil members) 


WHAT IS A PARTY? 


! Parties are formed when characters decide to work together. By sharing the duties 
in combat, far more monsters can be brought to defeat, and safety is dramatically 
H improved. Normal groups can be as large as five characters. 


4* Enables the Forty chot channel (used by typing [/p 'Text"]) 
4* Chorocter information is disployed for oil group members 


To start a party, target another person and type |/invite|, or invite a player from far 
away by using the character's full name (/invite Serenel. Using character portraits is 
another way to interact with people nearby (right-click on the person's portrait and 
choose invite from the list of options that appears). 


Ultimately, groups are able to accomplish more things than a solo player, especially ] 
in the later stages of the game. The quantity and type of loot you receive improves ' 
dramatically when going through Instances, Raids, and other group-related j 


People who are invited into a group have a query box that appears on their screen; 
it asks whether they wish to join the inviter's group. If they decline, the inviter is 
informed by both a sound and a text message. If they join, the new character's 
portrait is added in the upper-left side of the screen. You are able to see their hit 
points and mana/energy/rage bars (which update in real time). 


LOOT SYSTEMS EXPLAINED 

Party loot systems are very important to most players. Unless you only play with ] 
friends and guildmates, it's important to find a fair system that distributes loot in a 
way that kee|)s everyone content. 


ass- 


So, a group at its core is a joining of 
characters that are going to attempt 
some challenges together. With two 
to five people, groups can attempt all 
of the quests or hunting activities that 
are normally available to characters. 
The quicklist below explains some of 
the differences when doing tasks in a 
group. 




Li a tjAiO 
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The Master Looter system allows the party leader to loot all of the monster bodies, 
then assign loot to the appropriate characters within the group. This takes more 
time for many parties because the looter has to manage quite a few more items and 
trades. Beyond that, Bind on Acquire items cannot be traded. This means that the 
looter has to "unlock" the body (by clicking on it then backing away), and that opens 
the body for looting by everyone in the group. 

Round Robin is entirely fair in one sense, because it gives corpses to each person in 
turn, making sure that everyone gets their chance for some loot. Yet, chance has it 
that one character could get many good items on a given run while others receive 
very little. Also, Round Robin makes it likely that players receive items that their 
characters cannot use to their fullest ("My Mage got some new plate armor, woot."). 
Thus, players still end up trading a great deal and often implement Need Before 
Greed rules. 

The fastest and most efficient system, yet the hardest one to use in pickup groups, is 
Free-for-AII. The glory of FFA is that everyone in the group can grab bodies and loot 
without delay. The process is very fast, and whoever has the free time to loot can do 
it for the others in the group. When Bind on Acquire items fall, the best person for 
an item is decided and takes the item. For vendor bait (items of selling value but little 
power), everyone just tries to grab their share. In a party of friends, FFA is incredible. 
In a party of strangers, there is a fair chance of someone getting burned (doing all the 
fighting while some other player is scooping up everything that isn't nailed down). 

Systems have been added to allow group leaders to set a Threshold for items and 
allow immediate rolling for items. Anything that drops of a certain quality level at or 
above the Threshold spawns a box for the group members (they can pass on the item 
or roll randomly for it). The player who rolls the highest immediately gets the item. 

Need Before Greed mode expands on this by disallowing a roil for characters who 
cannot use the item in question. 

Which system is the best to use? As you have probably guessed, it depends on the 
group, its leader, and the needs of the current mission. 



riOOT SYSTEMS 

= 1 

1 lUMf 

BEST FOR 

DESCRIPnOK 

iltosler 

Loretul Untribuiion 

Group Leader Loots All Bodies ond Redistributes ■ 

■ iMMii Robin 

Speed With Some Equality 

Eoch Characters Gets a Corpse to loot ( In Turns) ■ 

1 Group loot 

Avoiding Ninjo Looters 

Allows Everyone to Roll on Powerful Items ■ 

iRoed Before Greed 

Raising the Fairness of Drops 

Only Allows Characters Who Con Use on Item to Get III 


Pure Speed and Eose of Use 

Everyone Con Loot Any Corpse | 


WHAT IS A RAIDING PARTY? 

Raiding parties are basically groups of parties. For difficult Instances, large-scale PvP 
attacks, or actual raid areas, these large groups are welcome (or even needed). 


The first stage of a raiding party is to gather several fully-independent groups. This 
isn't a situation where everyone just clumps together and it doesn't matter which 
person is in which group. Indeed, leadership and organization are either the beauty 
or bane of raid work. Without organization, it is extremely hard to succeed when 
there are so many people together in a tight area. 

Thus, groups need to have an experienced leader at their head. The raid leader/ 
organizer should often be the person with the most experience and skill in 
commanding for the given task. That means a talented PvPer should be at the head 
of a raiding party against another faction. A person who has been down Blackrock 
Spire 30+ times should lead two groups into the Instance. 


Raiding parties are discussed at much 
greater length later in the guide, primarily 
in the Advanced Player vs. Environment 
chapter. Raids aren't needed or often 
done by characters at the lower or even 
mid-tier levels, so knowing what they 
are is more than enough for now. Learn 
more about raids in Chapter 7. 



WHEN TO GROUP 

Groups offer many things to both casual and hardcore players. But, that doesn't 
mean they are perfect for everything. It'S good to know what you want before 
seeking a group; this makes it much easier to achieve your goals. 


GLOSSARY OF 
TERMS 


NAMING YOUR 
CHARAGER 


ETIOUEHE 


to THINGS WORTH 
KNOWING 


Groups are able to complete quests at a faster pace for Kill Quests, Escorts, and 
Exploration/Delivery Quests. However, groups are far slower when dealing with 
Collection Quests (especially if ground spawns are involved). If pure speed is an 
issue, it's wise to solo while collecting items, and group when attacking monsters, 
escorting, or exploring high-level areas. 

When it comes to farming coin, the situation is quite complex. Solo characters get 
a fair bit of money if they go after the right targets in an area with many monsters. 
Yet, food/water expenses and downtime reduce income by a substantial margin. On 
the flipside, groups of five people have 
quite a few pockets. Duos (groups with 
only two characters) are actually pretty 
optimal for farming weaker monsters. 
If money is your goal, try soloing 
humanoid monsters or forming a duo 
with a complementary partner. 



THE DO'S AND THE 
DO NOT'S 


EQUIPMENT, 
ENEMIES, & LEVELS 


PARTY DYNAMICS 


WHAT IS A QUEST? 


DEATH AND 
REBIRTH 


MIGRATING 

PLAYERS 


MACROS 


KEYBOARD 

LAYOUTS 


DUOS 

Many duos work quite well, but certain combinations are even better lor specific 
tosks. Remember that everyone has both strengths and weaknesses; if you 
choose a duo that accounts for the weoknesses, it makes life much easier. For 
example, Warriors hold aggro, making the fighting safer for low armor classes 
(Rogues, Mages, Priests). 

Even beyond the class pairings, try to find someone willing to ploy to the duos 
strengths and minimize weaknesses. If a Priest and Mage group, it is obvious that 
tanking isn't a strongpoint of the pair. Instead, those two woulil succeed quickly 
by using their high DPS and leaning heavily on burst damage to keep enemies from 
engaging for long periods. 


Fun is a fine goal, and groups are easily the best target for having a good time. 
Making friends with good players and nice people makes the game better no matter 
what you enjoy. Even for quests when groups aren't needed, having buddies around 
reduces (or even removes) any tedium from slaying entire bands of roving wolves 
and bears. 



GOOD REASONS TO GROUP 

4* Trying to complete red or elite quests 
4* Dealing with kill/explore/escort quests 
4> Farming for money in small groups 
4* Taking on Instances in full groups 
4* Forming raids far high-end content 
4* Safety in PvP intense areas (e.g. Hillsbrad) 
4* To play with friends! 
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This is an obvious point, but it's not useful to group when the players you meet are 
uncooperative, or just don't match your style of play. If a group isn't 
enjoyable, it's not worth your time. Cold, experience, and leveling means so much 
more when you're having a good time, and players who enjoy the game tend to 
have better characters. Even with a stat-specific view of things, happier players end 
up with more potent characters (these people play more because they are having a 
good time, and more hours equals more experience, treasure, and power). 
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WHEN NOT TO GROUP 


The World of Warcraft has a Quest system in place that not only helps you lek 
the history of the land, but also gives experience separate from killing creatur«| 
Experience earned from these quests does not count against your rest state an 
automatically adjusts the experience needed until your state changes. There » 
many different types of quests players can take part in. This is designed to maif 
leveling fun and interesting; the system also helps to guide players from one areat 
the next at appropriate times, making it easier to know where it's "safe" to contini^ 
adventuring. 


Okay, so you see the reasons to party and the times when it is desired/needed. Here 
IS the other side of grouping; there are goals that make grouping a bad idea. 


Gaining experience in a group can be slow at certain stages of the game. Unlike a 
number of MORGs, World of Warcraft is dedicated to making it easy to level even 
ivhen you play as a solo character. Indeed, leveling during solo play is perfectly fast 
if you keep your skills, gear, and items up to par. Take a great deal of food/water 
Dut with you and slash down the beasts of the open field. This pulls in experience 
3t a very impressive clip, dwarfing just about any group that can't get into motion 
:iuickly, find very target-rich areas, and stay focused the entire time. 


During the low levels, quests are worth an even higher percentage of total experience 
jained. If you're trying to fly through the levels, jump into groups for the group- 
riendly quests (as listed above), but solo all of the collection quests. Grinding solo 
dlls on the way to and from quests is also a major way to improve experience 
jfficiency. These are efficient kills because you gain hit points and mana on the 
so your character is getting to fight without the same level of downtime. 


WHAT IS A QUEST? 


WHAT COMPRISES A “GOOD 
GROUP 


This is certainly a subject for debate, but good groups are the ones that fulfill you 
goals without making game time stressful. You, as a player, get to decide whali 
good group is for your needs. If you want pure experience and money, simply lod 
for the groups that are intense, dedicated to a high kill-count, and play consistenllyj 
If fun is your target, find players who relax a bit more, joke around, talk more, an 
explore. 


There are so many players on each 
sever that there are always people who 
share your interests and goals. Don't try 
to push other players into your mold; it 
takes less time and is better for everyone 
is you seek like-minded players from 
the beginning. Let the PvPers fight, let 
the roleplayers get into their roles, etc. 


TYPES OF QUESTS 

There are many types of quests that are offered in the World of Warcraft from simple 
Kill Quests to the more involved Storyline Quests. They are designed to allow 
players to decide on the amount of time investment they want to make. 



KILL QUEST 

Kill Quests ask you to go out and either kill a number of creatures or a named NPC. 
These types of quests are often best to do in a group if time is an issue. While the 
experience of the kills is spread out among the group, everyone gets credit for the 
kills. Often when killing an NPC for a quest you are required to bring back proof of 
the kill. These quests allow all the group members to loot the item off of the corpse 
and do not have to be repeated in order for all members to get the item. The few 
exceptions ask that you complete the quest alone. 

GATHER QUEST 

Gather quests (also known as Collection Quests by many players) request that you 
go out get a specific number of items either from a location or from creatures. These 
can be done in groups to accomplish the quest safely; note that only one of the item 
ala time is lootable from any creature. Unlike the Kill Quests requiring you to bring 
back a head or an item, these are not shared quest items. 

DELIVERY QUEST 

These quests require that you deliver an item from one place to another. The risk 
isn't in facing any particular creature or killing anything on your way (generally 
speaking). The risk comes from traveling through hostile territory and making it 
through alive. As an additional challenge, some of these quests are timed. Packages 
must be delivered within that time in order to be successful. 

ESCORT QUEST 

Escort Quests ask you to keep an NPC safe as you travel through dangerous territory. 
These are often difficult to do solo and an entire group can benefit from completing 
it together. Often you must defeat creatures that attempt to kill the person/creature 
you are escorting and keep the escort safe until they reach a designated location. 


QUEST MODIFIERS 

Not all quests play by the same rules. Some quests are race/class specific, and others 
are only given by certain factions. These quest modifiers are explained below. 



FACTION QUEST 

Faction quests involve gaining faction with an NPC or group of NPCs in order to 
complete the quest. This can involve killing opposing NPCs or by doing some task 
that they would like done. Because the Reputation System can rise and fall based 
on your actions toward certain factions, these quests are often repeatable. Thus, you 
have a means of staying in good graces with a faction even if there are occasional 
problems (Sorry I killed your Auntie, but here is a Troll Necklace!). 

CLASS QUEST 

Class Quests are specific to one class. They grant new powers, knowledge, abilities, 
or special items to the character that completes them. These can be done solo or in 
a group depending on your own abilities, but the group gains little unless they are of 
the same class. Find other characters entering the Class Quest or try to help others 
going their own quests in return for assistance on yours. 

SERIES QUESTS 

Series Quests are quests that are a part of a larger and evolving storyline. As players 
accomplish each part of the quest, it gets more difficult as you complete each one. 
The last quest is often a final encounter against a boss monster and offers a fantastic 
reward. 

ELITE QUESTS 

Elite Quests pit you against NPCs that are indicated as being elite. These NPCs have 
more hit points than others of their level and are much tougher to kill. These arc 
generally group-friendly quests and may take you and your group into Instances. 
Elite Quests often take the most time to complete. 
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It is as easy to find the end of a quest as it is the start of one. Ending quest NPCs have 
a yellow question mark over their heads. In addition, these NPCs appear on your 
minimap, so guiding your character back to them is very easy. 


FINDING AND COMPLETING 
QUESTS 

It's easy to find quests in many areas. Quest givers that have quests available in your 
level range have yellow exclamation points above their heads. NPCs that have a silver 
exclamation point above their head have a quest waiting for you when you reach a 
higher level. 

Only a few quests within World of Warcraft are repeatable. Once a quest giver has 
given you all the quests they can, no more exclamation marks hover over their head. 


After Right Clicking on a quest-giving NPC, a quest log appears to tell you what the 
quest is all about and what kind of reward you shall receive. Players have the option 
of either accepting the quest or turning down the request. Don't worry if you turn 
I down a quest. It is possible to return to the NPC to get it once more. Just be careful 
about turning one down that may be a part of a series. 

i Quests are stored in your log file on 
I your hotbar and can be brought up by 
□ using the default "L" hotkey. Twenty 
Q quests can be stored in your log at any 

■ time (any additional quests are ignore 

■ until some of these are cleared or 
I abandoned). 


Your log file automatically organizes your quests for you and puts them into 
categories based on where the quest was received. It also is color coded to indicate 
how difficult a quest is for you. 


CIUSTERING QUESTS 

To save a lot of running time, cluster your quests by doing several in one 
area at a time rather than running around from place to place. For that 
motter, complete several quests in a specific section of a map before 
returning to town (this is very efficient and lends to faster leveling). 


Grey indicates the quest is easy and will only give a fraction of normal experience 
for having completed it at a lower level. Generally this is as little as 1/10'*' of the 
i entire possible experience. 

Green indicates a quest is easy with a minimal amount of danger. You will receive 
normal experience for it however; this may seem small compared to the level you 
are at. 

Yellow indicates the quest is within equal range of your level and has significant 
risk however with proper preparedness can be accomplished either alone or with a 
minimal group. At this range experience is right on target for your level. 

Orange indicates the quest is difficult and will most likely need a group. Experience 
should be better than normal. 


Red indicates danger! With a solid group you may well pull it off, but it's likely a 
good idea not to solo. Death may be the only thing you get out of going up against a 
quest that difficult. Give it a level or two and watch to see when it changes to orange 
or yellow to make it more attainable. 


QUEST COLORS 


Very Hi|h Experience (items ol Considerable Power t or Cu rr ent level) 
High Quest Experience (I te i m of H igher Level) 

Fi^QuesI Experience 

Almost Full Experience 

Substantial Reduction of Quest Experience 
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Ettlt or HiLLSBRiid 


[kiiI Foreman Bonds and 10 Hlllsbrad 
[Miners and report back to Oarthalla In 
barren Mill. 

(Foreman Bonds slain: 0/1 
[Hlllsbrad Miner slain: 0/10 

[DBSCRjPtion 

iThe Hlllsbrad Town Registry Indicates 
[that the Azureload Mine Is under 
[Alliance control. Furthermore, the mine 
Its a prime source of Iron ore for the 
lAlllance armories. 


(Even though we've struck a decisive 
[blow to the town of Hlllsbrad. the 
[Alliance still supports and protects the 
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^ The Barrens 
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BUT WAIT THERE^S MORE? ^ . 

Make sure to double-check an NPC that you turn a quest into. They may 
have another yellow exclamation point over their head indicoting they hove 
another quest or a follow-up quest for you. (This often takes up to a minute 
os the character speaks about the previous quest.) 


When finishing a quest you are often given an award in addition to the experience. 
Rewards are often in the form of cash and/or a choice of objects. Even if you are; 
unable to use an item it is possible to sell it to a vendor. Quest items are soulbound| 
and cannot be traded between players; sell unusable items to a vendor and enjoy the i 
extra cash. Or, if you are an Enchanter, disenchant the item and use the ingredients | 
for creating something more powerful. 
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QUEST SHARING 

An exciting feature of World of Warcraft is the ability to share quests. If your character [ 
is the only person with a certain quest in a group, it is easy to "give" the quest to 
everyone else in the party who's in close proximity. In effect, you become the quest 
giver for the others, though they return to the normal NPC for their completion ' 
rewards. 


You cannot share quests if there are 
prerequisites that the rest of the party 
haven't accomplished, if the quest 
requires the delivery of an item, or if 
the quest is class/race related and they 
aren't of said class/race. 

To share a quest, open the quest log 
and click on the quest that you want to 
share. The option is there to abandon or 
share the quest; choose "Share" and your entire party is queried with that quest (if 
they accept it, you are good to go). 



ABANDONING QUESTS 

At any time, you are free to abandon a 
quest. This clears the quest out of your 
log (making room for other quests). The 
original NPC that gave you the quest 
resets, thus enabling you to start the 
quest again at a later point. You can 
abandon quests for the quest log space, 
for convenience (if you know you 
won't do the quest again), or to make 
a second attempt at a quest you have 
failed. Timed Quests and Escort Quests 
are the most likely to fail; these should 
be abandoned and tried a second time. 






! 
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i^DEATH AND REBIRTH 

The lives of adventurers would be 
short indeed if death were a permanent 
fixture in MOCs. Either that or people 
vwxild spend far more time inside 
inns, hoping that various abominations 
wouldn't burst through the door. To 
make the game world a bit more fun, 
and much more survivable, Blizzard 
has implemented a system without 
vicious death penalties. This section 
explains the various types of death that 
your character could face and how to 
respond to these situations. 

WAYS TO DIE 

Characters that are slain drop to the ground and are taken out of your control. It's 
Impossible to move, cast spells, speak normally, or do anything of importance to 
yourself or your group. Private and guild messages are allowed, so you can message 
nearby folks to let them know if you need a "Rez" (Resurrection). 

Your character enters this state when his or her hit points drop to zero. Falling from 
too high a distance, being struck by physical or mystical forces, or drowning can 
all cause you to die. There's no starvation in World of Warcraft, nor are their status 
effects that directly cause death. In other words. Poisons can delete your Hit Points 
until death overcomes your character, but there are no "instant death" abilities or 
similar dangers. Keep your hit points high and life goes on. (Of course, if you simply 
get hit with a single shot that does enough damage to wipe out your entire health 
bar, you will die.) 



THE PATH TO BETTER HEALTH 

There are several ways to respond after your character dies. Each method of revival 
has different consequences, so it's wise to learn all three methods before stepping 
onto the field of battle. 

RETURNING TO YOUR BODY (RELEASE AND 
RETURN) 

The most common method of revival comes from "Releasing" and returning to your 
corpse. Click on the Release button that appears once your character falls; this 
teleports you to the nearest graveyard for your faction. As a spirit, you can see the 
world around you, but other characters and monsters are hidden from view. Only 
other spirits of your faction and the nearby Spirit Healer are visible. 



A blip on the minimap appears to lead you toward your body. (This could appear 
as an arrow on the circumference of the minimap indicating the correct direction.! 
Follow this and don't worry about random monsters. Take a direct path and only 
avoid a fast route if the land prevents a direct line to your body (impassable barriers 
often force you off track). Once you get near your body, the line between life and 
death blurs (this causes monsters to become visible to your spirit). Move closer to 
your corpse until an option appears to "Revive." Click on this in a spot where you 
are safe from the aggro of nearby monsters or PvPers. 

Reviving in this manner has no penalty on your character's experience. Also, you 
are returned to your body with 50% of your maximum hit points and mana (these 
return normally after that point). There is no Resurrection Sickness, and you are free 
to adventure normally. 




PARTY DYNAMICS 


WHAT IS A QUEST? 








RESURRECTION (REZ) 

j If there's an allied person in the area where your body falls, Resurrection may be 
possible. Shaman, Paladins, Priests, and Warlocks have various powers to Resurrect 
player characters. In the first case. Shaman, Paladins, and Priests cast spells 
Ion corpses that bring a button onto the dead player's screen. If you wish to be 
Resurrected, click on the button that appears. 


I You appear almost instantly in the area, alive but not well. Depending on the spell 
M used, your character may have as little as 1 % of their hit points and mana. Beyond 
you are afflicted by Resurrected Sickness, a malady that dramatically reduces 
attributes for a short period. There are stages of Rez Sickness, with each stage 
lasting between 1 and 2 minutes. The first two stages of Rez Sickness are by far 
the worst, and your character should be able to resume fighting once these are 
weathered. 

Other than Resurrection Sickness, there are no penalties to accepting a Resurrection. 
Your character suffers no experience penalty or long-term attribute harm. Thus, the 
tradeoff with Resurrection over a Release and Return is a matter of time at low 
attributes vs. a possibly long walk. 

In general, if the walk is greatly shorter than the first stage or two of Rez Sickness, it's 
better to Release and Return, even when a rezzer offers to help you. 


Warlocks and Soulstones 

Okay, there were four classes mentioned at the beginning of this subsection. 
Warlocks are able to Resurrect people as well, but it's a special Warlock ability 
that merits an explanation. Warlocks turn Soul Shards (collected from enemies as 
the creatures die) into various stones. One of these items is a Soulstone. Warlocks 
give these to other characters, and they have an ability to automatically Resurrect 
who die. 

If you have a Soulstone, it is activated 5 seconds after you die. Your character returns 
to life in the location where you fell, afflicted with Rez Sickness and having few hit 
and little mana. The Soulstone is destroyed in the process. 


power is quite good for use in 
Instance Dungeons, where losing a 
character with Resurrect almost spells 
the end of a good expedition. Even a 
total party wipeout can be reversed 
with these items (always give the 
first Soulstone to the party's primary 


A Special Case 

Though Druids aren't able to resurrect their allies, they have a self-rezzing Talent 
in the Restoration line. Reincarnation is an ability with a 60 minute cooldown that 
allows the Druid to bring him or herself back to life after dying (they start with 20% 
of their hit points and mana). 

SPIRIT HEALER (REZ AT SH) 

Okay, so there had to be a costly method somewhere. People who cannot retrieve 
their bodies, are too tired or frustrated to try, or who want a Very fast rez without any 
Sickness can choose to Resurrect at the Spirit Healer. 


In every graveyard, a Spirit Healer patiently waits within the astral realm for those 
unfortunate adventurers whose spirits will soon jdin them. These floating figures of 


death and rebirth return people to life where their spirit stands (thus, you app 
at the graveyard of the nearest allied faction). Even if you make the long run tot 
farther graveyard and use their Spirit Healer, your body appears at the yard dost 
to your corpse. 

The good news is that you appear with all stats intact, ready to fight immediatf 
The bad news is that you suffer a 5% penalty to your experience for that level. Ifya 
need 1 00,000 points of experience to gain the next level, 5,000 points are deducte 
from your current total. This applies even if you have 0 experience points (takinJ 
such a character down to -5,000). 


Does this mean that the Spirit Healer is a bad deal for most players? Yes, mosto^ 
the time it does, but in no way is the Spirit Healer a bad thing to consider ir 
cases. If you are so far away from your corpse that a run would cost major time an 
frustration, it might be worth a rez at the SH. Or, if you die way out in the oceai 
somewhere, or at a place that is almost unreachable anyway, it's worth avoidinj 
the trouble. 



In odd cases, during a fight near your graveyard, you can use the SH to enter i 
battle almost immediately after dying (avoiding the PvP Resurrection Timer). Thisi 
a dramatic case where someone really cares more about winning than their lor 
term goals, but it's nice to have options. 




DEATH IN INSTANCE DUNGEONS | 

Instances won't allow characters to return to their corpses from the outside lhe[ 
dungeon; this would make it too easy to regroup and continue fighting in the motef 
challenging Instances. Though Resurrection spells and Soulstones work in the samej 
manner inside and outside the Instance Dungeons, trying to Release and Return lo< 
your body fails. Instead, as soon as your spirit enters the Instance Dungeon, youf 
body reincorporates at the beginning of the dungeon. 


In terms of experience and safety, this is actually a great thing. You revive fastei ' 
and are often in a location that is quite safe from aggro. The hidden penalty her! ’ 
is simply that parties aren't able to survive losing a character during an Instance 
run without using either Resurrection or a Warlock Ritual of Summoning (once the • 
person has revived normally). 



bier 

1 

Wh 

nov 

one 

the 

tear 

and 

up 

pen 

pla' 

not 

The 
enc 
eve 
typ 
of t 
slo' 

I 

Ter 

bee 

ha\ 

san 

un< 

chi 

uni 

\ 

Thi 

yoi 

Ins 

ins 







Emigrating players 


Bliz2ard and their Warcraft series has been a solid gaming foundation for many 
years. Warcraft is considered one of the most successful RTS series' in gaming and 
now they have taken it a step further. What once was a point and click, a "zug 
zug' and a 'my liege" is now a living breathing 3D world. When once you were 
a general, or even a god in some cases, you are now sucked down into the root of 
the game looking up as one of the players among many. This may be a bit of an 
adjustment for those that have never ventured into the MMORPC climate before. 
For those that have played MOCs before, it will still be a slight adjustment, though 
one easily made. 

For those entering into the MMORPC genre for the first time, the World of Warcraft 
forces a slight adjustment to your thinking. There are codes of conduct and rules 
of interaction among those that have been in the MMORPC community that differ 
somewhat from those that circulate the RTS or FPS venues. Be patient as you learn. 
While you don't need to completely change your gaming style, you will have to 
blend it with those around you. 

Where once you commanded your own armies and they listened without question, 
now you are one of the many and must work not only as a part of a team, but as 
one of the multitudes in a team. Most RTS players have experienced teamwork in 
the form of alliances vying against others and understand all too well how good 
teamwork can work in their favor. However, in this case you've been shrunk down 
and placed into the World of Warcraft as one of the peons until you work your way 
up in the ranks. Where before your underlings listened to your every whim and 
performed their duties exactly to your specifications, now you must deal with other 
players as singular as you are. Saying "jump" no longer makes others jump— at least 
not until you earn their respect. 

Those that have played FPS' primarily understand the teamwork involved easily 
enough if you have ever participated in Capture the Flag or Team Deathmatch 
events. However, where everyone once had the same resources and character 
type, here everyone is different based on their class and race. Without knowledge 
of others capabilities, it is more difficult to work together as a team. Things work 
slower. There is more time for interaction with others beyond a simple macro. 

Terms that you may have used regularly before have changed and new ones have 
been blended in. Those that have played the Warcraft series know creatures you 
have fought as "creeps" and you'll now hear them being referred to as "mobs." The 
same applies if you are transitioning from another MMORPC only the opposite. It's 
pndeistandahli' to want to hold on to what you've always known, however times 
change and all transitioning players will need to learn the terms of the other players 
until it all shakes out. 

The interface will be both familiar and alien. For those coming from Warcraft, 
you'll be used to seeing a slightly different layout for your stat bars and hotkeys. For 
Instance Party members will no longer sit in the middle bottom of your interface, but 
instead will show in the upper left side. 


While the placement is not the same the elements are very similar and work similarly. 
Some things have to change for the mechanic for a 3D game vs. a 2D game, but the 
fundamental ideas are still very much intact. 








EQUIPMENT, 
ENEMIES, & LEVELS 


PARTY DYNAMICS 


In many cases those that have played the Diablo series will find the World of 
Warcraft interface a bit more familiar. Hotkeys run along the bottom bar and can 
shifted between quickly and easily. Quest information and statistics can be pulled 
up with other hotkeys on the bar, a linked hotkey on your keyboard, or a simple 
mouse click. 

If you have been used to using point and click to move about the world, don't worry-; 
a version of point and click is in the game and for those that are used to wasd and 
keyboard movement that is available also. It's all based on your preference and 
getting used to the mechanics that are in place. 


WHAT’S THE SAME? 
TRANSITIONING FROM WARCRAFT 

Here is just a sampling of many of the things you will find to be the same. In many 
cases things you knew in game, such as Moon Wells, are not a useable resource. 
They are used as back-story and environmental atmosphere. Ancients wander the 
pathways of the Night Elf territory rather than sit rooted in place. Griffons and 
Zeppelins are not troops to be commanded, but instead are a public means of 
transportation for players to travel between continents or regions of the map. 

The Storyline: Those that have played Warcraft will already be familiar with the 
storyline within the World of Warcraft. Things have picked up right after the end 
of Warcraft III: The Frozen Throne and are continuing; only now, the players are a 
part of it all. 

The Geography: While some areas are yet to be available the names should be 
familiar; the destroyed city of Lordaeron, Stormwind, Ashenvale and Tidus Stair 
among many. 

Potions and Scrolls: There are many types of potions and scrolls in the game. Players 
can even take alchemy in order to learn how to make their own potions. 

Monsters: Many of the creatures within the game will be familiar. While some of the 
names may seem slightly different in other areas, you'll easily recognize them. 

Playable Races: You'll be familiar with the races within the World of Warcraft. This 
is your chance at last to slip into their skin and play. 

Magic and Melee: As you go up in level, so too can you learn new abilities much 
the same as you did in Warcraft III. However now you will need to visit a trainer and 
there are many options that open up to you. 

Quests: NPCs that offer quests appear with yellow exclamation points over their i 
heads much the same as you've experienced in Warcraft III. 

There are many more similarities that a transitioning player will find exciting and the ; 
joy of discovering similarities and differences is infectious. 


WHAT IS A QUEST? 











i Say 

/s 

j Party Chat 

/P 

i Guild Chat 

/g 

Yell 

/y 

Whisper 

/w 

Emote 

/e 

Reply 

/r 

Language 


Speech 



Macro /macro 


One of the greatest adjustments comes from using the interface if you are unfamiliar 
with the RTSs that Blizzard has produced, though the interface is customizable for 
tech savvy players. 


NEW PLAYERS 

There will inevitably be many new players that will find themselves drawn to the j 
World of Warcraft. Some may have never wanted to play the RTS series and find < 
themselves interested in its newest incarnation as an MMORPG. Some may have 
never played an MMORPG as well and are entering into the game as a whole new f 
adventure. 

The best advice is to read all the documentation you can and be patient both with 
yourself and others. World of Warcraft does not have as steep of a learning curve as 
many other games and Blizzard has created a world that is rich to explore along with 
in-game touches that help you to learn. 

One such example of a place that helps players is within the Undead city of 
Undercity. Within the Mage quarter there is a demonstrator, or DEMONstrator |il 
we play with the pun involved), that helps give a general idea to budding Warlocks 
on the kinds of pets they can look forward to earning in the future as well as some 
of their strengths and weaknesses. For the starting player this can be a handy 
resource. 

Death is relatively painless and offers the opportunity to try new things, experiment 
and learn. Whether you are a long time player or new to it all, there is plenty that 
will keep your interested. Don't be afraid to use other players as a resource as 
well. While occasionally you may run into some rude players (or those RPing rude 
characters), generally speaking, most people are willing to help. 


WHAT’S THE SAME? 
TRANSITIONING FROM 
OTHER MMORPGS 


There are many elements within the World of Warcraft that transitioning MMORPG 
players will find comforting. There are too many to list however we have contained 
a sampling of things you can find. 


Auction Houses: In World of Warcraft, players are able to place their items for sale 
in Auction Houses to sell at a set price or at a bidder's price. These help take out 
the need to hawk your wares in an trade channel. While Auction Houses may not 
be run the same as in other games, the similiarities of function are enough to help 
transitioning players feel right at home. 


Guild Management Features: Guilds and Clans are a mainstay of MMORPGs and 
the ability to manage them well is important. There are ways of keeping tabs on 
! )l,iv (‘rs, putting notes on them, creating new ranks, placing a message of the day and 
creating a guild tabard for guild members to wear. 


Chat Management Features: Players can create their own chat channels and 
windows, change the font color and the things that appear in those chat boxes 
among other things. This is another feature that has become popular in MORGs over 
the years as they have progressed. 


PvE: Those that come from PvE heavy games will understand the need to manage 
aggro and pathing issues that come with different areas. Experienced players will 
find it comforting to know that many of their tactics still work the same as before. 
Others, such as kiting, may require an adjustment in your hunting methods. 


Grouping: Parties, creating parties and managing parties all have great useable 
features that experienced players will appreciate. 


Macros allow users to create hotkeys that can perform custom commands based 
on the player's individual needs. They can utilize the many slash (/) commands in 
the game and have over 300 different icons from which to choose and assign to the 
individual macros. 


While there are many things that macros allow you to do, there are some things 
that they won't. They will not allow you to create hots (automated characters) or 
automate long strings of tasks. Macros only allow 256 characters (including spaces); 
they must be short and to the point. They will, however, allow you to simplify many 


CREATING MACROS 

There are two ways to open the 9 
creation tool. Either type / ■ 

in the chat window or click 
on the dialogue balloon icon on the 
left side of your default chat window. 

This opens up a box of commands 
including the macro choice at 
the bottom. 


Once you have begun your macro 
creation, select the "new" option at the 
: bottom of the box. 


A new box appears to the right allowing you to name your macro and choose the 
icon that is assigned to it. 


Name your macro, choose your new icon and then select "okay." That puts your 
new icon into the macro creation box for editing. In the box at the bottom, you can 
type in the command that you want to use. In this example we used a heal spell. 
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There are two different ways you can add a spell or ability to your macro. You can 
type it in /cast Greater Heal(Rank 1) or you can open your spell book and Shift + 
Click on the correct spell or ability. Once you've finished your macro, just click on 
the 'X" in the upper right corner. 

To edit your macro, open the macro creation interface and click on the icon of the 
macro you wish to edit. You'll be able to change the name, the icon and the function 
of the macro quickly and easily. 


SLASH COMMANDS 


Here are the "slash" commands (commands beginning with "/") available in the 
game. You can search through the commands in your chat dialogue box by typing 
in the first letter of the command you would like to search for (Example: /b), then use 
the Tab key to scroll through them. 





The macro sections follow this format: 

MACRO NAME 

Macro Description 
Macro Example 

GENERAL COMMANDS 

/ASSIST 

Your character assists the target. 

/CAST 

This command allows you to cast spells by name. 

/cost Mono Burn (Rank 1) 

/EM OR /ME 

Creates an emote. 

/em fakes a bow while looking quite embarrassed. 

/EXIT 

()iits the game 

/FOLLOW (/F) 

Allows you to follow another player, 

/follow Wilhelm 

/INVITE (/INV) 

Invites a player into your party/group. 

/invite Wilhelm 

AOGOUT 

logs you out of the game. 

/PLAYED 

Shows the amount of time you have played your character. 

/PVP 

This command puts your character in pvp mode so that you can be attacked. 

/RANDOM 

tolerates a number between two specified numbers. This can be useful in 
determining looting rights or other decisions. 

/random 1 TOO 

/SIT 

Takes your character from a standing position to a sitting position. Players 
.regenerate faster while sitting. 


ayer^ 


GENERAL COMMANDS 

/ASSIST 

Your character assists the target. 

/CAST 

This command allows you to cast spells by name. 

/cast Mono Burn (Rank 1 ) 

/EM OR /ME 

Creates an emote. 

/em takes a bow while looking quite embarrassed. 

/EXIT 

Quits the game 

/FOLLOW (/F) 

Allows you to follow another player. 

/follow Wilhelm 

/INVITE (/INV) 

Invites a player into your party/group. 

/invite Wilhelm 

/LOGOUT 

Logs you out of the game. 

/PLAYED 

Shows the amount of time you have played your character. 

/PVP 

This command puts your character in pvp mode so that you can be attacked. 

/RANDOM 

Generates a number between two specified numbers. This can be useful in 
determining Icxiting rights or other decisions. 

/random TOO 

/SIT 

Takes your character from a standing position to a sitting position. Players 
regenerate faster while sitting. 

/STAND 

Takes your player from the sitting position to the standing position. 

/WHO 

Lists the players online. 

CHAT COMMANDS 

/# OR /C OR /CSAY 

Send text to c hannel # 

/2 Where can I find the rogue trainer? 

/ANNOUNCEMENTS (/ANN) 

Toggles the join and leave announcements on a channel. 

/AFK 

Sets an Away From Keyboard flag and message if you wish. 

/afk having lunch 

/BAN 

Bans a player from a channel. 

/CHATHELP (/CHAT) 

List of chat commands. 

/CHATLIST, /CHATWHO, OR /CHATINFO 
<CHANNEL> 

List channels, or channel members. 



WHAT IS A QUEST? 






/CHATINVITE OR /CINVITE 

Invite a player to a channel. 

/DND 

Sets a "Do Not Disturb" flag and a message — if you wish. 

/dnd phonecall 

/JOIN, /CHANNEL, OR /CHAN 

join a specific channel. 

/join Raid 

/KICK 

Kick a player off a channel. 

/LEAVE, /CHATLEAVE, OR /CHATEXIT 

Leave a channel. 

/leave general 

/MODERATOR (/MOD) 

Change a player's moderator status. 

/MODERATE 

Toggle moderation on a channel 

/MUTE, /SQUELCH, /UNVOICE, /UNMUTE, / 
UNSQUELCH, OR /VOICE 

Change a player's permission. 

/PARTY (/P) 

Sends a message to your party/group. 

/PASSWORD 

Change password. 

/pass Raid blunderbuss 

/REPLY (/R) 

Sends a private message to the last person that whispered to you or sent a 
tell. Use the Tab key to scroll through those that last whispered as well. 

/SAY (/S) 

Sends a message to those that are nearby you in a public channel. 

/TELL (/T) OR /WHISPER (/W) 

This sends a private message to the person to whom you wish to speak. 

/tell Wilhelm Meet me at the Zepplin. 

/whisper Wilhelm Meet me at the Zepplin. 

Use the Tab key to scroll through the people who last whispered to you. 

/UNBAN 

Unbans a player from a channel. 

/UNMODERATOR (/UNMOD) 

Changes the moderator status of a player. 

/YELL (/Y) 

Sends a message out to zone. 

GUILD COMMANDS 

/GINFO 

Gives the start date, number of players and number of accounts in your 
guild. 

/G 

Sends a message to your guild channel. 

/o 

Sends a message to the officer channel of the guild. 

/GDEMOTE 

Demotes a player one rank within your guild 


/GDISBAND 

Allows a guild leader to disband the guild. 

/GHELP 

Lists all the available guild commands. 

/GiNViTE 

Invites another player to join your guild 

/GLEADER 

Allows the current guild leader to transfer leadership to another online 
player. 

/GMOTD 

Sets the guild's message of the day 

/GPROMOTE 

Promotes a player one rank within your guild 

/GQUIT 

Quits you from your guild 

/GREMOVE 

Removes a player from your guild 

/GROSTER 

Gives an entire guild roster (This is an officer and guildmaster command 
only) 

MACRO IDEAS 

There are many times that you want to make it known who you are healing, 
who you are targeting or what you are bringing back. All these things are 
possible by using macros. 

In addition to being able to use the slash commands in the game, you also 
have the ability to use %T in place of any target with which you wish to 
interact. This can be useful in allowing a macro to serve more than one 
function by allowing it to draw on the name of the target on an individual 
basis rather than needing to create a macro for every named creature or 
person that you would want to use it on. 

SAY MACRO 

/say Hello Necco vs /say Hello %T 

By using the %T in place of a person's name, you can now use the command 
to put anyone's name in its place instead of tailoring the macro to just one 
person specifically. Another way you could use the macro function is to 
create one that tells your party who you're healing or what you're casting. 

SPELL MACRO 

/cast Greater Healjrank 1 ) 

/p healing %T 

Now your macro is set up so that not only do you cast your spell on the 
person you have targeted, but you inform your party of the fact. This sort of 
macro can also be used for those that are pulling a mob to the party by letting 
them know the kind of mob to expect. 

WARNING MACRO 

/cast Mind Blast(rank 2) 

/p incoming %T. Heads up! 

With the above macro, your party knows that you're coming with a Big Mob 
versus just pulling a Tiny Mob or whatever other mobs might be in that area. 
There are many possibilities for creating useful and time-saving macros. Take 
the time to experiment with what works for you and in no time you'll wonder 
how you ever got along without them. 
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BASIC EMOTES 

won ANIMATED? TEXT 


Agree 

No 

You agree. 


Amoze 

No 

You ore AmozedI 


Angry 

Yes 

You roise your fist in anger. 


Apologize 

No 

You apologize to everyom. Sorryl 


Apploud 

Yes 

You apploud. Bravo! 


Applouse 

Yes 

You apploud. Bravo! 


Beckon 

No 

You beckon everyone over to you. 


Beg 

Yes 

You beg everyone around you. How pathetic. 


Belch 

No 

You let out 0 loud belch. 


Bite 

No 

You look around for someone to bite. 


Bleed 

No 

Blood oozes from your wounds. 


Blink 

No 

You blink your eyes. 


Blood 

No 

Blood oozes from your wounds. 


Blow 

Yes 

You blow a kiss into the wind. 


Blush 

Yes 

You blush. 


Boggle 

Yes 

You boggle ot the situation. 


Bonk 

No 

You bonk yourself on the noggin. Doh! 


Bored 

No 

You are overcame with boredom. Oh the drudgery! 


Bounce 

No 

You bounce up and down. 


Bow 

Yes 

You bow down grociously. 


BRB 

No 

You let everyone know you'll be right back. 


Burp 

No 

You let out a bekh. 


Bye 

Yes 

You wave goodbye to everyone. Forewell! 


Cackle 

Yes 

You cackle maniocally at the situotion. 


Calm 

No 

You remain colm. 


Cot 

No 

You scratch yourself. Ah, much better! 


Catty 

No 

You scrotch yourself. Ah, much better! 


Cheer 

Yes 

You cheer! 




(^EXPRESSIONS 


The World of Warcraft is an interactive world full of adventure, danger and even a 
bit of humor. While some of the available emotes have animations, some do not. 
There are even some special emotes that have sound. The possibilities for expressing 
the mood and personality of your character are seemingly endless. Not only are 
there many to choose from within the game, but you have the ability to create your 
own as well. 


Type a "/" in front of the emote you wish to use. 


/agree 


/amaze 


/apologize... 

Created Emotes 


Type "/em" in front of the text you wish to use. 


Type /v in front of the command you wish to use. 


/v oom 


/v rasp 


The most important thing to keep in mind is to have fun and experiment. You a 
I only limited by your own imagination. 


BASIC EMOTES 


Here is the list of basic emotes. There may even be more than this, but it will be up 
to you to find them. Many emotes may change based on your race or your target. 
By not targeting anyone and typing "/laugh" your character would say, "Geriana 
laughs." Targeting someone and doing the same thing results in, "Geriana laughs 
at Barth." 


/em traipses through the field picking 

/oice Emotes 


herbs 



Chew 

Yes 

You begin to eat. 

Chicken 

No 

With arms flapping, you strut around, duck, Cluck, Chicken! 

Chuckle 

Yes 

You let out 0 heorty chuckle. 


Yes 

You dop excitedly. 

Cold 

No 

You let everyone know thot you are cold. 

Comfort 


You need to be comforted. 

Commend 

Yes 

You commend everyone on a job well done. 

Confused 

Yes 

You are hopelessly confused. 

Congrats 

Yes 

You congrotulole everyone around you. 

Congratulate 

Yes 

You congrotulote everyone around you. 

Cough 

No 

You let out a hacking cough. 

Cower 

No 

You cower in fear. 

Crack 

No 

You crack your knuckles. 

Cringe 

No 

You cringe in feor. 

M 

Yes 

You cry. 

Cuddle 

No 

You need to be cuddled. 

Curious 

Yes 

You express your curiosity to those oround you. 

Curtsey 

Yes 

You curtsey. 

Donee 

Yes 

You burst into dance. 

Oisoppointed 

No 

You frown. 

Doh 

No 

You bonk yourself on the noggin. Doh! 

Doom 

No 

You ihreolen everyone with the wrath of doom. 

Drink 

Yes 

You raise a drik in the oir before chugging it down. Cheers! 

Drool 

Ho 

A tendril of drool runs down your lip. 

Duck 

No 

You duck for cover. 

Eat 


You begin to eot. 

iye__ 

No 

You cross you eyes. 

Farewell 

Yes 

You wave goodbye to everyone. Forewelll 

Fort 

No 

You fart loudly. Whew. . .what stinks? 

Fear 

No 

You cower in fear. 

Feast 

Jes_ 

You begin to eat. 

fidget 

No 

You fidget. 

Flop 


With orms flapping, you strut oround. Cluck, Cluck, Chicken! 

Flex 

Yes 

You flex your muscles. Ooooooh so strongl 

Food 

No 

You are hungy! 

Frown 

No 

You frown. 

Gosp 

Yes 

You gosp. 

Coze 

No 

You gaze off into the distance. 

Giggle 

Yes 

You giggle. 

Glad 

"No 

You are filled with happiness! 

Glore 

No 

You glare ongrily. 

Gloot 

Yes 

You gloat over everyone’s misfortune. 

Goodbye 

Yes 

You wave goodbye to everyone. Farewell! 

Greet 

Yes 

You greet everyone wormly. 

Greetings 

Yes 

You greet everyone wormly. 

Grin 

No 

You grin wickedly. 

Groan 

No 

You begin to groan. 

Grovel 

Yes 

You grovel on the ground, wallowing in subservience. 

Guffaw 

Yes 

You let out 0 boisterous guffow! 

Hail 

Yes 

You hoil those around you. 

Hippy 

No 

You ore filled with hoppiness! 

Hello 

Yes 

You greet everyone with o hearty hello! 

Hi 

Yes 

You greet everyone with a heorty hello! 

Hug 

No 

You need o hug! 

Hungry 

Jo 

You ore hungry! 

Impatient 

No 

You fidget. 

Insult 

Yes 

You think everyone oround you is a son of a motherless ogre. 

Introduce 

No 

You introduce yourself to everyone. 


No 

You were just kidding! 



Kiss 

Yes 

You blow a kiss into the wind. 

Kneel 

Yes 

You kneel down. 

Knuckles 

No 

You crack your knuckles. 

Lavish 

No 

You proise the Light. 

lay 

Yes 

You lie down. 

Laydown 

Yes 

You lie down. 

Uck 

No 

You Ikk your lips. 

Ue 

Yes 

You lie down. 

liedown 

Yes 

You lie down. 

Listen 

No 

You are listening! 




Mod 

Yes 

You raise your fist in anger. H 

Nossoge 

No 

You need a massage! 


No 

You moan suggestively. 

Mock 

No 

You mock life and all it stands lor. 

Moon 

No 

You drop your trousers ond moon everyone. 

Mourn 

Yes 

In quiet contemplation, you mourn the loss of the deod. 

Mo 

No 

Youdeorlyslote, NO. 

Nod 

No 

You nod. 

Ifcspidt 

No 

With 0 finger deep in one nostril, you pass the lime. 

Punk 

No 

You run around in a frenzied stole of panic. 

fm 

No 

You peer around, seerchingly. 

Peon 

Yes 

You grovelon the ground, wollovring in subservience. 

Pesi 

No 

You shoo the meosly pests oway. 

Pkk 

No 

With a linger deep in one nostril, you puss the time. 

PId 

Yes 

You drop to your knees and plead in desperation. 

Point 

Yes 

You point over yonder. 

Poke 

No 

You poke your belly and giggle. 

Pmder 

Yes 

You ponder the situation. 

Pounce 

No 

You pounce out from the shadows. 

Proise 

No 

You praise the Light. 

h 

Yes 

Youproy to the Gods. 

?rr 

No 

You purr like o kitten. 

Idid 

Yes 

You ore puzzled. What's joing on here? 

Question 

Yes 

You want to know the meaning of life. 

K- 

No 

You raise your hand in air. 

^ 

No 

You let everyone know that you ore reody! 

ferf/ 

No 

You let everyone know thot you ore read! 

leor 

No 

You shake your teot. 

tool 

Yes 

You roor with bestiol vigor. So fierce! 

hd! 

Yes 

You make o rude gesture. 

kokite 

Yes 

You stand at attention and salute. 

kiotch 

No 

You scratch yourself. Ah, much better! 

h 

No 

You're too sexy for your tunic. .. so sexy it hurts. 

Ut 

No 

You shoke your rear. 

fay 

No 

You shimmy before the mosses. 

fag 

Yes 

You raise a drink in the air before chugging it down. Cheers! 

9ner 

No 

You shiver in your boots. Chilling! 

Shoo 

No 

You shoo the meosly pests away. j 


Yes 

You shrug. Who knows? 

k 

Yes 

YcHLare so sh^! 

iiL 

No 

You let out 0 long, drawn-out sigh. 


Yes 

N/A 


No 

You slop yourself across the face. Ouch! 

% 

Yes 

You fall asleep, limn. 

feel 

No 

_You smell the oir around you. Wow, someone stinksi 

Smirk 

No 

A ^ smirk spreads ocross your face. 


No 

You bore your teeth ond snorl. ' 

Snkker 

No 

You quietly wicker to yourself. > 

Sniff 

No 

You sniff the air around you. , 

Snti 

No 

You snub oil the lowly peons oround you. 

Soft 

Yes 

You cry. 

Soothe 

No 

You need to be soothed. 


No 

You apologize to everyone. Sorryl 

g 

J» 

You spit on the ground. 


No 

You need to be cuddled. 

Store 

No 

You Store off into the distance. 


No 

You smell the oir oround you. Wow, someone stinks! 

5»«'j 

Yes 

You flex your muscles. Oooooh so strongl 

Strut 

Yes 

With arms flapping, you strut around. Cluck, Cluck, Chicken! 

^hed 

No 

You ore so surprised! 

Surrender 

Yes 

You surrender to your opponents. 

!;!k 

Yes 

You tolk to yourself since no one else seems interested. 



You talk excitedly with everyone. 

!=G 

Yes 

You wont to know the meoning of life. 


No 

You tap your foot. Hurry up olreodyl 

fount 

Yes 

You taunt everyone around you. Bring it fools! 

■louse 

No 

You ore such a teose. 

Ihonk 

No 

You thank everyone oround you. 

Hides 

Jo 

You thonk everyone oround you. 

Ihirsty 

No 

You are so thirsty. Con anyone spore a drink? 

Ihreot 

No 

You threaten everyone with the wroth of doom. 

Wle 

_Jlo 

You wont to be tickled. Hee heel | 



Threaten 

No 

You threoten everyone with the wroth of doom. 


Tired 

No 

You let everyone know that you ore tired. 


JY 

No 

You thonk everyone oroud you. 


Veto 

No 

You veto the motion on the floor. 


Vjetory 

Yes 

You bosk in the gbry of victory. 


Volunteer 

No 

You raise your hand in the oir. 


Wove 

Yes 

You wove. 


Weep 

Yes 

You cry. 


Welcome 

Yes . 

You welcome everyone. 


Whine 

No 

You whine pathetically. 


Whistle 

No 

You let forth o sharp whistle. 


Wicked 

No 

You grin wickedly. 


Wickedly 

No 

You grin wickedly. 


Work 

No 

You begin work. 


Wroth 

No 

You threaten everyone with the wroth of doom. 


Yown 

No 

You yawn sleepily. 


% 

No 

You ore filled with happiness. 




VOICE EMOTES 


Voice emotes can be used by typing in the command /v before the emote that you 
want to use. Often, they have more than one phrase associated with them. Different 
races and genders have some different emotes associated with them, so don't be 
afraid to experiment. 


WHAT IS A QUEST? 


/v ossist 


A help 

/vchorge 

A incoming 

A cheer j 


A no 

Afire 

Aoom 

_Aflee_ 


Arosp 

ANirl 


A sdly 

A followme 


A thonkyou 

A goodbye 1 

A woil 



A welcome 

A heal J 


/''Y« 

A hello 1 




LEARNING YOUR PLACE IN THE WORLD 



8>A GLIMPSE OF THE WORLD 


Before entering the world of Azeroth, it's good to know how things fair in these 
interesting times. Though many lands have been entirely changed by wars between 
the Alliance and Horde and these battles against the Burning Legion, vitality and 
peace have fought their way back where possible. 


This section describes the current conditions of Azeroth, its lands, and its inhabitants. 
Understanding these aspects is important for roleplayers and general gamers alike, 
because it greatly impacts quest stories, ongoing wars between the factions, and 
other complex matters. 
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The Undead of Lordaeron fly the flag of the Horde now, no matter how loose the 
"friendship" is between the Ores and the Forsaken. Because of Lordaeron's proximity 
to the lands of Dwarves and Humans, the Undead are always fighting; Hillsbrad is 
embroiled in raids and combat on a daily basis. Neither side has been able to gain 
a heavy foothold in the other's territory, so it's unknown how events will unfold in 
that region. 

Little noticed by the Humans of Stormwind, Lordaeron faces enemies at home as 
well. The Forsaken are being attacked by Human Zealots even within their borders, 
but the worse fear is that a plague of mindlessness will overcome their senses. This 
Scourge is the driving force behind the Undead's allegiance to the Horde. Many of 
the new poisons and diseases being spread by the Forsaken are done to increase 
their "recruitment" of living beings into the ranks of the Undead. 

Living on the doorstep of the Plaguelands, Undercity is in an almost constant war 
with poisoned beasts. Those who stray too far from the protected fields of Tirisfal 
Glades shall know the perils of such troubled times, whether they are living or dead 
already. South of home, in Silverpine Forest, the Undead must contend with Dalaran 
troops and the forces of Arugal (a mystic of great power and anger). 


THE EASTERN KINGDOMS 

iTh e Eastern Kingdoms have been through tumultuous times since the days when 
Lordaeron sUxxJ proud and strong. The northern lands are now a place of plague, 
* disruption. Undead, and religious zealotry. Wars cover the lands to the south, and 
the looming threat posed by the Dark Portal prevents complacency from any of the 
races that live there. 


LORDAERON 


KHAZ MODAN 


CENTRAL KALIMDOR 



InKhazModan, the Dwarves of Ironforge face unrest and a most uncivil war against 
the Dark Iron Dwarves. It is unknown how many of the Dwarves in Ironforge are 
loyal to this rebellious faction, but rumors make the problem out to be far worse 
than the council lets on. 

In L«h Modan, there are also many skirmishes against the feral Troggs and several 
clans of Ogres. Though the Dwarves are quite aggressive about patrolling their 
territory, many of their finest soldiers are spread too thin to prevent incursions by 
enemy forces. Word has reached the capital recently that even the outpost at Dun 
Algaz has been attacked; even to the point where its current status is unknown. 

The Gnomes are faced with exile from Gnomeregan; many of their number have 
been turned mad by exposure to deadly concoctions, brewed during their fights 
against the Troggs. The Gnomes currently stay in the outer parts of Dun Morogh 
and in Ironforge itself, working on ideas to reclaim their homeland. To assist the 
Dwarves, they helped in the creation of a train that runs between Ironforge and 
Slormwind. 

AZEROTH 


Farther south, the Humans would perhaps be able to rally and aid their various allies 
if they had not problems of their own. The Defias, a gang of powerful brigands and 
thieves, has grown to such strength that people wonder why their leader has been so 
absent on the matter. With new attacks by Ore clans in Redridge Mountains and a 
most desperate state of affairs in Duskwood as well, even lands vital to Stormwind's 
safety are threatened. 

Westfall, along the coast, has seen more than attacks from the Defias. Gnolls have 
formed a massive contingent in Westfall, lighting great fires to herald their army. 
Hundreds of these creatures now hold the mountains in the south-east and many 
areas along the coastline. The local militia is horribly outnumbered, but their cries 
to the capital have gone unanswered. 

Bwynn Forest, hailed for its safe roads and pleasant farms, is no longer such a gentle 
place either. Not only are the Defias rampant, but Kobolds and Murlocs have higher 
numbers than ever before. Elwynn's mines are silent, and approaching the lakes and 
ponds of the area begs for trouble. 

Even the people inside Stormwind have felt the shakings of coming times. So many 
Defias members were thrown into the Stockades of the city in such a short time that 
lioonditions became untenable. A riot has succeeded in pushing the guards out of the 
'Stockades, and it is now entirely off limits to the general public. Several guardsmen 
didn't make it to the surface, and the Defias are holding their ground. 

KALIMDOR 

The western continent of Kalimdor is home to many of the Horde's races. Though 
weary from fighting and the destruction of their lands, these rugged folk have turned 
many defeats into victory overall. The current wave of trouble daunts not the Ores, 
who continue to thrive under Thrall's strength and wisdom. Yet, peace is tex) much 
mask. 


Central Kalimdor is where the majority of the Horde's races are raised and trained. 
Durotar is the seat of the Horde; Orgrimmar is the greatest city of the east, and both 
Ores and Trolls flock there to find safety, trade, and kinship. Trouble in this red, 
dusty land comes from the many Centaur who infest Central Kalimdor. Thrall has 
made push after push to throw the Centaur into exile, but their numbers remain. 
In addition, a number of culfists live in Durotar, and their numbers are growing. 
These demon worshippers are of the foulest sort, and the Horde does not tolerate 
their presence. 

On the other side of Kalimdor, the Tauren live in moderate peace in Mulgore. Thrall 
aided the great Tauren in their battles against the Centaur, and this has firmly pulled 
the Tauren into the Horde's fold. Though Thousand Needles is mostly lost to the 
Tauren for now, the city of Thunderbluff is a sight that brings comfort to even an 
Undead Horde traveler. How many Humans would dare to attack the high and 
defended peaks of this isolated haven? 

Between Mulgore and Durotar are the Barrens, where the small village of Crossroads 
has been growing. Though Centaur, Harpies, and many beasts live in this open 
land, the Horde has done well in keeping the northern Barrens clear of greater 
threats. Sadly, this cannot be said for the south; Dwarves mine and work openly 
near Dustwallow Marsh, and the Quillboars there have massive numbers and better 
equipment than their northern equivalents. Growing efforts by these factions in the 
south has made travel into Southern Kalimdor quite treacherous. 


SOUTHERN KALIMDOR 



Southern Kalimdor is a dangerous place, save for several outposts of Gnomes and 
Goblins. There are few actual towns in this remote corner of Azeroth, and fighting 
between the Horde and Alliance is not uncommon. 


Thousand Needles is desolate, and the Centaur are still entrenched enough to 
prevent the Tauren from returning to the area. High in the peaks, a town continues to 
service the Horde members who come through, but Frcx?wind Post is a small place 
with little more than the geography of the land to protect itself. 

The Salt Flats, in the eastern edge of Thousand Needles lead down into Tanaris, a 
desert where Drakes and insectoid monsters thrive. Both the Horde and Alliance are 
able to find shelter in these areas by seeking the Gnomes and Goblins who create 
neutral communities in these arid climes. Gadgetzan is the largest of these towns, 
and crafters come from far and wide to meet the skilled Alchemists and Blacksmiths 
who work there. 

Feralas is west of Thousand Needles, and is a jungle of great beauty. The Horde and 
Alliance both lay claim here and the Night Elves have positions at the eastern and 
western edges of the land (their main town is on a small island in the north-east). The 
Horde settled on the mainland, toward the center of the jungle. Many Ogres, Yeti, 
and unaligned Tauren have clans in Feralas, so the fighting there is rarely limited to 
the greater struggle between the great factions. 






E HISTORY OF AZEROTH 


Before Warcraft 


-10000 

The Night Elves awaken in the world and found a great society 
in the heart of Kalimdor. They tinker with primitive magic and 
inadvertently set it loose throughout the world of Azeroth. 

The demonic Burning Legion, lured by the resultant energies, 
launches a massive invasion in order to drain the world of its innate 
magic. The Night Elves, unable to defeat the raging Demons, and 
are forced to ally themselves with the ancient Dragons in order 
to banish the Legion from the world. The ensuing conflict is so 
apocalyptic, that the greater land-mass of Kalimdor is broken apart 
and smashed beneath the sea. 

The Night Elves vow to never use magic again, for fear that the 
Legion would return. 

-6000 


-2900 


The Human Empire of Arathor is founded i 
expanded to also encompass Azeroth. 


-2700 


Unwilling to give up its precious magics, a small band of Night 
Elves is exiled from Kalimdor. Travelling to the newly formed eastern 
lands, they found the kingdom of Quel'Thalas and begin to refer to 
themselves as High Elves. The High Elves are continually besieged 
by the native Troll warbands. 


Lordaeron. It later 


The High Elves, on the verge of losing their continuing war against 
the Trolls, seek the aid of the Humans of Arathor. In exchange for 


their help against the Trolls, the High Elves agree to teach men in the 
ways of magic. The combined army of Elves and Humans succeeds 
in wiping out the majority of Trolls in Lordaeron. 

-2600 


The Humans' reckless use of mogic allows agents of the Burning 
Legion to find their way back into the world. The Order of Tirisfal 
is founded. The powerful Guardians of Tirisfal are charged with 
fighting a secret war against the agents of the Legion, unbeknownst 
to the general populace. 

-200 


Internal struggles and the pressures of over-expansion cause 
the fragmentation of the Human Empire of Arathor into seven 
autonomous nations. Azeroth and Lordaeron are two. 


-45 


The Guardian, Aegwynn, defeats Sargeras, the Lord of the Burning 
Legion in single combat. Sargeras' malevolent spirit bonds with the 
soul of Aegwynn's unborn child. 

-40 


Though banished from Azeroth, the Burning Legion corrupts the 
Orcish clans on the world of Draenor. The once noble, shamanistic 
Ore clans unite and become a rampaging Horde under the rule of 
the malevolent Shadow Council. By enlisting the aid of demonic 
magiks, the Ores were able to decimate all Draenei with little loss. 
However the victory had its cost, and the now corrupted Ores could 
only think of war and bloodlust, and without an enemy to fight, 
battled among themselves. 




TELDRASSIL 


Things are somewhat calmer for the Night Elves of Teldrassil than for many membeflj 
of the Alliance. After fighting against the Burning Legion, the Night Elves sustained 
such losses that they have moved to Darnassus as their new capital. This city| 
located on a large island north of Kalimdor, is but a glimmer of the Night Elves' true 
glory, but is has some measure of peace. Yet, the land still suffers, and the Druidsa 
Teldrassil fight every day to stop the taint that runs through so much of Kalimdor'^ 
woods. 

Though loose members of the Alliance, the Night Elves aren't engaged in attack} 
with the Horde. Being separated by water, it is somewhat difficult for the Horde 
to attack Teldrassil, and it is harder for the Horde's members to focus their anget 
on the Night Elves, who have consistently tried to remain neutral in their dealings. 
Indeed, it is the Humans, Dwarves, and Gnomes who have interfered so many time; 
in the dealings of Ore and Troll that Night Elves are often seen only as guilty by 
association. 


NORTHERN KALIMDOR 


Northern Kalimdor is primarily the territory of the Night Elves. Though pushed from 
their former homes, the Night Elves retain some power in these regions and are 
working to heal the damage done by the Burning Legion. 

Darkshore is on the far north-west of Kalimdor. )ust across the sea from Teldrassil, 
the town of Auberdine is a focal point for crafters and those who protect the 
wilderness. The Naga that threaten much of the coast have retained some power 
here, primarily toward the ruins of Blackfathom Deeps. Elsewhere in Darkshore, the 
trouble is mostly centered around a disease that has gotten into both the Firbolg and 
beasts of the forest. 

Ashenvale is the older home of the Night Elves, when they were immortal and at 
the heights of their civilization. Now, it is but a seed for their return to greatness. 
Twisted, crazed trees come down from the entrance into Felwood, while demonic 
leavings taint some of the waters and land throughout Ashenvale. The Golden Road 
into the Barrens is a dangerous path, as many Horde members come into Ashenvale 
from there. Some of these wanderers are looking to explore the forest; others have 
darker motives. 

The north-east of Kalimdor is dangerous for all but the strongest of heroes to explore. 
Azshara, Winterspring, and Felwcxxl are all laced with ancient magics and creatures 
of overwhelming power. 


•37 

Aegwynn gives birth to her son, Medivh, who is destined to become 
the Last Guardian. 

j] 

Medivh, driven mad by the spirit of Sorgeros, opens the Dark Portal. 
He contacts Gul'dan, leader of the Shadow Council, and makes a dark 
deal. In exchange for the destruction of Azeroth, Medivh agrees to 
hand over the location to the tomb of Sageras. Both are pawns to the 
Burning Legion. The Orcish Horde begins its invasion of Azeroth. 

Warcraft: Ores and Humans 

j 

Medivh is killed by his best friend. Lord Lothar, and his own 
apprentice, Khadgar. The Ore Warlock, Gul'dan was in Medivh's 
mind at the moment of his death, and consequently suffered a 
vicious backlash that left him unconscious for weeks. After five 
grueling years of attrition, the Horde finally conquers the nations of 
Azeroth and Khaz Modan and claims Blackrock Spire as its base 
of operations. 

Blockhand, the Horde's current warchief was slain and succeeded 
byOrgrim Doomhammer. Doomhammer disbanded into groups of 
Raiders who were thought to be loyal to Blockhand. By torturing 
Gul'dan's spy, Gorona, Doomhammer located and slaughtered the 
Horde Walocks. Gul'dan was forced to ]oow to his new superior. 
To gain Doomhammmer's trust, he slaughtered his own Necrolytes, 
and used their spirits to create Death Knights. 

Lord Lothar leads on exodus of refugees to the northern nation of 
Lordaeron. Once there, he convinces the leaders of the seven Human 
nations to unite in arms against the Horde. The separate nations of 
the Arathorian empire are reunited as the Alliance of Lordaeron. 
Through the chaos, Thrall was born. This young Ore was found and 
captured by humans, and raised as a slave and gladiator. 

Warcraft II: Tides of Darkness 

_6 

Orgrim Doomhammer, the Warchief of the Horde, launches his 
mighty fleets to invade the shores of Lordaeron. The unstoppable 
Horde pushes its way into the heartland of Lordaeron and succeeds in 
destroying the High Elves' ancient kingdom of Quel'Thalas. Gul'dan 
attempts to free Sargeras. Orgrim Doomhammer discovers the plan 
and kills Gul'dan. 

The Alliance forces push back, but Lord Lothar is killed during the siege 
of Blackrock Spire. Spurred by the death of their beloved leader, the 
Alliance armies crush Blackrock Spire and push the Horde back to the 
threshold of the Dark Portal. The Dark Portal is destroyed by Khadgar 
ond the Horde is defeated. The renegade ores are rounded up and 
placed into internment camps by the Alliance. 

Warcraft II Expansion: Beyond the 
Dark Portal 

J 

The ancient Ore Shaman, Ner'zhul, rallies the few clans still left 
on Draenor and reopens the Dark Portal. He orders his clans to 
steal a number of artifacts from Azeroth that will allow him to open 
multiple Portals in Draenor. The Alliance sends its armies, led by the 
wizard Khadgar, through the Dark Portal in order to stop Ner'zhul's 
schemes. The two armies clash throughout the hellish world of 
Draenor for months. 

Empowered by the stolen artifacts, Ner'zhul opens a number of 
Portals in Draenor. Yet, before he can lead his clans through them, 
their energies spiral out of control and begin to destroy the very 
fabric of that world. The Alliance heroes, knowing that they would be 
trapped forever, are forced to destroy the Dark Portal so that Azeroth 
is not consumed by the raging energies. 


The blasted world of Draenor tears itself apart. The Alliance grows 3 
uneasy as the Orcish internment camps are reopened. Only a few, j 
scattered Ore clans evade the Alliance's wrath and eke out a living f 
in the harsh wilderness. 

ThralPs Tale: Lord of the Clans 
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Thrall, a young Ore raised as a Human slave and gladiator, escapes 
from bondage and sets off on a quest to discover his stolen heritage. 
Thrall succeeds in reuniting a number of renegade Ore clans and 
leads them in revolt against the Alliance Regional Wardens. With 
the threat of a new Horde looming over them, the Alliance nations 
begin to bicker and quarrel. Tensions run high amongst the Human 
leaders. 

Thrall becomes the new Warchief of the Horde and helps to 
reintroduce his people to their abandoned shamanistic culture. 
The reinvigorated Horde finally begins to lose the last traces of the 
Legion's demonic corruption. Civil strife rages through the nations of 
the Alliance as threat of a new, unseen foe draws near - The Burning 
Legion returned 

Warcraft 3: Reign of Chaos 
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Without the Guardians of Tirisfal, Human forces begin to crumble. 
The Night Elves at Kalimdor sense the disturbance and feel that 
they are somehow responsible. [Warcraft 3 Begins.] Ner'zhul 
returns as a Lich King, who has long transformed his loyal followers 
into minions of the living dead. Named by others as the Scourge, 
Ner'zhul takes hold of frozen continent of Northrend. From here he 
seeks to rule a world of the dead. 

Prince Arthas rides forth to battle the Scourge and instead falls 
prey ta the cursed Blade Frostmourne. He becames one of the most 
powerful Deathknights and rides out to bring a plague to his own 
people of Lordaeron. After killing his own father Arthas is lead on a 
series of tasks until at last the Alliance is formed at the promptings 
of the prophet Medivh and the Burning Legion's connection to the 
Well of Eternity is cut off forever. 

Warcraft 3: The Frozen Throne 
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After 10000 years of being imprisoned, lllidan is set free. At the 
behest of Kil'jaeden, he sets off to destroy the Frozen Throne in 
order to destroy the Lich King. He is thwarted in his plans by his 
former jailor Maiev and fails in his mission. After being recaptured 
and then set free again, lllidan sets out to destroy the Lich King once 
more. The Lich King, sensing his danger as he is imprisoned in his 
frozen throne, calls Arthas forth. 

Arthas manages to outmaneuver lllidan and uses Frostmourne to 
shatter the icy throne freeing the helm and breastplate of the Lich 
King. Donning the armor, Arthas merges with the old Lich and 
becomes the new Lich King. An uneasy truce between the Horde 
and the Alliance is reached as both sides move on to lick their 
wounds and rebuild. 

The Ores leave for Kalimdor to resettle in a new land. Jaina 
Proudmoore resettles on the Coast of Southern Kalimdor. Grand 
Admiral Daelin arrives with a large Armada looking for survivors. 
His hatred for the Horde is great and he sets against them once 
more only for his own daughter, Jaina Proudmoore to set herself and 
her forces against him. The Ore allow jaina Proudmoore to resettle 
in peace, but tensions are still there. 
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World of Warcraft Begins... 


ll^WORLD FACTIONS AND REPUTATION 




Gaining negative reputation with your own faction is possible though not the best 
choice when you need to rely on banking and purchasing goods along with a 
iafehaven from which to operate. 


WORLD FACTIONS 


rhere are many factions in the world though every character starts their time with 
showing the factions of the Horde and Alliance at their default start point. Exploring 
he world and interacting with new factions adds them to your reputation sheet 
showing whether you have done so either positively or negatively. We have included 
1 list of factions. In time, expect to discover even more than these. 


"Opulent" is the first word that may spring to mind when gazu% around this grand j 
city. It's a city alive and breathing with brightly colored foliage and softly glowing I 
lights. Wisps float serenely along the pathways and large Ancient Protectors cast ;| 
their gaze about them looking for any sign of danger. f 


Within the world of Azeroth there are many different factions that will affect how 
you are able to interact with the world you now live in. Gaining and losing favor is 
a simple enough process that can be achieved through doing quests or killing NPCs 
and mobs. 

Each player is able to monitor the state of their reputation with all of the factions they 
interact with by opening the Reputation tab on their character sheet in game. You 
can do this quickly by using the "U" hotkey. 

The Horde and Alliance comprise factional teams all their own. If you are on the 
opposing side, all of your faction for the other team will always be locked at the 
"War" status, which is the lowest possible faction. While you cannot change your 
status with the opposing team, don't become too comfortable with the thought that 
it guarantees you a cushy ride on your own team. Faction can be raised or lowered 
depending on the choices you make for each racial faction. 


Here is a list of Factions. 

ALLIANCE 

Darnassus 
Gnomeregan Exiles 
Ironforge 
Stormwind 

HORDE 

Darkspear Trolls 
Orgrimmar 
Thunder Bluff 
Undercity 


STEAMWHEEDLE 

CARTEL 

Booty Bay 
Everlook 

GadgetzanRatchett 

OTHER 

Argent Dawn 
Bloodsail Buccaneers 
Gelkis Clan Centaurs 
Magram Clan Centaurs 
Ravenholdt 
Syndicate 


Hated: KOS; all opposing team factions are set permanently to the 
lowest level here 


Reputation has seven different levels of like or dislike that are color coded. To pul it 
simply, the best reputations are green, neutral is yellow and red is hostile. 

Exalted: The highest level of reputation a player can achieve with 
a faction 

Revered: Special reputation level reserved for special heroes 
Honored: 10% discount on bought items from vendors 
Friendly: Standard reputation level for factions on a player's team 

Neutral: Standard reputation level for factions not on a player's 
team that are not KOS 

Unfriendly: Cannot buy, sell, or interact 
HosHle: KOS (Kill on Sight) 


DARNASSUS 

High atop the boughs of the great tree Teldrassil lies the wondrous city of Darnassus, 
the new refuge of the reclusive Night Elves. Druids, Hunters, and Warriors alike 
make their homes among the rows of wood crafted lodges and delicately tended 
groves. The Temple of the M(M)n rises like a shining beacon above the trees, flanked 
by the colonnaded Hall of justice, where the vigilant Sentinels gather to safeguard 
the land. Ruled by the high Priestess, Tyrande Whisperwind, Darnassus stands as 
a tranquil testament to all that the Night Elves hold sacred. A city in tune with the 
rush and flow of nature, Darnassus was built along the shores of a large lake, with 
elegant bridges spanning its crystalline waters. Elsewhere, the falling leaves of the 
forest carpet the soft pathways of the city. 

At first glance Darnassus seems a tranquil refuge for the Night Elves and fitting 
replacement for their lost home in Ashenvale. However, Darnassus was created 
without nature's blessing and the creatures around this fair city suffer greatly for ' 
it. The great tree was planted for the most selfish of reasons, to regain their lost 
immortality by creating a tree that would bind their souls to the eternal world. 


Each race begins with a bonus among their own race. The Forsaken (Undead) begin 
with a lower reputation among their allies, the Trolls, Tauren and Ores. The Trolls, 
Tauren and Ores start with a lower reputation with the Forsaken as well. After all, 
they are mostly in an alliance of convenience. 

While you cannot declare war on your own faction, you can certainly fall very much 
out of favor with them by your actions. Your reputation affects how you interact with 
NPCs throughout the game so chcxjse.your actions carefully. 

REPUTATION LEVELS 


T'THE CITIES OF AZEROTH 


A HISTORY 

Many of Azeroth's cities have risen and fallen through the many wars that have 
plagued the land. There are a few that still stand strong even after the ravages of the 
Burning Legion and Scourge have torn through. 
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The Tradesman's Terrace is in the southwestern section of the city. Buildings of 
pagoda inspired architecture line the pathways with their signs prominently 
announcing the weapons and armor they are selling. On the west end of the city, the 
Temple of the Mcx)n sits with a large welcoming walkway leading into the moonlit 
and mystical alcove within. A large alabaster statue stands proudly in the center of 
a pool of water. Trainers surround the lower ring around the pcxjl and, at the top of 
the ramps, the Lady Tyrande Whisperwind herself stands. 



To the east of the Temple, and in the center of the city surrounded by water, stands 
a large tree in the shape of a bear. Inside lies no heart, but the treasures of its 
citizens are kept here in the bank. Just slightly to the northwest of the bank sits 
I the rune-surrounded portal to Rut'theran Village on the sea. In the northern region 
of the city, smaller Protectors make their rounds, their woody creaking blends in 
I irth the sounds of the smaller creatures as they make their patrols through the 
I i Cenarion Enclave. 



i The eastern portion of the city contains the Craftsman's Terrace. Herein the various 
•craftsmen sell their wares and train the next to carry on their traditions. It is a visually 
^ beautiful city and one worth making the trip to if you don't happen to be on the 
I wrong side of the war. 

A 
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IRONFORGE 

While many Dwarven strongholds fell during the Second War, the mighty city of 
Ironforge — nestled in the wintry peaks of Dun Morogh — was never breached by 
the invading Horde. A testament to the Dwarves' expertise of shaping rock and 
stone, Ironforge was constructed in the heart of the mountain itself: an expansive 
underground city of craftsmen, explorers, miners and Warriors. Although the 
Alliance has been weakened by recent events, the Dwarves of Ironforge, led by King 
Magni Bronzebeard, are forging a new future in the world. 

The first Dwarves came up from the depths of the earth and founded Khaz Modan 
after the Titan shaper Khaz'goroth. Constructing an altar for their Titan father, the 
Dwarves crafted a mighty forge within the heart of the mountain. Thus, the city that 
grew around the forge would be called "Ironforge" ever after. 

With the loss of their beloved Gnomeregan 
to invaders, what was left of the Gnomish 
people took residence within the safe 
halls of their friends and neighbors. The 
entrance to Ironforge can be imposing 
to any newcomer. It's large, stony fac^ade 
and heavy metal portcullis look ready 
to shut out even the most powerful of 
the Titans. 



Within the city, the sounds of hammers falling rings out through the hustle and 
bustle. Large openings run through the center of the pathways. Gazing beneath your 
feet may reveal the source of the heat. Grated catwalks sit above hot molten metal 
guarding any from a clumsy and costly mistake of falling in. 



Following the outer ring of the great city leads past the Military Quarter and toward 
Tinkertown. This is the Gnomish region of the city made (|uite evident by the 
technological marvels even intertwined within their architecture. Overlarge gears 
rotate around the hallways as you pass underneath. The King of Gnomes, Tinker 
Mekkatorque, stands watch over his people and watches as everyone comes and 
goes from the latest in innovations, the Tram to and from Stormwind. 


The library of Ironforge sits in the outer ring of Ironforge in the northeastern section 
of the city. The Explorer's League keeps watche over the many volumes of research 
and history they have managed to gather. Even with their love of the Forge, the 
Dwarves have switched their focus to searching for their very own origins and 
embracing archaeology. 


Perhaps the darkest of the areas are the Forlorn Caverns. Strangely enough, there 
seems to l>e some decent fishing for those looking for a break from the usual 
monotony of work. The northwestern area of the city houses the Mystic Ward. The 


vibrancy of the architecture is a striking 
contrast after emerging from the Forlorn 
Caverns. Within the very heart of the 
city is the Great Forge itself. Oversized 
anvils are worked on diligently by 
craftsman that barely break a sweat 
although the heat is nearly unbearable. It 
is worth taking the time to walk through 
and get to know. There are always new 
surprises around every corner and it is a 
fitting home. 




CLASSES 







STORMWIND 

The city of Stormwind stands as the last bastion of Human power in Azeroth. Rebuilt 
after the Second War, Stormwind is a marvel of Human design and engineering. 
Stormwind's guards keep the peace within the city's walls, while the young king, 
Anduin Wrynn, rules from his mighty keep. The Bazaar District bustles with trade 
from across the continent and beyond, while adventurers of every sort can be found 
wandering the streets of Old Town. Unaffected by the ravages of the Scourge in the 
north, Stormwind still faces its own threats, both from without and from within. 

Stormwind is the last of the great human cities to have been reclaimed and rebuilt 
as a human stronghold after the Burning Legion brought it to ruins. With Lordaeron 
the hands of the Forsaken and many of the cities that once housed the great 
kingdoms of humanity in ruins, Stormwind remains a hub of commerce and safety. 


P The entrance to Stormwind itself is a 

■ testament to the legacy of the heroes 
L lost in time to the horrors of war. Each 
P one bears a plaque with the name of the 
H honoree. It is rightly called the Valley 

■ of Heroes and all that enter it can't but 
y help feel their chest swell in pride at the 
P legacy of the Alliance. 


Stormwind Keep lies between the Old 
Town and the Dwarven District. The boy 
king Anduin Wrynn stands at court with 
his advisers by his side. Few stop by to 
pay their respects. At the northernmost 
area of the city lies Cathedral Square. 
The tall spires of the Cathedral of Light 
itself loom protectively over this portion 
of the city. Its beauty is unmatched and 
even children are brought by to tour 
and view where the great Paladins and 
Priests train. 


Once passing through the Valley of 
Heroes, you enter the Trade District. 
Shops crowd against the cobblestone 
walkways and citizens bustle about from 
place to place hocking their wares and 
children scamper between the legs of 
passerby's. Word has it that Stormwind 
may just have the best cheese in all of 
Azeroth. There is plenty of shopping to 
be found throughout the city. 


To the right of the Trade District is Old Town. As you move in that direction, you'll 
notice the large canals that run through the city and more small shops line the 
waterways. Old Town is a smaller, more compact version of the Trade District. It has 
a cozy charm to it. North of Old Town lies the Dwarven District. It's a haze-covered 
area of the city as the pollution of the many fires settles over it. Large beast-like 
machines sit around the region of the city as if waiting to snatch up some imaginary 
creature for a snack. 


The west is the Park where Druids go to find their center and train. The Night Elves 
have managed to bring a piece of Darnassus here with them by placing up their own 
small touches on this green oasis among the clean white stones of Stormwind. Even 
what appears to be a moonwell sits in the center of the park. 

To the south is the Mage Quarter, but just to the east sit the Stockades. This is a 
dangerous place for any citizen to go and should be approached with care. Soldiers 
are lined up on the outer edges receiving medical care from the wounds they' 
received from riots that broke out among the Defias prisoners. 



Within the Mage Quarter, a tall tower stands with a spiraling ramp twisting about , 
it. It is truly one of the grandest of wizard towers any could possibly hope to see. At 
the top lies a strange portal that swirls in luminescent green as if to peer out into the 
cosmos itself. Passing through it leads deeper into the Wizard's Sanctum. There is 
plenty to explore throughout this great city and should you gain a thirst from doing 
so, stop by the Blue Recluse. They advertise a free drink and you can send out a 
postcard at the mailbox as well. 

ORGRIMMAR 
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Named in honor of the legendary Orgrim Doomhammer, Orgrimmar was foundedj 
to be the capital city of the Ores' new homeland. Built within a huge, winding; 
canyon in the harsh land of Durotar, Orgrimmar stands as one of the mightiest cities 
in the world. Behind Orgrimmar's immense walls, elderly Shaman patiently share 
their knowledge with the Horde's newest generation of leaders, while Warriors spar 
in the gladiatorial arena, honing their skills in preparation for the trials that await 
them in this dangerous land. 

After freeing his people from captivity among the humans. Thrall set out to brave | 
the sea and bring his people to a new land to start a new society for the Ores. They! 
named the land itself "Durotar" after his deceased father, the former clan leader of I 
the Frostwolves, It is in Orgrimmar that the new seat of power resides for all of the 
Ores that survive to this day. No longer are the clans fractured and now they stand 
united as one nation. | 


The entrance to Orgrimmar yawns widely as the Ore guards stand by. To the east of 
it stands the Zeppelin Tower. The architecture is crude and yet speaks volumes of 
the craftsmen that built this city. Although different from conventionally accepted 
cities, none can say that there isn't a complex and harsh beauty invoked by the sight 
of the city. Bonfires burn high atop the rocks and throughout the city, leaving a faint 
smoky haze. 






The distinctive tile roofs of the city 
intermingle with the red rock of the 
terrain: wooden carvings, shaped like 
horns, give off a menacing air as tanned 
hides are stretched over rooftops and 
aaoss the rocks to filter out the relentless 
desert sun. After entering the city, the 
first region is the Valley of Strength. It 
serves as a central hub for banking and 
the buying and selling of all sorts of 
goods and services. 



lust up the tower and across the rope bridge to the west lies the Valley of Spirits 
and the passageway to the western exit of the city. North of the Valley of Strength 
is the shadier end of town: the Cleft of Shadow. From the area emanates a purple 
glow and within are the Warlocks and Rogues among some few vendors that serve 
their purpose. 


Wrapping around the Cleft of Shadow 
is the Drag: it's filled with shops and 
trainers. This area is well-shaded from 
the ravages of the desert sun and a good 
place to cool off. The desert breeze can 
be heard blowing through the rocks. To 
the northeast, through the Drag, is the 
Valley of Honor where the Ores work 
their ways with metal and train their 
warriors. There is even a small pond for 
a little fishing after a hard workout. 



Out through the Drag once more, and following the curve of the path to the north, 
you"l find the Valley of Wisdom and the seat of power for Warchief Thrall. Even 
more impressive than Crommash Hold, however is the monolithic demon plates 
out front. It is the demon armor of 
Monnoroth himself set there to remind 
the Ores of the grand sacrifice made to 
defeat the beast and begin the path of 
reclaiming their honor. Even as crude 
as the city seems, it is a marvel of Ore 
ingenuity and determination to live off a 
harsh land and thrive despite all odds. 



THUNDER BLUFF 

The great city of Thunder Bluff lies atop a series of mesas that overlook the verdant 
grasslands of Mulgore. The once nomadic Tauren recently established the city as a 
center for trade caravans, traveling craftsmen and artisans of every kind. The proud 
city also stands as a refuge for the brave adventurers who stalk their dangerous prey 
through the plains of Mulgore and its surrounding areas. Long bridges of rope and 
vwxxispan the chasms between the mesas, topped with tents, longhouses, colorfully 
painted totems, and spirit lodges. The mighty chief, Cairne Bloodhoof, watches over 
the bustling city, ensuring that the united Tauren tribes live in peace and security. 
Thunder Bluff sits high above the plains of Mulgore. The only means of arrival are 
by using the lifts from the plains below or flying in on one of the Wyverns that serve 
the area. 






Cairn Bloodhoof, leader of the Tauren 
sits at the top level. All Tauren seeking 
his favor and the way of the hunter that 
is so precious to their very culture carry 
out his will. 


Despite the simple nature of their city, the Tauren have all that is necessary for their 
people. They put their efforts into their accomplishments and leave their city simple 
and functional. 


Brightly painted totems and tents made with stretched animal skins and wood struts 
lashed together sit atop the mesas giving the true feeling of being a part of a tribal 
community. The strong Tauren do much of their trade and banking on the main 
mesa. The winds are strong high atop the mesas and the Tauren capture this energy 
with brightly colored windmills atop the buildings. A series of rope bridges and 
towers interlink the varying levels and mesas into one continuous city. 


The southeastern most mesa houses the Hunter's Rise where aspiring Hunters go to 
train within the Hunter's Hall. Standing at the edge of the mesa here will give way to 
an amazing vista to the southeast. Watch your step however. There are no guardrails 
to keep you from falling to your death. The Tauren are more surefooted than that 
to care for such things. On the northern 
most mesa, the Elder Rise can be found 
where the wisest of Tauren reside. 

Druids can seek their wise council 
and learn more about their path in the 
Hall of the Elders. The Spirit Rise lies 
to the west. The large head of a Kodo 
is fastened to the side of the Shaman 
trainers as if in silent watch and granting 
its power to those that train there. 


Down along the side of the mesa is a path leading down into a cavern that resounds 
of dripping pools of water and quietly spoken conversation. Large yellow mushrooms 
surround the edges of the water. The Priest and Mage trainers sit and patiently give 
their knowledge to those that seek their counsel. The mists of the pools rise ever so 
silently giving the already eerily glowing cavern a more surreal appearance. 






Once the seat of power for the Humans, Lordaeron fell to the plague released by the 
of the Damned. The new Lich King Arthas sought to make it his new home but 
found his conquest had been taken over by Sylvanas Windrunner. She has finished 
carving out what Arthas began building and claimed it for the Forsaken. While 
much of humanity has given up ever reclaiming Tirisfal Glades from the Scourge 
and Forsaken, a small band of Scarlet Crusaders still attempt to wrest back the 
cursed land from them. To the naked eye, the Ruins of Lordaeron look empty and 
A Warlock will tell you otherwise. With a quick cast they can aid you 
in seeing the ghostly inhabitants that wander what appears to be an empty ruin. 


Deeper in the throne room sits bare and empty. The throne of a king destroyed by 
his own son is but a hollow shell of the greatness it once possessed. Pathways take 
you down past the Undercity Guardians. Their large hulking forms past decay and 
oozing the remnants of the plague. The Trade Quarter is in the heart of this city. 
Shops surround it on all levels and the bank sits prominently in the center. The grim 
d^cor of skulls and horns reflects the tastes of the denizens, all backlit by a constant 
green pw)l of slime. 


Taking the stairs down past the bank leads to an outer circle of merchants and canals. 
I Each section of this part of the city is divided into quarters with an inner and outer 
! ring and a bridge between the two. Colorful banners of decaying fabric is draped 
j around the entrances in a mockery of festivity while skulls on signs point the way to 
i the different areas. The inner circle of this region houses merchants and profession 
I trainers among many other things. The Undead have thought of everything possible 
I to help them in their pursuits. 


UNDERCITY 

Far beneath the ruined capital city of Lordaeron, the royal crypts have been turned 
into a bastion of evil and undeath. Originally intended by Prince Arthas to be the 
Scourge's seat of power, the budding "Undercity" was abandoned when Arthas was 
recalled to aid the Lich King in distant Northrend. In Arthas' absence, the Dark 
Lady, Sylvanas Windrunner, led the rebel Forsaken to the Undercity, and claimed it 
for her own. Since taking up residence, the Forsaken have worked to complete the 
Undercity's construction by dredging the twisted maze of catacombs, tombs, and 
dungeons that Arthas began. 



The northeastern quarter (outermost ring) of the city houses the Magic Quarter 
where Warlocks and Mages can train in their arts. A 'demon'stration of Warlock 
pets is ongoing next to the building and can be quite informative. In the inner circle 
robes and implements befitting a mage can be purchased here. Moving clockwise 
takes you to the rogue quarter. Trainers wait here to improve the stealthy lives of all 
rogues that come to them with greed and murder in their hearts. Within the inner 
circle poisons and daggers can be purchased. 



In the southwestern region of the city, the Apothecarium and the Royal Quarter! 
are found. The Royal Apothecary Society does many of their experiments with the! 
plague in this region. Their laboratory is something in and of itself to see with bitsj 
and pieces of various creatures strewn about and experiments being carried on in an 
adjoining room on some unlucky Humans. The crackling static of their experiments] 
will set any visitor's hair on end. 



Deep within the Royal Quarter the demon Varimathras stands at the side of the j 
Dark Lady herself. His imposing figure is enough to make any be respectful of her ; 
every wish. To the northwest region is the Warrior Quarter. Warriors train and strain 
against target dummies while the Priests stand along the building and gaze down at 
the occurrences. Nearby the sewers lead out into the grounds of Tirisfal Glades near 
the Scarlet Crusade's southern Tower. The bats of Underc ity use this as a means to ' 
gain access in and out of the city. If there was a pulse among the Undead, Undercily | 
would resonate with it, but instead it's cold and clammy countenance casts a 
pallor among its visitors in what many would find unwelcoming. The Undead that 
reside here however seem quite at ease at what their Dark Lady has carved out fori 
them even with the remnants of the Scourge and the overzealous Scarlet Crusade I 
breathing down their necks. 
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war and conflict. The races of Azeroth have found themselves choosing sides and allying in order to stay safe from their many enemies 
actions have come of this; the Horde and the Alliance. Choosing a faction means choosing a side in the war so consider carefully. 


CUSSES 


DWARVES 


Racial Traits 

Stonoform: Activate to gain immunity to 
poison, disease, and bleed. Gain 5% AC 
bonus. Lasts 20 sec. .1 min. cooldown. 
Treasure Finding: Activate to see treasure 
chests on mini map. Lasts until canceled. No 
cooldown. 

10 Cold Resistance. 


Frost Resistance: 

Gun Specialization: +5 Gun Skill 
Languages: Dwarvish, Common 


> said that the Dwarves were once called "Earthen." As the children of the 
Titans they were to shape and guard the earth from deep within. With the 
implosion of the Well of Eternity, the Earthen sealed themselves away 
k until some unknown event mysteriously woke them from their slumber. 
L In time they made their way to the surface though kept to what they 
knew and found homes within the mountains, founding 
their home of Ironforge. 


The stoic Dwarves of Ironforge spent countless generations mining treasui 
from deep within the earth. Hidden within their impregnable stronghold 
of Ironforge Mountain, they rarely ventured beyond the wintry peaks 

unearthed a ^ 


of Dun Morogh. Recently, however, the Dwe 
series of ruins that held sc’crets to their ancient heritage. Driven to 
discover the truth about his people's fabled origins the great 
King Magni Bronzebeard ordered that the Dwarves 
shift their industry from mining to archaeology. As 
part of the Grand Alliance, the stalwart Dwarven 
armies have been called away to battle the 


Three clans rose among them 
and they lived in a relative peace 
amongst one another until High King 
Anvilmar passc»d away leaving no 
heir. War broke out among the three 
factions until Madoran Bronzebeard 
ji at last managed to gain leverage 
|L and cast out the other clans. 
The Bronzebeards rule the 
Ironforge Dwarves to this day. 


^ Role-play Tips 

B Playinga Dwarf can bea fun undertaking. 

H They are generally fearless, stout fighters 
W and are usually up for some good ale after 
^ a long hard day. The Dwarves in Azeroth 
have another mission as well in finding the 
archeology that will unlock the answers to their 
past. Be creative with their personality. While it's 
easy to have them be an ale swilling, gun-toting 
braggart, they can't all be. Perhaps your Dwarf 
finds the thrill of exploring and archaeology to be 
right up their alley. 
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GNOMES 


Racial Traits 

Escape Artist: Activate to break out of a 
Root or Snare effect. 1 .5 sec cast time. 

1 min. cooldown. 

Expansive Mind: Increase Intellect 5%. 
Arcane Resistance: +10 Arcane 
Resistance. 

Technologist: +15 skill bonus to 
Engineering. 

Languages: Common, Gnomish 


The eccentric, often-brilliant Gnomes are held as one of the most peculiar races 
of the world. With their obsession for developing radical new technologies 
and constructing marvels of mind-bending engineering, it's a wonder that 
any Gnomes have survived to proliferate. Over the years the Gnomes M 
have contributed ingenious weapons to aid the Grand Alliance in 
its fierce battles against the Horde. Thriving within the wondrous 
techno city of Gnomeregan, the Gnomes shared the resources 
of the forest of Dun Morogh peaks with their Dwarven cousins. 

Yet recently a barbaric menace rose up from the bowels 
of the earth and invaded Gnomeregan. Aided by their 
Dwarven allies, the Gnomes fought a valiant battle to 

save their beloved city. Nevertheless Gnomeregan J^L T» 

was irrevocably lost. The surviving Gnomes 

fled to the safety of the Dwarven stronghold of 

Ironforge. There they remain devising strategies 

to retake their city. As a Gnome of proud standing, it 

falls to you to answer the challenge and lead your curious 

people to a brighter future. 


It is their passion and it shows in their choice of environs 
when visiting their small section of the city. With the 
energy they exhibit and their affinity for their inventions, 
you begin to wonder if you should see a wind-up key on 
their backs. 


Role-play Tips 

Gnomes are excitable with an innate curiosity for 
anything mechanical. They are gadget hounds and good at 
it too. They can be role-played in many different ways from 
the reclusive inventor to the bouncy hyper rogue. They can 
be fun and funny creatures and may have a c urious sort of 
humor that many will find infectious. Of course, they can 
also be a bit much to take and many will find they have the 
urge to strangle them. If you fall into the latter category, 
i then you may just be playing your Gnome perfectly. 


The Gnomes work hard to this 
day within the well fortified halls 
of Ironforge to create bigger and 
better inventions. 


HUMANS 


The noble Humans of Stormwind are 


Racial Traits 

Perception: Activate to increase 
stealth detec tion radius by 10 yards. 
Lasts 20 sec. 3 min. coolclown. 
Human Spirit: Increase Spirit 5%. 
Diplomacy: 10% bonus to faction 
point gain. 

Sword Specialization: +5 to 
Sword skill. 

Languages: Common 


Humans once lived a nomadic life in tribes wandering from place to place as the seasons changed or 
hunting became lean. It wasn t until the rise of the Arathi that they began to form within one nation. 
They founded the fortified city of Strom and as they grew, so did they gain the attention of the High 
Elves who, like them, were suffering brutal attacks from the Trolls. As allies, they beat back the Trolls 
and the High Elves began to teach their newfound friends the ways of magic. As they grew, the 
Humans came in touch with the Dwarves and while the Dwarves were unsure of these strange new 
people, they developed a strong bond between them. 
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NIGHT ELVES 


For ten thousand years the immortal Night Elves cultivated a druidic 
society within the shadowed recesses of Ashenvale forest. Yet 
recently the catastrophic invasion of the Burning Legion shattered 
the tranquility of their ancient civilization. Led by the Arch Druid 
Malfurion Stormrage and the Priestess Tyrande Whisperwind, 
the mighty Night Elves rose to challenge the demonic onslaught. 

Though victorious, the Night Elves were forced to sacrifice their 
cherished immrrrtality and watch their beloved forests burn. 

Seeking to regain their immortality, a number of wayward Druids 
conspired to plant a special tree that would link their spirits 
to the eternal world. Despite Malfurion's warnings that 
nature would never bless such a selfish act, the Druids 
planted the great tree Teldrassil off the stormy coasts 
of northern Kalimdor. Within the twilight Ixrughs of the colossal 
tree, the wondrous city of Darnassus 
took root. However, the great tree 
was not consecrated with nature's 
blessing and soon fell prey to the 
corruption of the Burning Legion. 

Now the wildlife and even the limbs 
of the great tree itself are tainted by 
a growing darkness. As one of the 
few Night Elves left in the world, 
it is your sworn duty to defend Darnassus and 
the wild children of nature against the Legion's 
encroaching corruption. 


Racial Traits 

Shadowmeld: Activate while immobile 
and out of combat to enter stealth mode. 
Lasts until canceled. No cooldown. 
Quickness: Dodge chance increased 2%. 
Wisp Spirit: Become a wisp when dead 
with movement speed increase of 50%. 
(Other ghosts receive 25% boost.) 

Nature Resistance: +10 Nature 
Resistance. 

Languages: Darnassian, Common 


Night Elves were once known as the Kaldorei and have lived on 
Kalimdor for thousands upon thousands of years. It was 
through much of their delving into the magic of the Well 
of Eternity that called attention to Sargeras and the Burning 
Legion. It was Malfurion Stormrage's own Brother lllidan 
that caused the creation of the moon wells after his betrayal 
of his people so enamored of magic was he. It was through 
his betrayal and the luring power of the arcane that tapped 
L^them into a source of evil that corrupted their very souls. It 
is why to this day, that the Night Elves continue their vigil 
to restore the natural state to what it once was. 


Role-play Tips 

Night Elves are one of the oldest races on Azeroth. They can 
feel the corruption of the earth on which they live down to their 
very bones and so have an affinity for it. Night Elves can 
be played in a variety of ways from the haughty to the 
benevolent. What is most important is staying true to 
the core values of the Night Elves. It is the restoration 
of nature back to its proper state that drives them and 
going against that should be thought out carefully. While 
^exceptions can be made to the unwritten rules, it is best 
to go along with the flow of the main story and enhance 
it rather than cheapen it. 







In time, the region of Lordaeron grew so large that it fractured into smaller kingdoms, each with its own beliefs, 
government and lifestyle. The Humans began to outstrip their teachers in their use of magic, which alarmed 
their High Elf friends. The same corruption that had filled the world before was becoming evident. To 
combat this problem, the Council of the Silvermoon joined with the Magocrat Lords of Arathor in a pact. 

They formed a secret order called the Guardians of Tirisfal. The Guardians sought to protect the world from 
the onslaught of the demons of the Burning Legion should they return. To this end, it was the last Guardian who 
made a terrible misjudgment in her power and slew the Demon Lord Sargeras a bit too easily. She then took his 
body and secreted it away where none would find it. However, Sargeras was too clever and instead implanted his 
spirit into that of her unlxrrn child who would one day be the inheritor of her powers. 


Role-play Tips 

The Humans are a proud hardworking people and are perhaps one of the most versatile 
races to role-play. Like any society, it takes all kinds and they certainly have them; from 
the noblest Paladin, to the Warlock dabbling with demons, to the Rogue with their hands 
in everyone's pockets. Their versatility makes them one of the easier races to play. They 
can be anything to anyone and the only specific role that you may find yourself needing to 
adhere to is the lack of real interaction with the Horde. You can't even speak to them even 
if you wanted to. 





Racial Traits 

Blood Fury: Activate to increase 
Strength by 25% and receive 5% 
health loss every 3 sec. Lasts 20 sec. 
2 min. cooldown. 

Hardiness: 25% resistance to stun 
and knockout effects. 

Command: Pet melee damage 
increased by 5%. 

Axe Specialization: +5 to Axe skill. 
Languages: Orcish 


Long ago the Orcish Horde was corrupted by the Burning Legion 
and lured to the world of Azeroth. For generations the Ores 
made war upon the Human kingdoms of Stormwind and \ 
Lordaeron. Though the Horde was ultimately defeated, a 
visionary young war chief named Thrall rose to lead his 
people in their darkest hour. Under Thrall's rule, the Ores 
freed themselves from the chains of demonic corruption 
and embracerl their Shamanistic heritage. After years of w ig 
wandering the Ores founded their own kingdom in the harsh Vl 
wastelands of Durotar. Based in the warrior city of Orgrimmar ^ 
they stand ready to destroy all who would challenge their 
supremacy. As a proud defender of Durotar, it is your duty to 
crush your enemies both seen and unseen, for the nefarious 
agents of the Burning Legion still wander the land. v|| 


Despite the power Kil'jaeden had over Ner'zhul, he couldn't quite 
convince him to give the Ores completely over to the power of the 
Burning Legion, so instead, he recruited a new, more corruptible 
young Ore named CuTdan. Gul'dan became an avid student and 
a fK)werful warlock among his people. 


In time, Gul'dan, under the manipulation of Kil'jaeden, 
maneuvered all of the Ore clans into partaking in a ritual that 
would make them indebted slaves to the Burning Legion and 
give them a blood lust they could not quench. He opened a 
portal into Azeroth where they began to work the will of the 
Burning Legion once more u(x>n the denizens of the land. 


The power of the Alii 


overcame them; however, with 

Sargeras' spirit locked away in the nether once more, the Ores 
were brought low. It was a new young Ore called Thrall that 
lifted the Ores up once more by freeing his brethren and restoring 
them to the spiritual Shamanic roots that would quench the taint of the 
demons that once ruled them. 


It was Sargeras' second-in-command, Kil'jaeden, who 
discovered Draenor and the races that lived there. Finding 
the Ores to be a race worth 
molding into a driving force of 
bloodlust, he began to corrupt 
them, turning them from their 
Shamanistic ways toward the power 
of Warlockry. The powerful Shaman Ner'Zhul was 

f seduced by the power of Kil'jaeden and all the demon 
offered and it was not long before he led his people 
against the peaceful Draenei utterly destroying them. 


Role-play Tips 

The Ores are probably one of the most scarred of rac es. They have been through 
more than most and continue to try to recover from their ill use by the Burning 
Legion. These are a hardened people carving out their place among the harsher 
and more barren climates of Kalimdor. Ores aren't generally perceived as the 
brightest of Azeroth's races, however in ways of war they can be quite unmatched 
in their cunning and ferocity. Play up to Ixrth their strengths and weaknesses. 


TAUREN 


Racial Traits 

War Stomp: Activate to stun opponents 
within 5 yards. Lasts 2 sec. 2 min. 
cooldown. 

Endurance: Max health increasc'd by 5% 
Cultivation: 15 skill Ixjnus to Herbalism. 
Nature Resistance: -i-IO Nature Resistance. 
Languages: C3rcish, Taurahe 


Shomon 


Once a nomadic (x>ople, the Tauren rcjamed the- endless plains of the Barrens hunting 
the mighty Kcxio. Scattercxl across the land, the wandering tribes were unitcxl only 
by their common hatred for their .sworn enemy, the marauding Centaur. 

Seeking aid against the Centaur, the great c hieftain Cairne Blocxihcxjf V 
lx*friended the savage Ores who had recently 
journeyed to Kalimdor. With the Ores' 

help, Cairne and his tribe were able to drive .. 

back the Centaur and claim the grasslands 
of Mulgore for their own. Upon the windswept 
mesa of Thunderbluff, Blocxihcxrf built a refuge for mT ^ 
his people. Over time, the * 

n scattered tribes united under ^ 

a single banner. Though the ' 

noble Tauren are peaceful in nature the rights 
of the great hunt are venerated as the heart of their 
spiritual culture. As a tribesman of Mulgore, 
the wild and 


The Tauren found mutual benefits in befriending the Ores and 
Trolls. While the Ores and Trolls helped the Tauren to 
drive back the Centaur and kcx'ping their lands safe, 
the Tauren have aided (and continue to aid) them 
in continuing a spiritual path as a Shamanistic 
society. 


you must test your skills 
prove yourself in the great hunt. 
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The vicious Trolls that populate the numerous jungle isles of the South Seas are 
retmwned for their cruelty and dark mysticism. Barbarous and superstitious, 
they carry a seething hatred for all other races. Long since exiled from its 
ancestral homeland in Stranglethorn Vale, the Darkspear tribe was nearly 
destroyed by rampaging Murlocs. Rescued by the young Warchief Thrall and 
his Orcish warriors, the Darkspear tribe swore allegiance to the 
Horde. Led by the cunning Shadow Hunter, Vol'jin, the 
Darkspears now make their home in Durotar along with their 
Orcish allies. As one of the only surviving Darkspears, it falls 
to you to regain the glory of your tribe. 


The Trolls have a long history of 
war with the Humans. Even before 
the Burning Legion came into the 
land, they had waged war against the 
Humans and Elves with hit and run 
raiding parties. They hate the Humans 
above all other races; however, 
after nearly being completely wiped 
from the face of Azeroth. They relish 
protecting their new homes in Durota 


Racial Traits 

Bcrserking: Activate when "wounded" to 
increase melee and spellcasting speed by 
25%. Lasts 20 sec. 2 min. cooldown. 
Regeneration: 10% health regen bonus. 
10% active in combat. 

Beast Slaying: 5% damage bonus to Beasts. 
Throwing Weapon Specialization: +5 to 
Throwing Weapon skill. 

Languages: Orcish, Troll 


and look for any reason to convince the remaining Horde of the 
complete treachery of the Humans. It was Grand Admiral 
Proudmoore's attack on the Horde that enraged them 
even more and the fires of hate burn even hotter within 
the breasts of the Trolls. For now, they cooperate with 
the remaining members of the Horde to maintain 
their homes and to retain their alliances that 
their people continue to rebuild. 

Role-play Tips 

The remaining members of the 
Darkspear Tribe are loyal to their 
friends: the Ores. They work to rebuild 
themselves and make their tribe strong 
once more. They are fierce and capable 
fighters who seethe with a burning 
hatred of the Humans. Use this 
to your advantage in creating 
your character. You can 
expand the hatred to include 
the rest of the Alliance as well, after all they 
are allied with the Humans. Though being a Troll, 
you probably don't need too much reason to hate 
anyone not of your tribe. y 


UNDEAD 


STARTING STATISTICS 


I Bound to the iron will of the tyrant Lich King, the vast 
I Undead armies of the Scourge seek to eradicate 
all life on Azeroth. Led by the Banshee Sylvanus 
Windrunner, a group of renegades broke away 
from the Scourge and freed themselves of the Lich 
King's domination. Known by some as the Forsaken, 
this group fights a constant battle not only to retain its 
freedom from the Scourge, but also to slaughter those 
who would hunt them as monsters. With Sylvanus 
as their Banshee Queen, the Forsaken have built a 
dark stronghold Ijeneath the ruins of Lordaeron's 
former capital city. This hidden Undercity forms a 
sprawling labyrinth that stretches beneath the haunted 
woods of the Tirisfal Glades. Though the very land is 
cursed, the zealous Humans 
of the Scarlet Crusade still 
cling to their scattered 
holdings, obsessed with the 
eradication of the Undead 
and retaking their homeland. 

Convinced that the primitive races 
of the Horde can help them achieve 
victory over their enemies the forsaken 
have entered an alliance of convenience. 


Racial Traits 

Will of the Forsaken: Activate to become immune to 
fear, sleep, and charm effects. Lasts 20 sec. .3 min. 
cooldown. 

Cannibalize: Increase health regen by 200'!^> while 
consuming a corpse. Lasts 15 sec. .3 min. cooldown. 

Underwater Breathing: Underwater breath increased 
by 4x. 

Shadow Resistance: +10 Shadow Resistance. 

Languages: Gutterspeak, Orcish 

Harboring no true loyalty for their new allies, they go to any lengths to ensure 
their dark plans come to fruition. As one of the Forsaken, you must massacre 
^^any who pose a threat to the new order, Human, Undead, 
% or otherwise. 

With undeath comes new capabilities and immunities 
no other race is afforded. The Undead do not need to draw 
breath to fill their lungs nor have any need for mortal hang-ups. 
Theirs is an unlife of working for not only their own survival, but of revenge and 
power. Their dark lands are plagued by the remnants of the Scourge and the vile 
Scarlet Crusade, but they remain vigilant in their pursuit to rid themselves of 
both menaces and establish themselves as a force not to be reckoned with. 
Role-play Tips 

The Undead are a versatile race to role-play. They were once normal Human beings 
until the plague swept through their villages and turned them into the creatures 
they are today. They are hunted by the Alliance as abominations to be dealt with 
the same as the Scourge. In turn, the Undead are fighting a battle on two fronts, 
one with the Scourge and one with the Alliance, only keeping the others of 
the Horde as allies because they cannot afford any more enemies. They are a 
nucleic society bound together by a hideous chance of fate and work to make 
the most of their lack of life. Play up their role in creating a new plague to sweep 
through the rest of Azeroth. Remember, the Undead do not breathe as well, they 
do not feel like others, they do not do a lot of things that others do. In that lie their 
strengths and weaknesses. Use them, expand on them and be creative. They have 
many possibilities. 







CLASSES OF AZ E ROTH 


This section offers a glimpse of the role 
that each class plays within Azeroth. 
All of the classes have played a part in 
the history of the world, and this shapes 
how they are viewed by other lands 
and within the great cities of the realms. 
Choosing a class is an opportunity to 
immerse yourself in the past events of 
and work within its framework 
to decide the events of the future, as your 
group progresses within its chosen aims. 


DRUID 


and used their power to fight against 
the demonic forces. Currently, some of 
the Druids have reentered the Emerald 
Dream, while others have stayed in 
Azeroth, working to repair the great 
damage that has been done to nature. 


The Druids exist apart from political 
boundaries of empires and clans. 

does it matter if one is Horde or 
Alliance in the great expanse of nature? 
The Night Elves and Tauren, united in 
their love of the land, have set aside 
their differences to work together, 
safeguarding Azeroth and helping to 
mend areas contaminated by pain and 
ar. Therefore, the Druids offer hope of 
whaf all of Azerofh could accomplish if 
all the races worked for the betterment 
of the world together. 


HUNTER 


The lands of Azeroth are home to a great many beasts, everything from wolves and 
cats to bears and large birds, to name but a few. These species care nothing for the 
ir between Horde and Alliance; their lives are filled with their own struggle to find 
food and live from day to day. By the same token, there have always been those 
individuals who exist outside of the boundaries of civilized society. These free spirits 
have found a connection to nature and a way of living with it. These wilderness 
people have taken the chance to explore the various lands of Azeroth and formed 
bonds linking themselves with the beasts of the world. 


A Hunter is never without their weapon and their partner, the beast that they formed 
a relationship with. The two of them work together and learn from each ofher. This 
allows the Hunter to embrace the natural world and their pets to be free from some 
of the more pressing aspects of their existence, such as finding prey and having a 
safe place fo rest. 


Some of the races have taken easily to this way of life. The Tauren and Night Elves 
have a great respect for nature as a whole, and working as partners with it is an 
extension of that. The Trolls, as well, have never moved far away from the rhythms 
of the natural world. For these peoples, becoming a Hunter allows them the chance 
to bond with nature and the beasts within it. 


For others, it appeals to their independent spirit. The Dwarves and Ores are strong 
individuals, and some of them have grown tired of the political bickering of the 


cities and accepted the wilderness as their homes. These are Hunters who seek lof 
find their own ways in the world. 


The keepers of nature, the Druids care for the natural world, its creatures, and the 
balance of existence. Many of them have watched over the world through the 
Emerald Dream, an ethereal realm that exists separate from Azeroth but is intimately 
interwoven with it. This spirit world allows the regulation of the ebb and flow of 
nature and the evolutionary path of the world itself, and is the realm of one of the 
great Dragons: Ysera the Dreamer. 


MAGE 


The call of magic is a powerful one. Some have decided fo dedicate their lives to | 
it, studying it, practicing it, and spreading it throughout the world. In the history of 
Azeroth, no other kingdom fully embraced the force of magic as strongly as that 
of Dalaran, where the entire culture was guided by mages. As a political entity, 
Dalaran was a source of great knowledge not jaded by certain moral concern!) 
seeking only to understand and harness the nature of magical power. 


To help guide the course of the natural world, the Druids entered into the Emerald 
Dream, agreeing to exist apart from their friends and loved ones in an extended 
state of hibernation. However, because of the threat posed by Archimonde and 
the Burning Legion, the Druids awoke 


The kingdom of Dalaran no longer exists. Destroyed by the Burning Legion, ilt 
remnants have fled throughout the lands of Azeroth, and the practitioners of magk 
have taken new apprentices and students. This has led to knowledge of magic bein| 
spread throughout all of Azeroth. 
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In the Alliance lands. Humans and Gnomes have had a great thirst for knowledge, 
They have always been characterized by their curiosity and willingness to learn. 
Within the Horde, the Trolls also seek to understand the world and their place in it. 
The Undead, as well, have lost none of their curiosity in the passage into unlife, 
some of them take easily to the pursuit of power. 
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PALADIN 


The Paladins are the champions of Light and the Defenders of the Alliance. Within,, 
the Alliance, the Paladins are dedicated fighters, safeguarding the populace from 
the various threats against them. These men and women uphold honor and bravery, 
and their cause is to protect the people, honor the will of the nation, and bring Light 
against the Darkness. 


Lordaeron used to be a center for the Paladins, a bright shining city that was a bastion 
of civilization. The defending Paladins were a great force of order and respect for 
their nation. However, there were dark forces at work, and a great sickness took hold 
of the land, spreading the curse of the Undead throughout the country. Lordaeron 
was destroyed and some of its Paladins corrupted, leaving the rest of the knightly 
order to fight against the Undead and their former comrades. 


The Paladins' ranks are formed from the Humans and Dwarves of the Eastern 
Kingdoms. These people are stout defenders and work within the boundaries of 
their political organizations. Beyond all else, though, the Paladins are dedicated to 
ideals of honor and bravery, and they believe in the cause of Light. 
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PRIEST 

Holy and Shadow are elemental forces of the gods, separate from those of the world 
^ itself. There are those individuals that seek to use them within the world, dedicating 
jiemselves to the worship of greater forces. For these people, the use of these 
tleitiental forces is a gift of the gods, requiring great study and great reverence. 

. The pursuit of Holy magic is the love 
of life and healing, replenishing and 
protecting the caster and those for whom 
they care. Shadow is the opposite, a 
force of raw destructive power that 
I damages the target and wounds the 
\ spirit. Both forces are powerful and 
require skill to use properly. 

I Those dedicated to healing of the mind 
i and soul often become priests, because 

I I rf the appeal of Holy magic to salve 
' the wounded. However, because of the 

strength that Shadow promises, darker 

I individuals move to its worship. Within 

I I the races, Humans, Dwarves, Night 
Elves, Undead, and Trolls all have the 

, religious structure and reverent nature 
II that being a Priest requires. 

,1 

1 

ROGUE 

I All that it takes to be a Rogue is an individual nature drawn to working behind 

" the scenes and a willingness to let certain laws and strictures slide. The Rogue is a 

person that prefers to move in the shadows, striking where least expected and taking 
advantage of opportunities where they present themselves. 

I Of course this appeals to thieves, spies, and assassins. Any nation with strong 
I political and national organization has a share of people who don't believe that they 
should be governed. Because this Is a group defined by individual spirit, it crosses 
I racial and political boundaries, with people of strong independence working for 
^ their own beliefs. 

I There are those among the Humans, Dwarves, Gnomes, Night Elves, Ores, Undead, 
and Trolls who seek to find their own paths. Only the Tauren avoid these activities, 
j believing them to be dishonorable. 


SHAMAN 

I The Shaman are the spiritual leaders of their clans and tribes, guiding the peoples of 

I the Horde to their destinies. Gifted with great insight, the Shaman seek to provide 

I, the best lives for their people within Azeroth, forming a network between several 
[, tfisparate races. 





It was the Shaman of the Ores that lead 
them into Kalimdor, where they formed 
bonds with the Tauren and Trolls that 
lived there. Only the Undead have no 



The races of the Horde have always had strong beliefs and a willingness to defend 
them. In addition, most have a clan/tribal political structure, with loyalty to their 
tribe being strongly values. The Shaman 
help to meld these tribal forces together, 
so that all the various tribes and peoples 
can accomplish a unified goal that 
benefits all of them. 


Shaman, and even within the Horde, this 
is viewed as disquieting. The Tauren, 
Ores, and Trolls have a common set of 
beliefs, while the goals of the Undead 
remain somewhat mysterious. 



WARLOCK 

For some mages, the lure of dark power and knowledge proved too great for mere 
study. They found a new wellspring of chaotic magic, allowing them to reach into 
the strength of the demons. Gifted with the ability to manipulate these demonic 
forces, the Warlocks are powerful sorcerers, and the pacts that they form with 
demons are a sign of their devotion to dark arts. 


HISTORY 


CITIES 


RACES 


CUSSES 


Demons are never far from a Warlock's call, and the Warlock is a master at 
controlling them. These sinister creatures follow the Warlock's orders, attacking 
enemies and protecting their master. A Warlock's servant fights for them, and often 
the Warlock thinks nothing of sacrificing their demonic pet if the situation calls for 
it; a new summoning spell is all that it takes to drag the demon back to the world 
of Azeroth. 



Because of their devotion to dark arts. Warlocks are feared and distrusted by most of 
the races. Within the lands of the Alliance, Warlocks are shunned and their places 
of teaching are outside of major cities. The Ores also have a great deal of suspicion 
toward Warlocks; most want nothing to do with demons ever again, and Ore history 
is replete with pain and anguish caused by their involvement with the demons. Only 
the Undead fully accept Warlocks as part of their civilization, giving them freedom 
and respect. However, despite the mistrust engendered by these practices, there will 
always be people who pursue dark but powerful knowledge. 



WARRIOR 

The roar of battle, the thrill of combat, the joy of victory: all of these things appeal to 
certain individuals. With the heart pumping and adrenaline rushing, they truly feel 
alive! Anyone interested in tactics and the feel of melee battle can find satisfaction 
and happiness in being a Warrior. 


In the Alliance, warriors can be found 
from all the races. Humans, Night Elves, 
Dwarves, and Gnomes all value their 
defenders, and with the threats that the 
nations have had to face, all are valued. 
In the Horde, Tauren, Trolls, and Undead 
all have their share of warriors, and each 
of them plays a strong role. Only the 
Ores are left without, for the ranks of Ore 
warriors were depleted during the fierce 
wars they have had to fight. 



For some, this means that they can protect their friends and allies. They can guide the 
course of battles so that the entire group is whole and healthy. For others, it gives them a 
chance to rush full tilt into the fray, reveling 
in the pleasure of physical combat. Still 
others take a more mercenary approach, 
doing it for the feeling of accomplishment 
that can be gained by doing a good job for 
good money. 





DUN MOROGH 

B warves and Gnomes have been part of the Alliance for quite some time. These industrious folk have also supported each other, and that 
shows in the way both races live in close proximity without savaging each other every few years. Yet, there are clear differences between 
these two cultures. The Dwarves are strong, courageous, and proud. They produce blades, guns, armor, and great buildings of stone, 
fi Gnomes are more inquisitive, building gadgets that are not always of immediate use or even known purpose. Together, the two races make 
Dun Morogh a land of many trades. 
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1 Gnomeregon 

7 Sleelgrill's Depot 

13 Eastern Dun Morogh 

19 North Gate Pass 

2 Frostmone Hold 

8 Coldridge Pass 

14 Misty Pine Refuge 

20 Narth Gate Outpost 

3 Southwest Dun Morogh 

9 Coldridge Valley 

ISAmberstill Ranch 

21 South Gate Pass j 

4 Chill Breeze Valley 

10 Anvilmor 

16Gol'Bolor Quarry and Mine 

20 Sauth Gate Outpost i 

5 The Grinled Den 

6 Khoronos 

11 keflowLoke 

12 Shimmer Ridge 

IZForEostern Dun Morogh 
18 Helm's Bed lake 

23 Ironforge [Dworven Capitol) 
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j^YOUR FIRST DAY 


Anyone who suddenly appears inside Ironforge or any number of Dwarven 
sirongholds might think that the land outside was blasted with heat and steam. Yet, 
Dun Morogh is a cold land, high in the mountains where a biting wind becomes 
one's frequent companion. Between 
rocky crags and icy lakes, the Yetis, 
Trolls, and beasts find their niche, but 
there are rewards in this isolated land. 
Potent herbs find a way to poke through 
the snows, desperate for light, and metal 
seems to pour up through the earth as 
well. For the wary eye, Dun Morogh is 
a place of great riches! 


ANVILMAR 

Anvilmar is a place of rest in southern Dun Morogh. Mainly a Dwarven site, the 
merchants, trainers, and travelers who come through are often on their way to more 
comfortable climes. Luckily, your first steps out here are quite safe. There is very 
little danger from the weaker Troggs and Wolves that dominate the hunting grounds 
nearby, and people are friendly in Anvilmar, offering many quests and services to 
those who are willing to work. 


Grelin Whiteboard takes his package from you without trouble, but he does have a 
few chores for those who are feeling brave. He doesn't like the fact that aggressive 
Trolls are living in the area in and around the cave to the south, but he also doesn't 
want to bother the army with such a trifling matter. Instead, he offers to reward you 
quite fairly for slaying 15 Frostmane Troll Whelps. (The Troll Cave) The Trolls have 
enough to their numbers that you're free to kill the ones outside until the quest is 
done; adventuring into cave itself occurs soon enough. 

If you see other players in the area while killing Whelps, feel free to ask them if they 
want to group. Because this quest is a kill task, it is extremely fast when you have a 
partner or two. Even better, the next stage of the quest is given when Grelin rewards 
you for the Whelps and asks that their leader be slain as well. Grik'nir the Cold lives 
at the back of the Troll cave and has stolen Grelin's Stolen Journal. With a partner 
to help, this is a very easy quest, and it can be soloed instead if you're careful about 
fighting monsters while avoiding additional aggro. 

Grelin is fairly generous with his rewards, and returning the journal is certainly 
a gcxxf step for you. Return to Anvilmar to sell (and possibly train, depending on 
the level you have reached); when you're done, take the eastern road out toward 
Coldridge Pass. Drop off the final letter to the Dwarves at the top of the hill, just 
before the pass, and grab Supplies to Tannock from Hands Springsprocket. 



Run down into the fields and start 
hacki ng or casti ng away. The T roggs and 
Wolves won't group together, so none 
of these fights should challenge even a 
novice player. If your health starts to get 
low after a series of encounters, rest and 
chew on any food for health or take a 
drink for mana. 

When the Troggs are slain and the Tough Wolf Meat is collected, return to the 
merchants and trade those in for a couple pieces of equipment. Sell spare items that 
were found during the fighting (unless you can use them), then go inside Anvilmar; 
the entrance is north and just a tad west from the merchants. There are trainers 
inside for all of the starting Dun Morogh classes, and your early abilities are all quite 
important to take before looking into tougher quests. 

While training, take the Mug of Scalding Mornbrew from Adlin Pridedrift to Durnan 
Furcutter (Scalding Mornbrew Delivery), inside of Anvilmar, and return the mug to 
Adlin. This is a short dropoff that doesn't require any substantial effort. 


Ragnar Thunderbrew provides a suitable task; to learn the recipe for Beer Basted 
Boar Ribs, you need 6 Crag Boar Ribs and a Rhapsody Malt (purchased inside the 
inn). Because you are hunting boars anyway, it's a perfect quest to grab. This can be 
done very early on without any trouble at all. Collect this, but don't head out yet. 


Tharek Blackstone has forged some tools 
for Beldin Steelgrill. This short delivery 
quest is a fine act to get out of the way 
because it provides fast experience and 
knowledge of where Steelgrill's Depot 
is stationed. (Tools for Steelgrill) Since 
there are several quests out of the 
Depot, it's good to find it early. Take the 
quest and run northeast from Kharanos 
(the Depot is just over the hill). Drop off 
the tcxrls and talk to the fine Dwarves 
who work there before leaving. 



Fight the Troggs inside and move forward until you leave the sheltered valley behind 
and head into Dun Morogh proper. The road leads to the fine town of Kharanos, 
where more quests and adventure wait. If you're interested in getting more experience 
and goodies on the way, stay close to the road and fight the slightly stronger enemies 
there (at least, they're stronger compared with the timid beasts of Anvilmar). 

KHARANOS AND STEELGRILL’S DEPOT 

The first point of order in this new region is to go inside the inn (on the right side 
of town) and talk to the innkeeper there. Tannock Frosthammer is the keeper of the 
inn; he'll reward you for delivering the supplies from Hands (back in Anvilmar). 
Also, speak with Tannock and set your home point here in Kharanos, which is a 
fine central location. 


One of the first people to approach is Balir Frosthammer. This local toughman is 
angry at the Troggs for their recent attacks; instead of ignoring the dull "buggers," 
he wants to bring them to heel. He asks that you slay 5 Rockjaw Troggs and 5 Burly 
Rockjaw Troggs. (A New Threat) Both are found in the local fields, though more of 
the Burly Troggs are seen in camps west of Anvilmar. 


Before leaving the merchants, also 
accept Dwarven Outfitters from Sten 
Stoutarm (he's also near the area where 
you start off). He wishes to receive some 
Tough Wolf Meat, 1 2 pieces in total. The 
Wolves in the local fields are neutral, 
very easy to kill, and are so close to the 
Troggs that it takes almost no time to get 
this tiny quest completed. Another quick 
quest for those in the area comes from 
Felix Whindlebolt, who needs his box 
lA Refugee's Quandary) returned to him 
(it's in the snow south of Anvilmar). 




More imposing and enjoyable are some of the quests outside of the small settlement. 
To the west are several small camps where more wilderness-oriented folk live. 
Take the Coldridge Valley Mail Delivery quest from Sten Stoutarm and seek Talin 
Keeneye (just west down the path from Anvilmar). Talin is worried about the bcxjm 
in the Small Crag Boar population and wants you to help with thinning the ranks. 
The Boar Hunteri Deliver your letter to him and accept this short hunting quest. 
Slay the boars and return before continuing on the mail route, now moving south 
into the lower part of the valley. 


Pilot Bellowfiz has a good quest. Stocking Jetsteam, that is best done while running 
around for other tasks. Because he wants Chunks of Boar Meat and Thick Bear 
Fur, the beasts of the area become fine targets of opportunity while working on 
other quests (doing this at the same time as Beer Basted Boar Ribs saves you some 
effort). Take Eversbine from Bellowfiz as well; killing creatures in your way out to 
the distant location of Brewnall Village should nearly complete the quest. 



EIWYNN FOREST 
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II Pilot Stonegear has another quest worth grabbing (The Grizzled Den) while you're 
still at Steelgrill's Depot. To add that cozy feeling to his engine, Stonegear wants 
t some Wendigo Manes, 8 in all. These are taken from the Wendigos who live 
F southwest of Kharanos, in and around a large cave there. Get this quest now, but do 
it after either getting a partner or finishing several easier quests first; the Wendigos 
‘ are not difficult, but their lair is more profitable when fully explored. Thus, it's better 
to go there when you have another couple levels or a nice group. 



BREWNALL VILLAGE 

With a number of quests collected, it's time to start getting things done. Move north 
: a tad and west from the road out of Kharanos and start fighting on the way toward 
Brewnall Village (just west of the Iceflow Lake). There should be a number of boars 
and bears along the way, so there are at least two quests being worked on just by 
fighting here and there! 

The Evershine quest has a single-handed axe or a decent staff reward, but you can't 
collect these simply by making the run. Indeed, when you get to Brewnall and speak 
with Rejold Barleybrew; he gives you the Cask of Evershine that you need after a 
tidy kill quest is completed. (A Favor for Evershine) Go out into the wild and bring 
down 6 Ice Claw Bears and 8 each of Elder Crag Boars and Snow Leopards. This 
helps polish off anything outstanding for your earlier quest! 

I The other quest to gel is Bitter Rivals from Marleth Barleybrew. Because you have 
several quest dropoffs at Kharanos and Steelgrill's Depot to hit soon, take care of 
Bitter Rivals on the way. Take that now, then complete it while running errands back 
at home. Bitter Rivals is fairly easy to accomplish; buy some Thunderbrew Ale at 
I the inn and use that to distract the Dwarf who is guarding the Thunder Lager in the 
basement. Wait until the Dwarf is gone, and then switch the Barrel of Lager for one 
of Barleybrew Scalder. Done and done. 

Before returning to Brewnall, train and sell items, then take care of the two southern 
quests. First is The Grizzled Den, which you received back at Steelgrill's Depot. 
Now is a fine time to kill the Wendigos and collect the substantial supply of metal, 
I leather, and cloth that are available inside the cave. 



After collecting the Wendigo Manes, move west and through one of the small 
mountain passes to the north. On your map, there's a pair of caves; both of these 
involve a single quest that can be quickly completed. The left cave is reached by 
climbing the mountains east of its location; there are some wooden platforms there, 
hinting that something important is above. Climb over the ridge and talk to Tundra 
MacGrann. (Stolen Stash) He is having major problems because his Dried Meats 
have been stolen by an elite Wendigo. MacGrann isn't strong enough to fight the 
monster on his own, and you aren't likely to win against it either. What to do? 


There are several ways to complete Tundra MacGrann's Stolen Stash quest. Clin 
down the mountains and look at the eastern cave. Old Icebeard lives there, ai 
the lockbox of meat is inside his den. Patient folks who are solo can simply w 
for Icebeard to wander away from his 
cave (he does this from time to time). 

Rush in, grab the meat, and tear back 
to MacGrann for a set of mail bracers. 

Groups can simply fight the beast, 
which is perfectly fine too. Or, a pair 
of two adventurers can trade aggro 
with Icebeard, having one person grab 
the box and then return to distract the 
Wendigo for their partner. Fast and 
simple too. 

Turn in the southern quests and talk 
to Senir Whiteboard about Frostmane 
Hold. A rarity, this Dwarf doesn't like 
to get his hands dirty and finish work on 
his own. He gives another western quest 
that you should do on your next run out 
to Brewnall, as discussed shortly. 


In addition, visit the Gnomes who live in the northern part of Kharanos, in a houi 
on the west side. They offer Operation Recombobulation, an exciting quest thj ' 
takes you to the edge of Gnomeregan. Finish this quest by killing the Leper Gnoml ■ 
out there for two sets of parts. Restabilization Cogs and Gyromechanic Gears. Tl 
is great timing because the Gnomes aren't that far from Brewnall, and another tripi 
needed to finish Bitter Rivals and grab several additional quests. 



BREWNALL REVISITED. TROLLS, AND 
GNOMEREGAN 

The Leper Gnomes are spread out enough in the west that even a solo charade ^ 
can handle them without many problems (just be wary of wandering Gnomes 
the dangers associated with them adding). It rarely takes more than 15-20 kills I 
get everything done there and then return to Brewnall. Instead of making a full tri( ^ 
back to Kharanos, it's better to finish events at Frostmane Hold here and now, v 
you're dose to the Troll's stronghold. 


Move south from Gnomeregan and look for the cave on the map that hugs the 
western walls of the area. That is Frostmane. If your level is still a tad low, ask for 
a companion while entering the place (forming a group now is wise anyway, since 
the next couple quests are quite challenging). Killing the five Headhunters is pretty 
much mandatory to get into the cave and explore it, so don't worry about that aspect 
of the quest. Simply fight in toward the back of the cave and wait until it says that 
you have completed the goal of exploring Frostmane Hold. 

Stop back in Brewnall on the way northeast and talk to Rejold Barleybrew. Rejold 
is trying to brew The Perfect Stout, and he needs Shimmerweed to accomplish this 
lofty goal. Take heed; the Trolls up on Shimmer Ridge are some of the deadliest 
enemies near Brewnall, and they work well together. Are you brave enough to slick 
your neck out for a better drink? 
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DECISIONS^ DECISIONS 

Though you hove quests to turn in back in Kharanos now, it saves major travel 
time to get this quest done before leaving the area (this time, you won't be 
coming back east, so the trip would be "wosted" H you returned now). That sold, 
The Perfect Stout is very hard to solo, and having a partner or an extra level could 
make the difference. So, decide whether to do The Perfect Stout now or after o 
short run for dropoffs/training instead. 
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The path up to Shimmer Ridge is northeast of Brewnall, at the northern end of the 
mountains by the ice lake. Fighting the Trolls along the path up is easy, but look out 
for patrollers. Shimmerweed does not drop often off of these Trolls, but it does fall 
from time to time. For a slow victory, keep camping the easy Trolls along the paths 
and just wait for the Shimmerweed. It's not fast or particularly fun compared with 
other quests in the area, but it gets the job done. 

Or, for a better (more dangerous) time, take a couple buddies and storm the 
campsites that are both west and east along crude paths on the ridge. All of the Trolls 
are skilled at ranged combat, with thrown spears and magic. This makes groups 
of the Trolls quite capable of killing adventurers. If there are multiple casters in a 
cluster ahead, consider having the party divide and kill both at a slightly slower pace 
(using interrupts to their fullest to minimize caster DPS). 

Baskets of Shimmerweed are found in the camps, and this dramatically aids in 
the completion of the quest when you are lucky enough to find them. These 
ground spawns can be opened in the same way as chests, and they take just as 
long to respawn. 

With the full supply that Rejold requestc*d, descend back into Brewnall and give the 
brewer his prize. The experiment appears to be a great success, and Rejold has a final 
request; lake a barrel of the new Shimmer Stout to Mountaineer Barleybrew. There 
is a guard area at the very edge of Dun Morogh, before the tunnel into Loch Modan. 
Mountaineer Barleybrew is on the eastern side of the cleared area. Hold onto the 
barrel while finishing your tasks in Dun Morogh and Ironforge, then complete this 
later on, when heading out of the region. 



IRONFORGE AND THE ROAD TO LOCH 
MODAN 

With Frostmane Hold done, Senir Whiteboard gives you The Reports and bids you 
lake them to Senator Barin Redstone of Ironforge. It's about time that you get to see 
the great city, and with the troubles of the land settling (thanks to your good deeds), 
a short break should be pleasant. Walk 
along the north road out of Kharanos, 
but take it all the way up to Ironforge, 
the capital. There are many things to 
do here, especially for crafters (seek the 
many city trainers to collect any trades 
that you wish to pursue). The Senator 
is found in the King's chamber (in the 
High Seal), so include a stop there 
during your circuit through Ironforge. 



IRONFORGE POINTS OF INTEREST 



Men Cote 

Inn, Bank, Ynitor s (enter, General Goods, Auction House 

MyilkWotd 

FbdoniCmrn 

HdofExplwers 

Moge/Portol Trainer, Polodin Iroiner, Priest Troiner 

Rogue Troiner, Lockpicking Trainer, Fbhing Trainer, Worlock/Demon Trainer 

Quest Recipients 

Tidwlown 
I^Word ^ 

Gnomeregon Quests, Engineering Trainer, Akhemy Troiner, Stormwind/lronforge Tram 
Inn, Worrior Trainer, Hunter Troiner, Survivol Trainer 

GtmI forge 

Griffon Master, Herbolism Trainer, First Aid Troiner, Enchanting Trainer, Mining Trainer, 



Blocksmith Troiner, Tailoring Troiner, Leatherworking Troiner, Skinning Trainer, High Seat 


With the capital explored and many fine quests completed, it's appropriate for you 
to seek Loch Modan, the beautiful land east of Dun Morogh. There are still some 
exciting places to see before you leave your homeland, so start making your way 
east and look for some of the following hotspots. 


There is a ranch just a minute or so east of Ironforge. Rudra Amberstill is a Ram 
breeder there, yet he is beset with troubles caused by a monster named Vagash. 
He asks that you help him by Protecting the Herd. Vagash is found on the other 
side of the mountain, just north of the ranch. Climb west and around the bulk of 


the mountains and bring a friend or two unless you are greatly prepared for an ugly 
fight! Vagash is Level 1 1 and is an elite Wendigo, so take that into consideration 
before the fight starts. Offer the Fang of Vagash as proof to Rudra that the attacks will 
stop (he has either a leather chestpiece or a two-handed mace to give as rewards). 

Two glorious quests are given by the Dwarves at the Gol'Bolar Quarry. Stop there as 
you continue east and talk to Senator Mehr Stonehallow, The Public Servant, in the 
camp just above the quarry. He is frustrated by the Troggs' attack on the mine and its 


miners. Without much of a choice, he 
demands that the Troggs be put down. 
Kill 10 Rockjaw Bonesnappers to turn 
the tide against the assaulting forces. 
Foreman Stonebrow, standing nearby, 
also wants to see Those Blasted Troggs 
punished for their violence against the 
worksite. For his part, 6 Skullthumpers 
must be put to rest. 

With a group, these two quests are 
frighteningly easy and fast. If alone, 
take the quarry very slowly and fight 
near the walls to avoid as many patrol 
issues as possible. Be careful of Troggs 
that stand behind ice pillars and such 
near the dungeon entrance, and be 
sure to stay well rested in case sudden 
adds demand more from your hit points 
and mana. 



A CRAFTER'S DREAM 

The Wendigo Cove was good, but the Quarry is on even better lotothw for ' 
crafters of all sorts. There is a wealth of copper inside the mine itseK, but 
there ore also veins outside of it (in the general Quarry). Beyond that, the 
Troggs are a fine source of Linen and drop money os well. Herbolists will 
olso be pleased because of the high concentration of Earthroot near the 
Quarry and both Silverleaf and Peacebloom within o short run west. 


I? 



In the far northeast is a short quest that you can finish to ease the mind of a troubled 
Dwarf. Pilot Hammerfoot is guarding some engines in that area, but he won't leave 
the region until he's convinced that his friend Mori is either alive and well or dead 
and lost. (The Lost Pilot) Mori charged off into the hills some time back, and you can 
help out be discovering his fate. Move farther north along the road, then break west 
when you can. Deeper in, the body of Mori is found. 

Though slain, Mori was able to account for his fate before his death. In his journal, 
the Dwarf wrote of a powerful Ice Claw Bear named Mangedaw. Vengeance was 
the pilot's final wish, and it would further aid his companions to know that this was 
done. Look slightly south and scour the area for the bear, then slay the beast. Tell 
Pilot Hammerfoot when the mission of vengeance is complete. 



S' 


The road east leads directly through a guardpost where Mountaineer Barleybrew 
works; give him his brother's barrel of Shimmer Stout. The Dwarf also wants one 
of his friends to try the mixture, and he passes the brew along with a request that 
it be sent to Mountaineer Kadrell of Loch Modan (one of the Thelsamar guards). 
Because you were on your way into Loch Modan already, this offers no expense 
of time or energy. 



Congratulations on your successes in Dun Morogh. Rams are breeding happily, the 
Dwarfs have raised a fine toast in your name, and even the snow seems to have 
receded a bit because of such fine efforts. New challenges wait in Loch Modan and 
in lands such as Westfall to the south and Darkshore across the ocean, but those are 
adventures for another time. 









ELWYNN FOREST 

his walkthrough explains your first day with a character in Elwynn Forest; we take you from Level 1 and Northshire Abbey to Goldshire, 
then on to the more distant farms and the Eastvale Logging Camp, and eventually to the city of Stormwind and the roads beyond! The 
goal of the walkthrough is to safely and comfortably guide new players through their first ten to twelve levels and describe the quests, 
actions, and secrets of Elwynn. 


1 Westbrook Gorrison 

2 Forest's Edge 

3 Mirror Lake Orchard 

4 Forgodeep Mine 

5 The Stonefield Form 


6 The Mociure Vineyards 

7 Jerod's Landing 

8 Goldshire 

9 Crystal Lake 

10 Northshire Volley 


1 1 Echo Ridge Mine 

12 Northshire Vineyards 

13 Jasperlode Mine 

14 Southern Elwynn Forest 

1 5 Brackwell Pumpkin Patch 


16 Tower ol Azoro 

1 7 Stone Cairn Lake and Hero's Vigil 

1 8 Eostvole Logging Camp 

19 Ridgepoint Tower 

20 Stormwind (Human Capital) 



g)YOUR FIRST DAY 


Bwynn Forest is the pleasant home of Stormwind City and the basket of Human 
’l/j^lization in the east. Surrounded by settled farms, lumber mills, and mines, 
twrything is within arm's reach in Elwynn. Humans who take up the call of 
jirenture start here, where life is mostly safe and settled. Better to get your feet wet 
in Elwynn than to plunge headfirst into the troubles of more distant lands. 

NORTHSHIRE 

Northshire Abbey is tucked into a protected valley on the northern side of Elwynn 
forest. Few enemies of import have ever seen the gentle streams of Northshire or 
sieged this humble land. Adventurers who begin here start close to the Abbey itself. 
Note the merchants standing outside, near their wagons and wares (they are fine folk 
iDsell items to after your upcoming hunting). 


I, flluthshirt 


fing on a small hill outside of the abbey is Deputy Willem, a brave man of 
(he has a Yellow Quest Indicator over his head). Willem has several tasks 
fcryou, but he first wishes that you go inside and speak with Marshal McBride. (A 
Threat Within) Step into the quiet halls of the Abbey and do as Willem requests, 
itoshal McBride is standing by the 
IM of the building and cannot be 
I hissed. Talk to the Marshal and find 
M what troubles have come upon 
I Hbtthshire recently. McBride wants 
to have some of the Kobolds outside 
jfcared out; they are not major threats, 

I hi it's inappropriate to have them 
I here, making trouble. (Kobold Camp 
Cleanups 

teept this task and leave the building. 

Turn right and look around the side of 
''iabbey to find Eagan Peltskinner. He 
twits to see some of the Timberwolves 
^jwght into line as well, and have Wolf 
Meat brought back to him. (Wolves 
Across the Borden Because the Wolves 

f «near the Kobolds, it's wise to accept 
ii chore also and do them both at the 
ametime. 

The Wolves and Kobold Vermin are just north of the abbey entrance. Fight the 
]^es as you make your approach to the Kobold camps and stock the meat away 
Tfagan. When you have enough, tear into the Kobold Vermin. There are slightly 
I More powerful Kobold Workers mixed in with the Vermin, but they too are neutral 
. being horribly trained and inexperienced in real combat. If there are many 

ligetsand few others hunting, dive into the Vermin and avoid the Workers. If you 
Must wait for Vermin targets, fight some of the Workers to pass the time to see the 
^^fcrence between levels of monsters. 

(ihen enough Vermin have been eradicated, return to the abbey and collect your 
Mward for both Eagan's quest and the Marshal's. The Marshal isn't terribly pleased 
•ith what he's hearing about the Kobold presence; he wants more investigation 
lone (Investigate Echo Ridge). Return to the camps and fight 10 Kobold Workers; 
^pwyof these are near the actual entrance to the Echo Ridge Mine, set into the 
^ithern hillside, but enough are in the camps to support multiple hunters. As a kill 
tek, this duty goes faster in groups, but the difficulty is so minimal here that doing 
=s entirely a matter of taste. 



Fighting inside the mines is safe enough; Kobold Laborers are still passive brutes, so 
you dictate who to fight and when to do so. Rest between battles if your Health or 
Mana become depleted (feel free to use the modest Food or Water available to you, 
as these are worth very little and can decrease downtime). 

McBride needs no reminder to pay you once you bring him the final tally of the 
fallen Kobolds. Don the new armor, if possible, and talk to Deputy Willem again; 
he now has other duties for you (more challenging than the battle for the Echo 
Ridge Mine). Indeed, a foul gang known as the Defias has taken control of the 
nearby Vineyards. They have substantial numbers and an aggressive disposition, 
and there is no choice but to go in fighting! The Deputy has chosen you for this task. 
(Brotherhood of Thieves) 

Before leaving, talk to Eagan Peltskinner; he'll mention that a friend of his is in a 
bit of trouble. This Milly Osworth is nearby, standing just east of the abbey. Talk to 
her about her lost harvest. Milly's Harvest is a quest to get Harvest Buckets from the 
Vineyards across the water. Collect 8 of these before returning, and do this while 
fighting the Defias to get multiple quests done at the same time. Return to Milly 
when you are done then take her manifest to Brother Neals, in the bell tower of 
the Abbey. 

The Vineyards arc to the east, across a small stream. If you cross at the bridge, 
be wary of the two Defias on the other side (these aggressive enemies will attack 
you once they are aware of your approach). Either look for lone Defias to avoid 
larger fights and being outnumbered, or grab fellow adventurers in the region for 
a Defias hunting party! Groups do well in the fields, where there are many more 
targets. Individuals have better luck a bit farther north, where the Defias are more 
spread out. 

Beyond killing the Defias, Willem wants Garrick Padfoot brought down for his 
cruel and unforgivable crimes. (Bounty on Garrick Padfoot) This Defias scoundrel 
is almost due east, at a shack along the mountains. Be sure to gather his head to 
complete your sweep through Northshire! A single Defias stands at the cabin with 
Garrick, so you are likely to have a fight with both of them at onc e. Conc entrate on 
Garrick first to ensure the quest's completion, and then worry about bringing down 
the spare Defias. 

Speak to Marshal Mc Bride one more time to see if he needs any final help. There are 
some documents that need to be delivered to Goldshire, and this is going to be your 
next stop anyway (what fortune!), so there is no harm in doing this for the Marshal. 

Collect all of the final rewards for the quests you've done and bid farewell to these 
comfortable haunts; you have already graduated to a greater field of battle! Your 
character is likely to be around Level 5 with all of the quests done, and you have a 
few items to equip from both the quests 
and from random drops (if fate has been 
kind). Remember to put any 6 Slot Bags 
you find into their own slots for added 
storage, and talk to Falkhaan Isenstrider 
on the way out of the valley (he gives 
you a quest to seek the Lion's Pride Inn 
in Goldshire). 



' With 10 Workers down, seek out Marshal McBride once again. Fully convinced of 
"“problem now, he asks that you fight inside the mine and kill both Workers and 
^iborers. This time he's offering rewards that are a bit more generous (for Leather or 
Mail wearers certainly), so the quest is a bit more pleasing to complete. (Skirmish 
It Echo Ridgei 



GOLDSHIRE 

The road leading away from Northshire heads directly into Goldshire, to the south, so 
it's not a difficult trip. Out in central Elwynn Forest, there are many more aggressive 
monsters. Notice the hostile Wolves and Defias that lurk near the edge of the road; 
fight these if you wish for more money and experience, but be wary of other hostiles 
who might join the fray and cause trouble during the encounters. 

It takes just over a minute to make the trip to Goldshire. The small town opens into 
a central square, flanked by the town's Inn, Forge, and local vendors. 
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After getting the pie to Billy and finding out that a Kobold actually has the necklacej 
it's really time to look at Fargodeep, which has up to four quests to complete if you 
haven't gotten a chance to go inside yet. (Coldtooth) Start looking for a group thal 
is already working the mine or planning to, and continue about your business wilk 
other quests until a slot opens in a nifty group, or until you are high enough to do 
the mine on your own (at around Level 8). 

Continuing on Maybell's quests will pass the time productively, if you're waitir 
Talk to Tommy |oe at the south-western part of his family's farm. He tells you tl 
his grandmother can be trusted to help and that she's smart enough to come up 
with an answer. (Speak with Gramina) She sends you into Goldshire with a note la 
William Pestle, inside the inn. He can make a potion to help the young lovers 
off together, but he needs several Crystal Kelp Fronds. (Collecting Kelpl )ust eastd 
town is Crystal Lake, where many Murlocs frolic in the clear water. Isolated Murloa 
patrol the outer edge of the lake, and these are perfect targets for your quest. 

Return to the two farms and clear up the Lovers' quests (The Escape), once ya 
have the potion, and plow through the Fargodeep/Kobold quests that remain. Thii 
brings home plenty of experience and puts your character into a better position I 
wandering around the rest of Elwynn; many of the wandering monsters aren't qu 
as scary now. 


a ^eiDTOO TH 

BMOuse there ore casters and such near Goldtooti^ it's fanportant to see 
what abilities your class has to disrupt caster activifiM. Make sure you 
; know how to stun, interrupt costing, or otherwise cripple these potOMt 
I ranged foes. 


Back in Goldshire, Marshal Dughan sends you off to the final mine of the regk 
(The lasperlode Mine) He wants the lasperlode Mine explored as well. That mined 
in the center of Elwynn, but east of the Northshire road. The Kobolds that were seen! 
around that mine are tougher, and some talk of Spiders has reached town too. If yo«! 
still have a group from the previous quests, try to keep them together for dealing wilk' 
both the lasperlode Mine and Princess. It won't take very long to get both of these 
done in a party, and it's so much easier. 


ionl 

4 

van' 


Before I 
collectii 
will do 
done. \ 


Guard ^ 
Dughan 
Sara Tir 
the san> 


Exploring the lasperlode Mine doesn't take long once you arrive, because the f 


quest is considered completed once you make it a short distance into the mine 
Quest-hungry players often leave at that point. Those eager for skill points and early 
tradeskills should stay and fight the Spiders and Kobolds for a time. 


Princess and two tough Boars wander around the Pumpkin Patch, south of the road 
and somewhat far east from the Maclure Vineyards. Princess is a hefty girl, and sh^ 
can deal substantial damage to people. Have tanks engage her before ranged folk^ 
get in on the act (this prevents her from charging). Attack Princess first and havean^ 
allies bring her down; even if party members fall during the fight, they should be 
able to return to loot Princess before her body disappears. 


THE EASTVALE LOGGING CAMP 

The Marshal has more than enough troubles for one time, and the situation in the 
east has him worried in a more pressing way than even the Kobold insurgent^ 
Murloc attacks in the east have caused people in the Eastvale Logging Camp to 


STOI 


With a I: 


Odds are that you don't feel quite ready for the Fargodeep Mine by yourself (the 
creatures are higher level than early Goldshire arrivals, group together, and are in 
decent numbers at several points in the mine). So, there are two options at this point. 
One route is to band together with three or four fellow adventurers and take on the 
mines without hesitation (a large group will have to clear Fargodeep several times to 
get all of the Gold Dust and Candles they need, but the safety level is much higher). 

Or, if you feel like a more solitary path, try walking south and diverting to the west 
slightly when you see the large hill for the mine, lust west of thal area is the Stonefield 
Farm. There are quests here that you can start on without searching for partners. 


Look around the farm and speak with everyone there. "Auntie" Bernice Stonefield 
* has lost her necklace, and she is pretty darn sure where it snuck off to: a boy from the 
nearby Maclure Vineyards that has been causing trouble pretty much since he was 
born. (The Lost Necklace) Bernice wants you to find the lad and get the necklace 
back from him. 


j Fight some of the creatures in and around the farms while running east to the 
I Maclure Vineyards, and certainly take out Kobold targets of opportunity outside 
I of the mines (where they are unlikely to receive assistance), and poke your head 
around the eastern farm (just on the other side of the mine). Billy did steal that 
; necklace, sure enough, but he isn't telling where it is. If you really want the answer, 
j without resorting to horrible violence, the boy demands 4 chunks of Boar Meat. 
I (Pie for Billy) Beyond that, he wants you to have those made into a pie for him by 
l| Bernice Stonefield (yes, the kid has plenty of nerve). 


Kill enough Boars to get the meat, and do all this while moving back and forth, 
hitting more Kobolds and gaining general experience. By the time you bring Billy his 
pie, you should be up around Level 6 (where another quest opens). Ma Stonefield 
is a wee jealous of a prize-winning boar that the Brackwell's have. Princess, as she 
is known, is a big girl, and you get the lovely job of ending her reign of girth. That 
quest can wait, but it's good to have. (Princess Must Die!) 
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Marshal Dughan is always standing outside of the inn, watching for trouble from 
those who wander through town. Hand him the documents from Northshire and see 
what is next in your journeys. The Kobolds are a problem down south as well, and 
the Fargodeep Mine is having far worse problems that the one at Echo Ridge. You 
are needed to explore the mine and find out how bad the infestation has become. 
(The Fargodeep Mine) 


Don't rush off to do this quite yet. There are several tasks in Goldshire that involve 
Kobolds, and it's always a boon to be working on several quests at the same time. 
Grab the quests from Remy (outside, by the vendors) and William Pestle (just inside 
the inn, on the left). Now you have two types of items to collect from the Kobolds 
and a quest to search the mines to the south, where there are tons of Kobolds! Win- 
win, eh? (Kobold Candles and Cold Dust Exchange) 


Talk to Maybell Maclure before leaving to fight the boars. She has a romantic problem 
and wishes to avoid an Elizabethan ending to it; her family hates the Stonefields, 
but she is in love with Tommy Joe, a young man who hails from there. Her family 
wouldn't accept it under any circumstance, so she needs help to run away and find 
a new life with him. (Young Lovers) This involves a bit of running around, but you're 
going to be doing that anyway (getting Boar Meat, making a pie, and so forth). 



abit nervous, and they already have to deal with Defias brigands and rumors of war 
inRedridge. To rectify the situation, report to Guard Thomas; he's by the bridge just 
shy of the Logging Camp. (Further Concerns) 


EQUIPMENT IMPROVEMENTS 




With a spore bit of tosh players ran fill out their equipment o bit by this # 
poiit in the gome. Sure, those silver ore hard fought, but the sum of S to 
10 silver won't mean much in the long run, and getting a better weopon 
or armor piece at a critical period con moke oil the difference. So, if you've 
been unlucky in rewords and drops, stop by Stormwind and see what's 
available in the Trade Chonnels. An inexpensive flight or train ride up 
to Ironforge is always available os well (if you wont to see the Auction 
House). 


1^ other. Many characters need help 
clearing the Murloc camp, but there are 
alien people in the area who are willing 
to do this (lone characters can try to 
break the camp by pulling a couple 
Murlocs at a time, but it's a dangerous 
cjoposition for new recruits). 


With the plight of the guards discovered, 
Guard Thomas can assign a Bounty on 
Murlocs who started the bloody affair. 
Take the fight to the Murlocs and 
receive a probably weapon upgrade for 
your troubles (dagger, mace, or sword). 
Thomas also offers a reward for a kill 
quest against the Prowlers and Bears in 
;!* area; this is another perfect group 
quest because it can easily be finished 
t, 3 few people. (Protect the Frontier) 



Supervisor Raelen has a quest from inside the Logging Camp. Talk to this worker and 
I find out about the WckkI Piles that are scattered around near the camp. Gathering 
these is easy to do while you hunt for Prowlers and Bears, so this is a fast and simple 
quest unless many other players are picking up the wcxxl already. (A Bundle of 


Beldre leaving the Logging Camp, talk to Sara Timberlain (SW in camp) and get the 
collection quest against the Defias. (Red Linen Goods) Any of the Defias in Elwynn 
urill do for this, so it's a fine target of opportunity quest while other tasks are being 
done. Most people come back to the camp several times anyway. 


Guard Thomas sends you back to Goldshire with your duties done, and Marshal 
Dughan hands you a marker for some armor. Indeed, this has to be taken back to 
Sara Timberlain, so wait until you have the Defias Bandanas and do them both at 
the same time. 


HELPFUL GUARDS 


! The guards in Stormwind know where o fair number of NPCs ore located. 
Talking to o City Guard allows you to osk where various trainers and 
stores can be found (these are then marked on your minimap after the 
conversation has concluded). Don't feel shy about pestering guards for such 
information — they just like to help out. 


While in town, do any training that wasn't finished back in Goldshire, and learn any 
trades that just aren't available in the earlier towns. 


STORMWIND BY DISTRICTS 


Trade 

Griffons, Inn, Trade Supplies, Guild Functions, Bank 

Old Town 

Coekina leadwninrkiflg, 

Moge's Quarter 

Alchemy, Enchanting, Herbalism, Tailoring, Moge's Tower 

Cathedral 

QmsIs, Priesi/Palodin btiining, Rrst Aid 

Park 

Hunter Training 

Dwarven District 

Uocksniilbbig, biidnaerina. Mining, Forge, Anvil 

Conal District 

Fisbing Trainer 




ElIVYNN FOREST 


Take the road east and fight some of the woodland creatures along the way if you're 
itteested in more experience and the chance for some Icxit. It isn't a terribly long 
jaumey, and Guard Thomas does have an interesting quest or two for dealing with 
i* Murloc threat. Find the Lost Guards is the first quest; it requires you to see what 
happened to two soldiers who disappeared recently. Look of the west bank of the 
river when it meets Stone Cairn Lake to find the first guard, then cross the river 
and clear the first Murloc camp to find 



■ifc.- MULGORE i 


TIRISFAl GLADES 


Many characters have a class quest around Level 1 0 that is based off of a Stormwind 
mission. Talk with your trainers in the city to find out where to start and what to 
do for these special tasks. Most involve granting special aspects of your class that 
are essential to future operations (Defensive Stance for Warriors, Resurrection for 
Paladins, etc.). 


CLEANING UP THE SCRAPS 

The final bits of victory to be found in Elwynn are based around the Westbrook 
Garrison. The tower and barracks over there are close to the Westfall border, and 
a heavy Gnoll population has taken control of the southern portion along the river. 
Talk to Deputy Rainer outside of the barracks to start Riverpaw Gnoll Bounty. Also, 
peek around the front of the tower; there is a Wanted Poster attached to a placard 
there. Read this to gain a second Gnoll quest (to kill Hogger, one of the nastiest 
Gnolls to dare tread into Elwynn Forest). (Wanted: Hoggeri Make sure you have 
both quests and dig in. 


Try to collect other players while 
running this collection quest, and hold 
back on attacking Hogger until another 
person or two has joined. Hogger is 
likely to present your first encounter 
with an elite monster; that by itself is 
a worthy reward for your duties. Yet, 
Marshal Dughan of Goldshire rewards 
you wonderfully if you bring Hogger's 
Huge Gnoll Claw back to town. 



^flTE FOES ; 

i ' Hogger presents a more dangerous target because he is elite. This Gnoll has 
about three times as many hit points of a normal QH| el his leveL A Level 
10 (beracter tan often beat a Level 1 1 monster my prnhIiiT. hirt 

Hogger lasts muth longer, does foir damage, atvf coo defeat solo ployers 
I with fair regularity. 


STORMWIND CITY 

With a bit of spare fighting and good fortune, you are probably going to hit Level 10 
soon. That's a great time to visit Stormwind, if you haven't already. Take the Candles 
from William Pestle to his brother Morgan, at a shop close to the front entrance of 
Stormwind. (Delivery to Stormwind) 


P Be sure to wait until Hogger te alone before pulfing bim Ql's always easier 


that way). Use long-term abilities during the fight 4»ensure that H 
stays as debuffed as possible, ond buff yourtelT bt^W going in, ue 


stays as debuffed as possible, ond buff yourtelT bt^W going in, unt^ you 
have formed o porty. 


You may find a Gold Pickup Schedule on the Gnolls, especially if you come across 
Gruff Swiftbite (at the southern side of the camp). This special item begins a quest 
to find The Collector. Take the schedule to Marshall Dughan, who asks that you 
bring The Collector's Ring back to him (to prove that justice has been meted out). 
Travel to the Brackwell Pumpkin Patch and search for Morgan the Collector. Kill 
any Defias who get in your way and eventually Morgan is found (he can appear at 
several places around the patch). With the ruffian slain, loot him for the ring and 
return to the Marshal for your reward. 


A 
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TELDRASSIL 


eldrassil is the new home of the brave Night Elves, a people who have taken arms and magic to battle against demons and restore the 
balance of their spirits. With the former capital of Elven power nearly destroyed by the fighting against the demons, this refuge has grown 
greatly in prominence. Those ancient and animated trees that remain to protect the forest have gathered here to stop any final advance 
from the evil remnants. Now the Night Elves are shaking off their suffering and readying themselves for the next chapter in their history. 








1 Rut'theran Village 

2 The Oracle Glade 

3 Wellspring River 
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8 Gnarlpine Hold 
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1 5 Shadowthread Cove 

16 Darnossus (Night Elven Copitol) 
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j^YOUR FIRST DAY 


Teldrassil is a large island off the coast of Kalimdor. Isolated from the effects of many 
recent troubles, the land itself is free from some of the greater taint that plagues 
many of Kalimdor's forests. Yet even here, there are the stirrings of disease and 
corruption. 


The greatest problems that exist in 
Teldrassil involve the tainting of natural 
creatures and beasts by a force of evil 
in the forest. Your duties often involve 
seeking this taint in an attempt to 
isolate it, eliminating the corruption, 
or to destroying the creatures who are 
beyond salvation. 



ALDRASSIL 

Aldrassil is the starting town, in the north-east of Teldrassil, where your character 
begins the journey into greatness. As with all lowbie fields, the majority of the 
creatures are neutral and won't attack unless engaged directly. A single large 
building at the center of this forested valley houses trainers, vendors, and the leaders 
of Aldrassil. i— ^ 


NIGHT ELVES HAVE MEHLE, NOT METAL! 


K ywi w«t to b« a miner, be warned that Teldrassil is starved far metal. No 
OM Mt here will train you in the hearty art of mining, and the problems don't 
(ad there. Copper is so rare out here that you won't find any of it. If mining is 
af tremendous importance to you, create the Night Elf you want and head to the 
uialoid (this is doable even at low levels). 


Oi the flipside, Peacebloom and Silverleaf are in great abundance, so harvesters 
who prefer Herbalism are often quite happy here. Skinners, too, have abundant 
resowces from which to gather as many beasts in the area are skinnahle. 



Hunt the three targets mentioned above, then return to Aldrassil and turn in your 
quests. After selling any spare loot and equipping 6-slot bags (if you found some of 
them), look around for your class trainer. Most of the trainers are inside the main 
section of the building, but the more nature-loving folks (such as the Druid trainer) 
are in the higher branches of the building. Get your character any new skills, then 
speak with llthalaine a second time. 


I outside, is C 
I while headir 

A 


simple, as these spiders are in high numbers near a 
both quests simultaneously for a more efficient run 


e to the north-west. Go after 


5 AH af the major breeds of spiders in Teldrassil ore veaomous. This makes 

E , fighting them a slow process due to increased dowitiM (especially when 
^ you factor Night Elves' limited hit points at low levib). Though needed for 
^ quests, the spiders are better avoided when huiHng fw money or bosk 
experience. 


Speak also with Conservator llthalaine before going after the Grells. The Conservator 
« worried about the populations of both Young Nightsabers and Young Thistle 
Boars. These need to be thinned out, and fighting them while going after Grells and 
during your return trip is a fine way to gain extra coin and experience here. (The 
Balance of Nature) 


While making the various runs back and forth from the spider cave, there is a longer 
quest to grab. To save a life, talk to Dirania Silvershine (outside, and east of the 
main building) and ask her about her Friend in Need. She is worried that a Night 
Elf man named Iverron hasn't been around to see her lately. Look to the west of the 
Webwood Spider Cave, in a small valley. A wounded Night Elf male named Iverron 
is there. He was bitten by the largest of the foul spiders and will soon perish. 



To save him, get his quest and return to town (best to do this at the same time you 
are making your first go at the spiders). Speak with Dirania Silvershine again; luckily, 
she knows how to make the antidote. Fight the Grells for 7 Hyacinth Mushrooms 
while collecting ground spawns of them to supplement your numbers, and looks 
around the northern pond to snag all 4 Moonpetal Lilies. The Webwood Ichor is 
easily obtained from the spiders you are already fighting, so that is a simple chore. 


Speak to a nearby Night Elf after watc hing the introduc tion to Teldrassil. Pan aliout 
until you spot Melithar Staghelm. Talk to him and find out about the Dryad who 
protects the local wocx). (The Woodland Protector) Her name is Tarindrella, and 
she is close by. Melithar encourages you to seek her! Tarindrella wanders south 
a' the town building; speak with her to find out about the Grells and the problems 
they are causing. These minor foes collect the Fel Moss that is a corrupting force in 
the region (having driven out the peaceful Firboigs already). Agree to slay the Grells 
while collecting Fel Moss from them! 


Have Dirania make the antidote and rush it to Iverron while making your move 
to grab the Webwood Egg (the next step for things inside the cave). This is a very 
efficient way to grab extra experience in the starting area. 


Turn in the quests to their res()ective NPCs and accept when Gilshalan sends you 
back into the cave for a genuine Webwood Egg. There are said to be hundreds of 
these inside the north-west cavern, so the only worry comes from fighting past all 
of the poisonous beasts. Run out to the cave and seek the upper levels of the tunnel 
complex (the paths wind upward on the 


left side of the cavern). Only one of the 
spiders is as high as fifth level, so even 
a solo character can move through the 
place safely (just don't try to fight more 
than a single target simultaneously). 
Grab a Webwood Egg from up top and 
return triumphantly to town. 


Gilshalan sends you upstairs for a minor 
chore after the Webwood quests are 
completed. He asks you to Speak with 
Tenaron. This accomplished Night Elf 
won't take much of your time, and he 
merely asks that you fill a Phial with the 
waters from the Moonwell just north of 
town. (Crown of the Earth) This only 
takes a minute, and you won't even 
have to fight there unless you want a 
few more Thistle Boars under your belt. 


To complete the ongoing balance of beast populations, he wishes that four Mangy 
Nightsabers and just as many Thistle Boars be culled. Both targets are on the 
northern side of Aldrassil in fair numbers. On the west side of the building, standing 
is Gilshalan Windwalker, and he has a northern quest also so talk to him 
^ while heading out. (Webwood Venom) Collecting Webwood Venom Sacs for him is 


FILLING THE PHIAL 




Just click on the Moonwell when you get the pointer with the geor on H. Hk i 
This indicates that you can interact with the object at which you're pointing. 










Another trade quest from this area comes from Syral Bladeleaf, a herb seller of 
Dolanaar. Syral wants you to bring six Elixirs of Lion's Strength and two Elixirs of 
Minor Defense. (Elixirs for the Bladeleafs) She promises to open free trade with you 
when you're done with this task. 


j! With all of your tasks in Aldrassil completed, Tenaron hands you a vessel with the 
I Moonwell water and requests that you take it to Dolanaar, a large town near the 
I center of Teldrassil. It's about time to head in that direction anyway, so that's a fitting 
' conclusion to your time in Aldrassil. 


Before leaving, speak to Corithras Moonrage at the southern end of town. He receives 
Tenaron's phial and asks you to fill another from the M(X)nwell to the east (this is just 
outside Starbreeze Village). This action continues the Crown of the Earth quest. 


Press on to Dolanaar and talk to everyone in town. The north building has Athridas 
Bearmantle, who wants you to enter the Firbolg village to the east; there is another 
Night Elf there who he is worried about. This is one of the first quests to you can 
quickly complete, so grab that. (A Troubling Breeze) Walk upstairs in the same 
building and ask Tallonkai Swiftroot about the Emerald Dreamcalcher. It's located 
in a small building at the southern end of Starbreeze and won't take long to grab 
when you make it out there. 


Zarrin is a cook who works well with odd dishes. Seek this teacher of fine things 
for a quest to learn the Recipe of the Kaldorei (a fine piece of spider-cooking 
cuisine). Zarrin asks that you bring 10 Small Spider Legs back from your hunt 
before learning this. 


ENTERING DOLANAAR 

Following Tenaron's bidding, it's time to seek tbe greater town of Dolanaar. Finish 
selling extra items to the vendors below, and make sure to train with the masters that 
specialize in your class. With that done, take the southern road away from Aldrassil 
and into the greater wilds of this majestic land. 


Stick to the road, and fight creatures nearby when you wish, then speak to the lone 
Satyr, Zenn Foulhoof, on the right side of the path, by a tree. He seems almost 
friendly, and is willing to award you a simple quest. (Zenn's Bidding) Return items 
from the Nightsabers, Strigid Owls, and Webwood Spiders that cover the kx;al area. 
It takes a number of kills to collect everything, so this is best accomplished while 
you are busy with other quests! 


DOLANAAR, A GOOD HOME - 

Talk to Innkeeper Keldamyr in Dolanaar to set your home point. With oil 
the running hock and forth that needs to be done, especially for some of 
the later Teldrassil quests, it's nice to have the option of getting bock there 


Run east, mostly following the road until you see the outskirts of Starbreeze Village 
and the Moonwell. lump into the Moonwell and right-click on the Phial to fill it with 
the special water. That is one quest that won't give anyone trouble! 


Next, push slowly into the village and beware of the Firboigs (they have become 
quite feral and attack almost anything they see). The first large building on the right 
has two floors, and Gaerolas Talvethren is on the top floor. Fight the few Firbolg 
1^. in th way and head upstairs. Gaerolas isn't in great shape, but he tells you what 


It's very fast ta jump off of the high branches after speoking with Tenaron. 
To survive, leap down onto the lower tiers of the branches and ramp. It's 
fun and saves a surprising amount of run time while rushing after the 
Moonwell. 


has happened and asks you to send word of it back to Athridas in Dolanaai 
Before leaving, curve around to the south-eastern cottage of Starbreeze and seardj 
the dresser. 


Return to Dolanaar, fighting the beasts for Zenn along the way, then turn i 
quests you have completed. The next stage of the Emerald Dreamcalcher is 
challenging and involves slaying a Firbolg leader and a number of casters (all 
of Starbreeze Village). Take a companion or two if you are uncertain of victory, tt 
run out to complete that while polishing off Zenn's quest. Make the turn in to Zeni 
himself and to Tallonkai Swiftroot. 


RECOVER AND CLEAR THE LAKE 

By now, it's probably time to train again and sell a few things. Talk to any of the oral 
trainers in town as well if you want to learn Cooking, Alchemy, or Herbalism (the 
are all on the south side; look to the north to find the First Aid trainer). There arei 
fair number of quests to grab now, and it's time to round them up. Talk to everyon 
and focus on getting Seek Redemption from Syral Bladeleaf. To make things rigli 
with her, leave town and walk south until you reach Lake Al'Ameth. There areFe 
Cones near the trees there, so Seek Redemption can be completed while walkin 
around the lake. First, speak to Denalan, on the eastern edge of the lake. 



Denalan has two quests that are done while looking for Fel Cones. He is a darn fin 
person, and he tcx> wants to find out what is harming the land. Accept the tasks o 
collecting Timberling Sprouts and Tiberling Seeds. The Sprouts are found all aroun 
the lake (and other bodies of water in Teldrassil). Right-click on these growing plant 
to collect them while moving around. Fight the aggressive Timberlings you com 
across to gain their seeds. If your eyes are sharp and can spot the steaming Ft 
Cones, all three quests can be done in a single pass around the lake! 

Turn in everything to Denalan and receive his shipment to Rellian Greenspyrt 
Rellian is in Darnassus, the capital, and can be found on the either the east sidec 
town, just outside the Warrior's Terrace, or north of the bridges (before reaching thi 
Druid's Grove). Do not head out to Darnassus just yet. 

Again, it is a gocxi time to seek a small group. Tallonkai Swiftroot wants to seethej 
head of Melenas, minus the body. Melenas is a dark Satyr who lives in a cave calW 
Fel Rock, just north of Dolanaar. (Twisted Hatred) There are many aggressive GreHi 
in the cave, and that is why having a few buddies can make a huge difference 
Search the cave while killing the nasty monsters and look for the wanderiit 
Melenas; though he stops in the north-western corner atop a ledge, he also patrol . 
from time to time. Target Melenas first when jumping the brute, and bring him clow 
to make sure the quest is a success. Even if you die afterward, return to the body and 
loot it for a fine victory. ' 
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With that done, there are several quests west of town that can be done in a loop.l 
you still have a group it is even easier, since one of the small dungeons is on the lit 
and can be quite challenging solo. 
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WEST OF TOWN: HOME OF THE DRUIDS j 



Athridas Bearmantle also has a quest to gather The Relics of Wakening. With a smaft The F 
group in tow, grab that quest. The Road to Darnassus (from a Sentinel just west* Leath 
town), and the next step of Crown of the Earth. Move west, toward the 
ahead, and look for the Gnarlpine Ambushers that lurk south of the road. Thequ 
for these is very fast, as you only need to kill six. Follow the hill that rises to ( 
south, beyond the Ambushers, and notice the slightly stronger Firboigs beyond. 







l^ENGERS ARE EVIL! 


Avengers ore a troublesome doss of enemies. TlwfMii^s ore one of 
tin nxes thot hove Avengers, and there ore o nun^ of them out in Ae 
forests of Teldrossil. When you slay another Firbo^ near on Avenger, 
the Avenger bursts into o Rage and starts to atAdk very quickly with 
devastating results. Try to slay Avengers first. 


If there ore costers orouniL they need to quickly as well. 

To solve this conundrum, have one persi#aitta« ampi io interru|tl their 
spels while the other party membersiMbt on fheJ^dMger. This wr^both 
eneoiies ore limited in their obility to let loose! It's not optimal, b^j^hting 
both rosters and Avengers at the some time never is. ^ ^ ’ 


At the top of the hill is a dungeon (Ban'ethil Barrow Den). Below are the relics that 
you are seeking, but dozens of Firbolg patrol the corridors and make life difficult for 
a^one who tries to enter. Move slowly with your group, taking on only one or two 
Firbolg at a time, and search the rooms of the dungeon for the four artifacts. This is 
infcvour only goal in the dungeon. A restless spirit resides in a room on the second 
tier of the dungeon. Oben Rageclaw has been slain, yet the Firbolg use his body to 
jiityk intruders. Oben's spirit wants this to end. Slay Shamans for Oben until you 
find the Shaman Voodoo Charm. (The Sleeping Druid) Return this to Oben, then 
agree to slay his body. Seek the animated corpse at the lowest level of the dungeon, 
fight it, then use the Charm to give this druid final rest. 

Return the artifacts to town after speaking 
with Oben again. Athridas is ready to 
have you go after Ursal the Mauler, the 
very Firbolg who began this war against 
the Druids of Teldrassil. Move into the 
awth-west, in the area by the very base 
0) Teldrassil (Gnarlpine Hold). While 
gfUing into position, fill your Phial at 
the next Moonwell (completing another 
part of Crown of the Earth), and steal 
i piece of fruit from the glowing tree 
south of the Moonwell. (Glowing Fruit) 

The fruit can be taken to Denalan for 
some extra experience. 

Ursal is somewhat easy to kill, yet 
the many Firboigs around him offer 
moderate resistance. Hopefully you can 
carry the group from the last dungeon 
onward and plow through Ursal's allies 
without trouble. Be wary of the Avengers 
and casters, since these enemies carry a 
wicked punch. 

DARNASSUS AND THE NORTHERN QUESTS 

Return to town and rejoice. All of the substantially challenging quests are done in 
Teldrassil, and the remaining ones are much easier with the skills you are already 
beginning to master. The next part for Crown of the Earth takes you up to the Oracle 
Glade, in the north-eastern section of Teldrassil. Sell, train, and grab that final c|uest 
before moving out. 

The house on the side of the road as you head toward Darnassus has a Skinner and 
Leatherworking Trainer. Stop there for a second if you are interested, then pass all 
the way to the capital. Before striking out to the Oracle Glade, complete Denalan's 
dropoft to Rellian; better late than never, ehf Rellian wants you to collect Tumors 
from the larger Timberlings that live along the Wellspring River, east of Oracle 
Glade. Accept that quest, and hit the temple of the south side of town for Tears of 
the Moon. Priestess A'moora gives you that quest, and she is on the upper tier of 
the temple. 

DARNASSUS POINTS OF INTEREST 



IMiSide 

ySde 

Druid, Hunter, ond Rogue iroiners; Arch Druid fondrol Moghelm, Night Lit Mount Vendor 
Warrior Troiner, Croft Trainers, Inn (Nortfi-Eost) 

(nliol 

Bonk 

itslSide 

JtjiBporler to Docks 


^Skle PrjMt Troiner, Dornossus Temple, Chief Archaeologist Gr eywhisker, Priestess A'moor a 





Now that you are loaded up with quests for the northern area, head out from town 
and walk to the Wellspring River. Fight the Timberlings as you plod north along the 
banks, and keep your eyes peeled for a dark-colored Timberling named Blackmoss 
the Fetid. Kill that one if you see him (his heart can be turned in to Denalan for 
additional experience, and you soon shall see Denalan for other rewards, so it's 
win-win). 

Once the tumors are happily yours, walk along the north side of the area and search 
for the spider. Lady Sathrah. This magnificent spider has been tainted, like so many 
things in the land, and you need to slay her. Take the Spinnerets from her bcxly after 
the deed is done. Also, continue just west of her usual location to find a second 
glowing tree (another piece of fruit can be picked there). As always, Denalan is 
happy to receive these. (The Shimmering Frond) 



Steer toward the center of the region and talk to the Night Elves who live there (and 
fill up your Phial from the Moonwell there). Recently, a messenger to Darnassus 
was murdered by the Harpies that fly to the west. (The Enchanted Glade) Sentinel 
Arynia Cloudsbreak needs to see their numbers beaten back, and she asks you to 
take up the challenge. Agree to this, then fight west and slightly north into a tiny 
cubby between the western wall and the trees where the Harpies are congregating. 
Not only do these kills help to rake in the Bloodfeather Belts that you need but there 
is also a trapped tiger named Mist. Talk to the wounded Ijeast and escort it back to 
the Glade in safety. Turn in the belts and receive the reward for that and saving Mist. 
Return to Darnassus after that to receive rewards from the temple and from Rellian. 


TElDRASSIl 



MULGORE 


TIRISFAL GLADES 



With Teldrassil almost done, it's time to wrap up a few loose ends. Talk to Denalan 
and give him the final few goodies that you found in the north. With the tumors to 
examine, he'll ask that you destroy the Timberling with the most Gargantuan Tumor 
that he has seen. This is certainly one that has the power to damage the land further 
because it has been so badly tainted. Oakenscowl is the Timberling's name, and he 
is undoubtedly the most powerful monster in all of starting land. Bring several allies 
to attack Oakenscowl, who lives south-west of the lake, just inside a small cave. 

Bid Denalan farewell after receiving your reward, sell and train in Dolanaar, then 
wave to all of the friends you have made there. Darnassus beckons, and the mists 
of Darkshore are coming soon after. To reach the foreign coast, look for a glowing 
pagoda on the western end of Darnassus; this tele|K>rts people out to Rut'theran 
Village, where a Mippogriff Master sends novice and veteran alike over the seas. 

Elune be praised! 








DUROTAR 

urotar is the new homeland of the Ores and Trolls on the continent of Kalimdor. It was Thrall who led the Ores to this new desolate land 
f I and began to rebuild what his people had long lost to the Burning Legion and then to the Alliance as a result of their folly. Thrall rescued 

the Trolls as well and what are left of their tribe has also taken up residence in Durotar. There are still troubles within Durotar however. 
Quillboars, Kolkar Raiders and the last vestiges of Proudmoore's fleet still harry the new residents. 






1 The Volley of Triok 

2 Burning Blode Cove 

3 Kolkor (rog 

4 Dorkspeor Strand 

5 Zolozone 


6 Tirogorde Keep 

7 Scuttle Coast 

8 Drygulch Bovine 

9 Morgoz' Comp 

10 Skull Rock 


IIRezlok 

12 Dead Eye Shore 

13 Rocktusk Form 

14 Joggedswine Form 

15 Zeppelin to Gromgul and Undercity 


1 6 Blodefist Boy 

17 Southfury River 

18 Misha Tor'kren 

19 Rozormone Grounds 

20 Thunder Ridge 




Dyour first day 




Durotar is mostly a desert region with the capital city of Orgrimmar to the North, 
the river to the west and the ocean to the east. Caverns wend their way through 
the land creating valleys that enemies have taken refuge in and islands pepper the 
southeastern coast. 


THE VALLEY OF TRIALS 

The Valley of Trials is the starting point for all new ores and trolls. It sits nestled 
within a valley in the southwestern region of Durotar. The beginning trainers and a 
small few vendors are located here. 


U storing ployers hove a missive in their pocks upon storting. When right-clicking 
Ikb message will give you a quest to seek out your closs trainer. You're oworded 
40 experience points upon completion of the quest. 

It level 10, dosses thot hove closs specific quests ore oble to get the quest from 
Ibeir troiMr should one he ovoiloble. 


The Valley of Trials is a great starting place for Ores and Trolls. There are minimal 
amounts of running involved at this point and the quests all revolves around the 
same contained area. 



Move through the area nearby and kill the Scorpids and collect their tails. A bit more 
northeast you'll come across Vile Familiars that you need to kill. Be careful here. It's 
better to fight them up close since they have a ranged fireball. 



Once all of the Vile Familiars and 
Scorpids have been killed, head to the 
southeast of where you found Hana'zua. 
There is a slight ramp up to a new area 
in which you will find Sarkoth. Sarkoth 
is larger than any other Scorpid and has 
orange bands across it. He's very easy 
to identify and is also aggressive - unlike 
the other Scorpids. 





When you first come into the world, you'll find yourself face to face with Eitrigg. He's 
your introduction into the New Horde and directs you to seek out Gornak to begin 
your journey. Gornak wants to help you to gain strength, albeit a bit reluctantly. He 
tasks you with killing 10 Mottled Boars. (Cutting Teeth) 

Calgar is nearby and has another quest for you as well. He wants you to collect 1 0 
cactus apples for him so he can make his Cactus Apple Surprise. He claims that 
Cactus Apple Surprise can do wonders and cool you down. Both of these quests are 
afairlyeasy way to start your time as an Ore or Troll. 


Right in the beginning part of the Valley of Trials you'll see plenty of Mottled Boars 
roaming around. They're not aggressive. Also sprinkled around the area are cactus 
and cactus apples. You'll know them by the rosy blooms on the cacti. Right-click on 
them to gather the apples; they respawn relatively quickly. 

Once you've killed all of the Ixiars and gathered the apples, return to The Valley of 
Trials and complete the quests by speaking to the appropriate NPCs. Gornak will 
want you to prove your prowess further by killing Scorpids and collecting 8 of their 
tails. It seems anti-venom is created from an extraction of venom from their stingers. 
Fortunately, Scorpids are not aggressive here. (Sting of the Scorpid) 

You'll now be able to speak to Zureetha 
faigaae and get the latest quest from 
her. She tells you of the coven called 
the Burning Blade that has taken up 
residence nearby. She would like you to 
slay their Vile Familiars. 


Head back out into the Valley of Trials to the north again where you just gathered 
Cactus Apples and killed Mottled Boars. As you travel north toward the Scorpids 
you'll notice a tree with an injured troll beneath it. Hana'zua will tell you have a 
Scorpid that is named Sarkoth that has injured him with his stinger. He managed to 
slice off one of the claws however, he would like revenge and for you to bring him 
the other to show that Sarkoth has been slain. 






Once you kill him, loot his claw and return to Hana'zua. He's very grateful to see that 
you've triumphed and is now resolute that he won't just lie down and die. He asks you 
to help by letting Gornek know back in The Valley of Trials that he needs assistance. 

Return to The Valley of Trials, turn in the Scorpid quest (Sting of the Scorpid) and 
Sarkoth quest to Gornek then see Zureetha Fargaze. She now has a new more 
dangerous mission for you. She would like you to venture into the cave of the 
Burning Blade and retrieve a medallion off of an agent of the Burning Blade within. 
(Burning Blade Medallion) 

You need to carefully maneuver into 
the cave clearing the way as you go. 

Vile Fiends and Felstalkers await inside. 

As you follow the path cleefx>r into the 
cave, you arrive at a spot where the 
cave opens a bit. Take the right path and 
follow it as it curves back to the left again 
and then straight. At the end of the path, 
you come across Yarog Baneshadow. 

Kill him and collect the medallion. 

Carefully make your way back out of the dungeon and check back in with Zureetha 
Fargaze. Your time within the Valley of Trials is at an end. Now you must make your 
way to Report to Scn'jin Village and let Gadrin know of the Burning Blade. As you 
exit the Valley of Trials, you'll notice a peon waiting at the a crossroads. He needs 
your help in delivering some food to the innkeeper in Razor Hill. (A Peon's Burden) 
It seems he's too much of a coward to do it himself. Go north along the road to 
Razor Hill and check-in at the Inn. 

Don't worry about picking up the Razor Hill Quests as of yet. Run south to Sen'jin 
Village instead to begin those. 



SEN’jIN VILLAGE 

Sen'jin Village lies to the southeast of The Valley of Trials. Trolls populate it. To 
its east are the Echo Isles and some of their most dangerous foes. On the way into 
Sen'jin Village notice Lar Prowitusk. He tells you of the Kolkar Aggression quest in 
which he asks you to infiltrate their stronghold and destroy their attack plans against 
the Ores and Trolls. 

Continue farther into the village and find Master Gadrin near a small puddle of 
water. He has three quests for you. For Mishina's Skull, he tells you of his brother's 
spirit being trapped by a Warlock in the Echo Isles. He wants you to find the skull 
within a circle of power and return it to him. 







TRAINING 

Don't forget to train every chonce you get. Generally, classes receive spells or 
new abilities every 2 levels. 


He also tells you of a witch doctor named Zalazane that is hexing Trolls and placing 
them under his spell. He has used other Darkspear Trolls to continue kidnapping so 
that he can place them under his sway. He wants you to kill 8 Voodoo Trolls and 8 
Hexed Trolls and to bring him Zalazane's head. Lastly, he requests that you report 
your findings of the Burning Blade to Orgnil in Razor Hill as well as tell Orgnil of the 
troubles the Darkspear Trolls are experiencing themselves. (Report to Orgnil) 

Master Vornal is nearby and also has a quest ready for you called A Solvent Spirit. 
He asks you to collect some Makrura eyes and some Crawler Mucus to help him in 
his alchemical studies. There is one more quest giver named Vel'rin Fang who asks 
you to help him keep up on the supply of hides. He asks you to bring 4 Durotar Tiger 
Hides. (Practical Prey) 

Head southeast to the beach and Darkspear Strand to start killing Crawlers and the 
occasional Makruras. Be careful of nearby Scorpids as well. While Crawlers are 
not hostile, Makruras and Scorpids are. Follow the coastline as you hunt. Return to 
Master Vornal once you have collected everything you need. Turning in the quest 
should see you around Level 6. 

Use your Hearthstone to make a quick trip back up to Razor Hill. Report to Orgnil 
and complete the quest. He has another quest for you, but don't take it now. Come 
back to it. Instead, speak with cook Torka. He wants you to Break a Few Eggs by 
going into the Echo Isles and taking Bloodtalon Lasher eggs and bringing them back 
to him. Accept the quest and head south to Sen'jin once more. 


It's time for a swim out lo the islands 
to gather eggs and pelts. Swim to the 
second largest island to the south along 
the island chain. Here you'll find plenty 
of Raptors and Durotar Tigers. 


There are two Raptor locations that have eggs. They're Iwth on the west side of the 
island and usually have a single raptor guarding both loc ations; a group of purple 
eggs at the bottom of a trc*e is your target. Right-click lo collect them. 


Once you have gotten all 4 hides and 
2 eggs, move to the main island. You 
can gel the third egg here and make 
your way over to the Trolls. Move to the 
south end of the island carefully. Kill 
any Tailashers or Tigers that gel in your 
way. There's an odd looking flattened 
short hill with a Hexed Troll standing 
guard. Mishina's Skull is at the top of 
the hill. 


Scale the backside of the hill to reach to 
the skull pile. Watch out for Zalazane 
who makes a circuit up the hill and bac k 
down from time to time. He's Level 10 
and a bit out of your solo range — for 
now. Swim back to Sen'jin village and 
turn in the quests you have finished: 
Mishina's Skull and Practical Prey. 
Go ahead and use your Hearthstone to 
make a quick stop back in Razor Hill to 
turn in the raptor eggs. 


It's time to visit the Kolkar Raiders and put an end to their scheming. Make youw ' As v 
way into the Kolkar Crag and start clearing your way to the first tent on the left. Th^ wilt 
Attack Plan for the Valley of Trials is lying on the floor inside the tent. Right-rllHM tow 
them to destroy them. (Thwarting Kolkar Aggression) ■ root 



The next plan is farther in and to the right. Clear the Kolkar Raiders and make you 
way to the next plan on the ground. Destroy the Attack plan for Razor Hill then mala ^ 
your way back further into the area. Clear the Kolkar Raiders and make your wayli ■ 
the last plan. It should be the Attac k plan for Orgrimmar. Once those are complel 
head back to Lar Prowitusk and complete the quest. A little more swimming and th( 
quests of Sen'jin Village will be complete. 
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It's time lo deal with Zalazane. Swim back lo the large island where you gd 
Mishina's Skull. Kill the Hexed and Voodoo Trolls you net?d to. Once you ha\^ 
managed to kill the ones you nec>d, take the back side of the hill where you pj 
Mishina's skull again and wait for Zalazane. This is the safest possible spot to fig|| 
him without having Kj wade into the center of the c amp to get him. Once you hav^ 
managed lo kill him, return lo camp and check back in with Master Gadrin. Wheg 
finished it's lime to move up to Razor Hill. 
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RAZOR HILL AND DUROTAR 

Razor Hill sits solidly in the center of 
Durotar. This is a primarily Ore location 
and houses the Inn and many trainers. 

Pick up all of the available quests in 
Razor Hill. Orgnil wants you to venture 
into Thunder Ridge to kill Fizzle 
Darkstorm, a Burning Blade Warlock. 

(Dark Storms) 


Gar'Thok is waiting for you at the top of the lower nearby, t le has two quests for 
For Vanquish the Betrayers, he wants you lo venture into the remains of Tiragai 
Keep to kill 10 Kul Tiras Sailors, 8 Kul Tiras Marines and Lieutenant Benedict. 
Admiral Proudmoore's reserves, they have moved back into the region and needta 
be shown the door. 
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He also speaks of the Encroachment 
the Razormane (Juillboars that are to , 
the west. Their presence is no longe ' 
to be tolerated and they need to bt 
driven from Durotar. You must kill 
Quillboars, 4 Scouts, 4 Dustrunnenj 
and 4 Battleguards. Begin by making 
your way southeast toward Tiragarde. 
Keep. Kill sailors and marines as yt 
make your way toward the main ke 
on the interior. 



As you enter the keep, you can only turn to the right. Once you turn to the right it 
will force you again to the left. Take the first left again and head around the corner 
toward the stairs. Once up the stairs, take the ramp to the left. This leads to a main 
room where the Lieutenant waits. 


Kill all of the Lieutenant's minions and then him. Loot the Silver Key that he has and 
go back to the stairs that you passed when you made the left into the room. Go up 
the stairs out on to the landing. Kill any sailors or marines that are in the way and 
open the box at the end of the walk. There's an Aged Envelope inside. It starts a 
quest if you right-click it. (Admiral Proudmoore's Orders) 





Stop by CaKThok and turn in both quests. He tells you to rush to Orgrimmar to 
let Thrall's right hand man Nazgrel know about what you have found. He also 
wants you to swim out into the Scuttle Coast to get some tcxjis from the wreckage 
of the ships and bring them to him so 
he can better learn of the abilities of the 
enemy. The only things that you need to 
keep in mind as you swim out to get the 
tools are that the Makruras will attack 
you and that you need to resurface Uj 
get air from time to time. There are tools 
in small chests in the ship wreckage. 
(From the Wreckage) 


SON'T FORGET TO BREATHE J L 

Abar appeors whenever you're swimming to in^cnto how much hrwith 
yselMve left. Once you run out of breath, you start to take damagt. H's 
iifortont to remem^r to surfoce from time to tiilw even while fipttn SI 
tim you don't die to drowning. 


it's time to see Orgrimmar. The rest of the quests you have are still a bit challenging 
;^'lake the time to run to Orgrimmar now and complete the Admiral Proudmoore's 
Orders quest. There's a Goblin named 
Rezlak off to the left as you near 
Orgrimmar. Stop by and pick up the 
quest he has waiting for you. He would 
like you to recover some supplies that 
were waylaid by the Dustwind Harpies 
in nearby Ra/orwincI Canyon. Accept 
his quest and continue on to Orgrimmar. 
(Securing the Lines) 


Travel the north road in Orgrimmar and then lake the first right turn trrward the 
V?“-ey of Wisdom. Run straight through the Drag into the Valley of Wisdom and 
I Thrall's Fortress. Nazgrel is waiting all the way in the back of the building near 
Thrall himself. Nazgrel thanks you and tells you that he advises Thrall of what he 
rH learned. 





With that there is nothing more left in 
Orgrimmar save to exit and travel down 
to Razorwind Canyon. There are two 
ways to enter the canyon. One is from 
the north and one is from the west. The 
entrance to the west is less populated 
by Harpies and perhaps the easiest path 
to take. Lcx)k for small tan sacks on the 
ground. These are the items you need to 
collect, lust right-click to pick them up. 
Return to Rezlak when you're done and 
he will have the next part of the quest 
for you. 

Rezlak would like your help in Securing the Lines. He feels that if you kill enough of 
Harpies it makes it safe for other supply cargos to come through. He would like 
you to kill 12 Dustwind Furies and 8 Dustwind Witches. The Dustwind Furies aren't 
difficult, however the Dustwind Witches can be a bit more of a challenge. It's 
int to try to take them on one at a time. 

foget to them, you need to go back into Razorwind Canyon and (if entering from 
west) take the right turn and pass through the small tunnel. Take your time and 








work your way through the Harpies. They tend to respawn relatively quickly so be 
wary of what is around you at all times. Once you have completed this, return to 
Rezlak for your reward. 


Once you have completed that, make your way down into Thunder Ridge. You will 
need to kill Thunder Lizards as you go to get to the encampment for Fizzle. Picking 
up at least one other person to join your group will make this quest go much faster 
and much easier. (Dark Storms) 


Return to Razor Hill and head over to 
the Razormane Grounds. The camp to 
the left has the Quillboars and Scouts 
that you must kill. Stay on the outer 
edges and pick off the ones you need. In 
the opposite camp are the Dustrunners 
and Battleguards. The Dustrunners are 
casters, so get in close to fight them. 


Head west and follow the river south in search of Kron's Amulet. While the quest 
says to kill every crocolisk you come across, it's easy to spot the one you want. 

He's an ancient crocolisk with bright 
green scales. Kill him and collect the 
amulet. Misha, while saddened by the 
knowledge of the fate of her son, will be 
thankful to have some peace of mind. 
With this last quest complete, it is now 
time to move out of Durotar. You should 
have a couple quests that take you out 
into the Barrens. Good Luck! 


Carefully lure the outer guards to you 
and kill them. Then follow the ledge 
to the right to get behind the camps. 
Clear each camp from the backside 
working your way around the camp 
counterclockwise until you only have 
Fizzle and his pet left in the center. 
You will need to work quickly since the 
mobs you have killed earlier should be 
respawning soon. Kill him and collect 
the claw from him. 


Return to Orgnil and turn in the claw. He will want you to see Margoz further north 
toward Orgrimmar to see if he has more on the Burning Blade for you. Check in with 
Gar'Thok and complete the Encroachment quest. 


Run north toward Orgrimmar and over 
to Margoz' encampment. He wants you 
to venture into Skull Rock to gather the 
collars that the Burning Blade wears. It 
seems to give them powers that he would 
like to examine further. By grouping 
with others you're able to make your 
way all the way in to Gazz'uz at the end 
of the dungeon. He has a Burning Eye 
of Shadow on him that initiates another 
quest. (Burning Shadows) You need to 
take the Burning Eye to Neeru Fireblade 
in the Cleft of Shadow in Orgrimmar. 


Return the collars to Margoz and he creates a sample collar to take to Neeru as well. 
He's unable to fathom the magic himself, but is confident that Neeru will be able 
to. In Orgrimmar you'll find Neeru Fireblade down in the bottom area of the Cleft of 
Shadow. He has a continuing quest for you that takes you out into the Barrens. 


Travel back out of Orgrimmar to a small 
house just southwest of Orgrimmar 
where you will find Misha Tor'kren. It 
seems she and her son had an argument 
and he stormed out of the house. She 
is very worried about him and would 
like some sign of his fate. (Lost but not 
Forgotten) 




MULGORE 

H The Tauren, once a nomadic people, have taken up residence within the plains and mesas of Mulgore. They walk the paths of the ancient 
Shaman, the nature empowered Druids and the ways of the Warrior and Hunter. The hunt is a right of passage for all Tauren. It is through 
hunting the beasts of the land that they gain strength and learn the lessons of the world. While the Tauren may have found a new home, it 
is not a wholly safe and peaceful one. Centaur, Harpies, Dwarves and Bristleback Quillboars (along with the indigenous beasts of the land) are 
something to take task with. 
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g)YOUR FIRST DAY 


Mulgofe's located near the center of Kalimdor just west of the Barrens. After being 
displaced from their homeland by the Kolkar Centaurs, the nomadic Tauren took 
up residence in Mulgore and became one tribe. The Tauren are very much in tune 
with the land around them and hunt the creatures of the land to not only prove their 
place within their own society, but to provide for each other. Dwarves have taken 
up excavation on their land disturbs the very fabric of nature. 

CAMP NARACHE 

Camp Narache is your starting point as a fresh Tauren ready to prove yourself 
worthy to become a citizen of Thunder Bluff. It's a tiny village nestled in the crook 
of a mountain range. The area it is in is called Red Cloud Mesa. Creatures that reside 
here are Plainstriders, Mountain Cougars, Battleboars and Bristleback Quillboars. 
Plainstriders and Cougars are not aggressive. 

Your first encounter is with Grull Hawkwind. Once you have finished watching the 
opening movie, you will find yourself face to face with him making finding your first 
quest giver extremely convenient. He asks you to help provide for the village by 
I ttllecling plainstrider feathers and meat. (The Hunt Begins) 

Before you head off to complete this task, there are two more quests to pick up. One 
involves opening your inventory and reading the tablet within. By right-clicking on it, 
you can accept a task to report to your class trainer within the village. Pick up some 
easy experience and acquaint yourself with where their location for future training. 

t 

Next, visit the Chief of the village (Chief Hawkwind) and pick up a quest from him. 

I lA Humble Task) It seems his mother has gone off to collect some water but hasn't 
come back as of yet. The well is nearby and just slightly southeast of the village. You 
can kill Plainstriders and take care of this quest very easily within the area around 
the well. The well is within sight from nearby the village by cresting a small hill. Talk 
to the mother and collect the water needed to complete the quest. Once you have 
I all of the Plainstrider Feathers, Meat and the water from the well, head back to the 
I village to turn in those quests. 



The chief will be very pleased that you tcxik it upon yourself to aid his mother. He 
gives you the Rifes of the Earthmofhcr task and asks you to seek out Seer Graytongue 
to the west of the village. Grull Hawkwind would like you to prove yourself even 
further by collecting 5 Cougar Pelts. (The Hunt Continues) It seems these are highly 
valued by the village and will make some nice pieces of clothing for the children 
and mend the tents of the village. 

I Brave Windfeather is nearby waiting to speak with you as well. He has heard of you 
and would like you to put you to task. Where others have failed before, he hopes 
I that you can succeed. It seems the Bristleback Quillboars plague the Tauren and he 
I would like you to venture into the Bramblebac k Ravine to the east. Within, there's a 
^keshitt village and their chief. Collect his head and Windfeather will reward you 
: well. iBreak Sharptuski ^ 

JpOnce you've collected all of these quests, head toward the west of the village. You 
If should see a small tent up on the hill and a bonfire burning. Seer Graytongue is 
' r waiting for you there. On the way, start killing the Mountain Cougars. They're not 
'jiggressive. 

Seer Graytongue sets you on the path to the Rite of Strength. You need to battle the 
I ■ f enemies of the tribe, the Bristleback Quillboars to the east in the ravine; collect 5 of 
their belts and return to Chief Hawkwind. 

Before you venture as far as the ravine however, finish collecting the Cougar Pelts 
and turn those in to Grull Hawkwind. He has a new task for you. (The Battleboars) 
Jseems the Battleboars of Brambleblade Ravine are encroaching on the Tauren's 
llliunting grounds. They're trained to be aggressive by the Bristleback Quillboars. 

A 


He asks you to slay them and bring back some snouts and flanks so that they can 
make stew for the young of the tribe. Head to the east after doing some training. 

Outside the Ravine you'll find the 
Battleboars. They're aggressive, so 
carefully make your way to the cave 
that enters into the Ravine proper. The 
Bristleboars are spaced out enough that 
you should be able to pick and choose 
your battles relatively careful. There 
are also Battleboars inside the ravine 
with the Quillboars from who you can 
collect the snouts, flanks and belts as 
you make your way toward the chief. 

The first path on the right takes you toward your destination. It then splits; take the 
left curve in the road. It curves back to the right. There's a larger opening that has 
a building standing larger than the rest in the area. This is the chief's. Inside he has 
two other Quillboars with him. Carefully clear the area outside the building and 
then attempt to draw the others to you. If done well, you only need to fight one NPC 
inside and can draw him to you with a careful aggro pull. 

Once you have the chief's head, start making your way carefully out of the ravine. 
If you still need more belts, snouts or flanks, there are plenty of opportunities on 
the way out. 

Turn in all of the quests that you have just completed. By the time you're done, 
you should have reached Level 4. Chief Hawkwind has one more quest for you 
before you venture out of the Redcloud Mesa area. He wants you to continue in 
the Rites of the Earthmother and asks you to deliver a totem to Baine Bloodhoof in 
the Bloodhoof Village. Baine is the chief of Bloodhoof village and the son of Cairne 
Bloodhoof, chief of Thunder Bluff. It's his hope that by completing the rites you'll 
impress the Elders enough to gain acceptanc e with them. 


On your way along the path and just 
before you leave Red Cloud Mesa, you'll 
come upon Antur Fallow. She asks you 
to deliver some furs to her father at the 
Inn in Bloodhoof Village so she can 
complete her own Rite of Strength task. 
(A Task Unfinished) 


BLOODHOOF VILLAGE 

Bloodhtx)f Village is located to the north and a bit east on the road from Red Cloud 
Mesa. It sits on the banks of Stonebull Lake. It is only a slightly larger village than 
Camp Narache, but has all of the class trainers available to Tauren. 


Make your way to the Innkeeper first before you visit anyone else. He rewards 
you and you can bind there. There are several NPCs that have quests waiting 
for you, provided you have managed to reach Level 5. Harken Windtotem, Mull 
Thunderhorn, Baine Bloodhoof, Maur Raincaller and Ruul Eagletalon each have 
quests. Check in with Baine to complete the Rites of the Earthmother quest and pick 
up Sharing the Land and the Rite of Vision from him. 

Sharing the Land consists of killing Palemane Gnolls. They have taken up residence 
to the south and the west (Palemane Rock) of Bloodhoof Village and are killing 
creatures indiscriminately. They're unwilling to come to any agreements with the 
Tauren. He feels the only thing they now understand is force. Kill 10 Palemane 
Tanners, 8 Palemane Skinners and 5 Palemane Poachers. 










I 

; Jj ' For the Rite of the Vision it seems you need to visit Zarlman Two-Moons to continue. 
,*■)' I Luckily, he's nearby in the village. This is yet another quest in the long line of the 
Rites of the Earthmother you need to complete. Harken Windtotem wants you to 
kill Swoops and collect 8 Trophy Feathers to prove your cunning as a hunter. These 
. feathers are used to reward hunters within the village for their cleverness and as a 
i badge of honor. (Swoop Hunting) 




Maur Raincaller has had a run-in with a strider called Mazzranache who has a 
venomous bite. He needs some hard-to-find animal parts in order to clean out the 
infection that he has gotten as a result. While you don't need to kill Mazzranache, 
he's not easy to miss with his bright flamingo pink color. 


For the Rite of Vision, Zarlman Two- 
Moons asks you to collect 2 Well Stones 
and 2 Ambercorn in order to create a 
special potion that will help you along 
on your vision quest. 

Once you have gathered all of those 
quests, begin collecting all the necessary 
requested items. Winterhoof Well is just 
to the southeast of Bloodhoof Village. 
You won't need to clear out the entire 
well in order to get at the well stones, 
but instead can clear an area on one side 
of it to get them. Ambercorn are easy to 
find and look like giant pinecones sitting 
beneath the trees here and there. 


Ruul Eagletalon would like you to collect Windfury Harpy Talons for him as a test 
of your strength. By doing so, you'll better prepare yourself for the trials beyond 
the Tauren lands. (Dangers of the Windfury) Mull Thunderhorn is concerned over 
the cleansing of the sacred water wells. It seems Venture Co. Goblins have been 
poisoning them. Collect Prairie Wolf Paws and Plainstrider Talons so that he can 
create a cleansing totem. (Poison Water) 


After you've accomplished gathering the Well Stones and Ambercorn, head slightly 
northeast toward the crossroads and find Morin Cloudstalker. He asks you to go to 
The Ravaged Caravan to take a look inside of one of the containers there. As you're 
wandering the plains, kill the needed 
animals and collect the parts requested. 

Swoops can be a bit of a challenge 
when they attack at the same time 
you re fighting other creatures. Take 
the time to kill them as quickly and 
efficiently as possible to collect their 
quills before killing any other animals 
around them. 


Return to Bloodhoof Mull Thunderhorn 
and turn in the well stones and 
ambercorn to receive the next part 
of the quest. (Winterhoof Cleansing) 
Return to the well and complete the 
1 leansing process. Clear an area near 
the well so that you can safely stand 
near it and right-click on the cleansing 
totem. The well will begin to glow and 
have a bit of a light surround it to show 
that it has been cleansed. 


Return to the village and turn in the Swoops' Trophy Quills to Harken Windtoten 
and check in with Mull Thunderhorn again. He has the next quest ready for you* 
cleanse the Thunderhorn Well. (Thunderhorn Totem) You can pick up the items lx 
asks for as you go from here. 

Baine Bloodhoof has another quest in the village at Level 6. (Dwarven Digging) Hi 
wants you to collect 5 Prospector Picks and break them on an anvil. He suggest 
you can do it within their camp or to go to Thunder Bluff. There is a third place thji I 
better suits your needs if you're a bit patient. ; 
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Travel south from the cave and skip past the Windfuries for now. You will see tlx 
Bael'Dun Digsite to your right as you continue on. Carefully make your way to 
outer fringes of it and start killing Dwarves. There's no need to go into the site; carefull| 
pull one Dwarf at a time from the edges rather than risk dying to multiple Dwarves. 


BAEL'DUN FORGE 


While the quest informs you that you could use the forge within the digsite, it 
would take ot least one other person with you to control the spawn and get to 
it. For those soloing, attempting to gain access to this forge is unnecessary at 
this time. 


one o 
most j 


Turn in the animal parts to Maur Raincaller to complete the Mazzranache quest 
Return to Zarlman Two-Moons to continue the Vision Quest. He creates the Wate 
of the Seers for you to drink near the tribal fire. Co ahead and drink it now t 
continue the quest. A ghostly wolf appears to lead you to your destination. It lead) 
you to a cave to the Northwest where you can speak to Seer Wiserunner. He 
you the next part of the quest called the Rite of Wisdom. 


Travel farther south to Palemane Rock to finish up the Sharing the Land Quest. I 
won't take long if you take your time to clear the camp and then venture into th* 
small dungeon itself and back out. 


In the village see Baine Bloodhoof again and turn in the Sharing the Land Quesf 
then stop by Mull Thunderhorn to turn in the components for the continuation of the 
Thunderhorn Totem. Check back in with Morin Cloudstalker to turn in the next pail 
of the Ravaged Caravan Quest. He now wants you to kill 14 Venture Co. Worker 
and b Supervisors. He also wants you to venture farther into Venture Co. territor 
and get Supervisor Fitzsprocket's Clipboard 


Before you venture up to deal with the Venture Co., head southeast to the Harpies 
and kill them for their claws. (Dangers of the Windfury) You should easily be able to 
handle them and survive without needing to gain more levels or find a group. 


Straight east from the Bael'Dun Digsili 
is the Ravaged Caravan. It's easier to 
get to the crate from the north of the 
caravan. Take your time to clear r 
path to the center of the caravan when 
you need to right-click on the crate to 
examine the contents. Once you doi 
you can return to Morin Cloudstalker. 
Before you do, however, stop in at the 
village once more. 
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;i:iDFURY WITCHES 

tAeii killing windfury's keep in mind that the Wwilto Witches art costers 
of fightiwig. It's best to get close to them when pofiiw to kill them mon 
akkly and minimize the damage they do. 


Take the road back north toward The Ravaged Caravan and head east to the Venture 
Co. Mine. Below the mine itself is a small village of workers. You may need at least 
one other person to make your way to Supervisor Fitzsprocket, but at this point the 
most important thing is to clear a path up to the mine entrance. Just left of the mine 
baforge. You can finally break those Dwarven tools you've been hanging on to all 
this time in relative safety. 



As you go along through the mine, you should meet your kill quota for Workers and 
Supervisors. If you have successfully killed Supervisor Fitzsprocket for his clipboard 
and not taken out enough of the underlings, fake some time to raid the village below 
by picking off the ones you need that linger along the edges. 


Return to Morin Cloudstalker to turn in the clipboard and turn in the Venture Co. 
quest. It's time to return to the village again and speak with Mull Thunderhorn. Turn 
in the animal parts you have gathered for him and get the Thunderhorn Cleansing 
totem. The Thunderhorn Water Well is just north of Bloodhoof Village. Turn in the 
Dwarven Digging quest to Baine Bloodhoof. He no longer has any new quests for 
you. Also turn in the Dangers of the Windfury quest to Ruul Eagletalon. 


Skom Whitecloud will be wailing nearby to give you a new quest. In order to 
prove you are truly ready to he a hunter, he asks you to gather 4 Flatland Prowler 
Claws and turn them in to Melor Stonehoof in Thunder Bluff. (The Hunter's Way) 
II seems that once you prove yourself to Melor, your path may be assured in the 
ways of the Hunter. 


Also, stop by and speak with Lorekeeper Rainlotem. He charges you with clearing 
out an ancient burial ground and killing 8 Bristleback Interlopers. (A Sacred Burial) 
Co north to the Thunderhorn Water Well so that it can be cleansed. Clear a path 
through the surrounding Goblins and use the totem. A beam of light appears to show 
that the well has been cleansed. Return to Bloodhoof Village and get the Wildmane 
Water Well quest. Mull Thunderhorn needs Alpha Wolf teeth in order to create the 
last cleansing totem. (Wildmane Totem) These Wolves can be found to the southeast 
’of Bloodhoof Village nearby or far to the north beneath Thunder Bluff. Head to the 
^Iheasl to lake care of the ones that are nearby. 
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S OLKAR RAIDERS 

. VAn bunting Alpho Wolves in the southeast region of Mulgore, biWare the 
Kolor roiders thot wander in the area in pairs. It's best to stay relotively 
near the rood rather than risk drawing agro from the swoops, pn|l^ ; 

' wolves and Kolknr as well as the Alpha Wolves. 
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j Atove toward the north as you go along to discover Red Rocks. Up on the hill there 
P is the ancient burial ground. Kill your way through the Razormanes Interlopers as a 
1 means to complete A Sacred Burial until you can speak to the Ancient Spirit within. 
,• It's easier to approach from the northwest side and slip in against the wall. 


The Ancient Spirit congratulates you 
on completing the Rite of Wisdom and 
whether you are ready or not to accept 
it, they have given over the duty of 
protecting Thunder Bluff to you. Your 
last step will be to enter into Thunder 
Bluff to stand face to face with the 
Tauren leader Cairne Bloodhoof at last. 






Here you meet up with Eyahn Eagletalon. (Preparation for Ceremony) It seems he's 
running very short on time and is trying to prepare a headdress for his brother and 
needs to ask you a favor. He needs 6 Azure Feathers and 6 Bronze Feathers from the 
Harpies that are to the north and northwest of Thunder Bluff. 

From here, follow the signs to Hunter's rise. It should be to the south of the main 
area of Thunder Bluff. Deliver the 4 Flatland Prowler Claws to Melor Stonehoof. 
Melor has faith in the judgment of Skorn Whitecloud and sets you on the path to 
becoming a true Tauren Hunter. He tells you to continue the path you need to speak 
to Segra Darkthorn at the Crossroads in the Barrens. She can guide you. 

Take the wooden bridge to Melor Stonehoof's right to see Cairne Bloodhoof at last. 
He stands in the doorway of a large tented building on the east side of the mesa. 
Cairne confirms that you have at last completed the Rites of the Earthmolher and 
earned your place among the other citizens of Thunder Bluff however, you must 
continue to prove yourself to remain worthy. He charges you to kill the Kodo called 
Arra'chea. The Kodo proves a difficult beast to track and is best left until the last of 
your other quests are complete. 


Once Arra'chea has been killed, head back to Bloodhoof Village one last time to 
turn in the Wildmane Cleansing quest. All the wells are now untainted and Mull 
Thunderhorn will be pleased. Continue north along the road once more and turn in 
the harpy feathers to Eyahn Eagletalon and continue on to Cairne Bloodhoof. All of 
the quests available for now have been completed at this point and the last thing to 
do is to venture out to the Barrens to the east and find new adventures. 


THUNDER BLUFF 

Return to Bloodhoof Village to turn in the first part of the Wildmane Water Well quest 
and get the Wildmane Cleansing Totem. The Wildmane Water Well is located to 
the north of Thunder Bluff. (Wildmane 
Cleansing) Take the west road from 
Bloodhoof Village to Thunder Bluff. 

It's time to enter the city at last. At the 
base of Thunder Bluff is a lift that will 
take you up to the city proper. Wait for 
the lift to come down to you and step 
lively to get on before it goes back up 
without you. You will arrive in the main 
complex of Thunder Bluff. 


Now is a good time to look for others to 
join with you to find and kill Arra'chea. 
It can be an elusive kodo and by having 
many eyes watch for it, you will all 
be able to find it more easily and all 
get credit for the kill. Arra'chea has a 
tendency to wander slightly southeast 
of Thunder Bluff and takes a clockwise 
pattern in the Golden Plains. There is no 
doubt a kodo is nearby when you feel 
the ground shake around you or hear 
the thunderous fall of their feet on the 
ground. 


Take the eastern lift down to the main 
prairie and head up to the Furies to the 
north. Kill and collect the feathers that 
are needed for Eyahn Eagletalon. Make 
your way to the east and start south a 
bit to the Wildmane Water Well. It's 
located near a small area with Goblin 
buildings. Work your way carefully in 
and cleanse the water well. (Wildmane 
Cleansing) 






TIRISFAL GLADES 

ith the spread of the plague throughout Lordaeron and the transformation of the once proud High Elf Sylvanas Windrunner into a Banshee, a new breed of 
A/i Rebelling against the Scourge and the Lich King that had created her new life, Sylvanas gathered together the willful Undead and fought 

L_ia against the mindless ones under his control. With victory in their hands, they claimed Lordaeron and Tirisfal Glades as their new seat of power. These new 
Undead known as the Forsaken now fight against the Lich Kings forces while fighting off the Alliance who wishes the destruction of all Undead touched by the taint 
of the Scourge. 


t 1 Deathknell 

7 Cold Hearth Manor 13 Balnir Farmstead 19 Scarlet Watch Post 

f 2 Night Web's Hollow 

1 3 Solliden Formsleod 

■ 4 Nightmare Vole 


8 Brill 

9 Garren's Haunt 

10 Ruins of Lordaeron 

14 The Bulwark 

1 5 Crusader Outpost 
16VenomwebVale 

20 Zepplin to Orgrimmor and Grom'Gol- 
Outpost 

21 The North Coast 

1 5 Stillwater Pond 


11 Undercity 

17 Fool's Rest 

22 Gunther's Retreat 

j 6 Agomond Mills 


12 Brightwater Lake 

18 Whispering Gardens-Scarlet Monastery 








You have awoken from the crypt as 
one of the Forsaken. You are not alone 
however. Not only are there many that 
the plague has transformed, but the 
Horde stands with you in an alliance 
bom of need rather than trust. 


Executor Arran has more in store for 
you. He needs you to kill members of 
the Scarlet Crusade and bring back 8 
Armbands. (The Scarlet Crusade) Their 
camp is east of Deathknell. Return 
to Executor Arran once you have the 
8 Armbands. 




DEATHKNELL 

Once you ascend the stairs, you gaze upon Deathknell. Right-click the scroll in your 
pack to see your first task. Each class is given their own quest that takes them to their 
trainer. The Warlock, Mage and Priest trainers are all located within the church. The 
Rogue and Warrior trainers are in the second building across from the church. 

Stop to speak with Undertaker Mordo as 
you leave the Crypt. He has a yellow 
exclamation point hanging over his 
head to indicate he has a quest for you. 

Accept the Rude Awakening quest. 

Continue on down the road and stop off 
in the church on the left to see Shadow 
Priest Sarvis. Shadow Priest Sarvis 
gives you the Mindless Ones quest and 
Novice Elreth gives you The Damned quest. 



WARLOCK DEMON QUEST 

Worlodis receive their first demon pet quest ot Level 1 along with the normal 
qNSts everyone else gets. Do this quest before any others; return to the trainer 
■d get the Summon Imp spell from the start. The imp helps kill quickly and 
effectively. By completing this quest, you'll also be Level 2 and able to take the 
Night Weh's Hollow quest from Executor Arren. 



The Red Messenger pits you against Meven Korgal in the camp nearby. He is in the 
center of the camp from which you just collected armbands. This is a quest in which 
everyone with the quest can loot the item, so while you may miss out on a little extra 
experience, you still obtain the item. 


When you return to Executor Arran, 
he sends you on to report to Executor 
Zygand in Brill. (Vital Intelligence) 
Deathknell is finished for you. As you 
leave, meet up with David Trias. He has 
A Rogue's Deal in which he asks you 
to deliver a letter to Innkeeper Renee 
in Brill. 



BRILL 

Down the road toward Brill you encounter Deathguard Simmer who tells you of the 
Fields of Grief. He asks you to gather 10 Pumpkins from Solliden Farmstead and 
turn them into Apothecary lohaan. Tempting as it may be, don't do it just yet. Tirisfal 
Glades is a dangerous place. Stick to the road. If Decrepit Darkhounds attack, you 
should be able to handle them with a bit of effort, but beware should more come. 

On the way to Brill, keep an eye out for an Abomination named Gordo. He walks 
the road from Brill and wanders near the woods. Gordo's Task asks you to pick some 
weeds that his master sent him for. The weeds are easy to pick out and are typically 
near the road. Don't venture too far into the wcxxis. Once you have the weeds, 
continue toward Brill once more. 



Bats and Wolves are behind the 
graveyard and just a bit farther are 
the Mindless and Wretched Zombies. 
The Mindless Ones is a kill quest and 
only requires that you kill 5 Mindless 
Zombies and 3 Wretched Zombies. The 
Damned Quest is a collection quest. 
You will need to loot 4 Scavenger Paws 
and 4 Duskbat Wings to turn in. 



Priest Sarvis has a new quest for you called Rattling the Rattlecages; you need 
to kill 12 Rattlecage Skeletons. They can be found farther down the road behind 
the buildings to the right. Stop by Deathguard Saltain and pick up his new quest. 
(Scavenging Deathknell) You can find the piles of boxes he's looking for in the 
buildings with the Rattlecages. Stop by Executor Arren also before you move on. 
You'll receive the Night Web's Hollow quest, which take you a bit deeper into 
ijyDeathknell. 

1 f 

* Before heading to Night Web's Hollow, do Rattling the Rattlecages and Scavenging 
Deathknell It's easier to make a sweep toward the cave to the north since you'll 
c already be headed that way. Night Web's Hollow is located farther down the road 
and off to the west. The young Night Web Spiders hide in the grass among other 
j places outside the cave proper. Within the cave itself you will find the full-grown 
I ' Night Web spiders. Kill 8 Young Night Web Spiders and 6 Night Web Spiders then 
return to Priest Sarvis, Deathguard Saltain and Executor Arran for your rewards. 


Stop by quickly and see junior Apothecary Holland to turn in the Gloomweed you 
picked up. He will be upset at Gordo's incompetence in telling you to get the wrong 
plant and assigns you to instead collect Doom Weed to the north. Check in at the 
Inn and turn in A Rogue's Task to the Innkeeper. She gives you a little something 
for your trouble and waves you along. Speak with the Innkeeper to make this your 
new resting place. 

Check in with Executor Zygand. Turn in the papers and listen to what he says about 
your next task. At War with the Scarlet Crusade is not quite over. He wants you to 
kill 10 Scarlet Warriors. This must be your lucky day because they guard a tower 
next to the Solliden Farmstead. Don't go there just yet though. There's another quest 
that Deathguard Dillinger would like you to help him with. He has A Putrid Task 
for you. He wants you to collect 7 Putrid Claws from Rotting Dead and Ravaged 
Corpses. The Rotting Dead and Ravaged Corpses are just to the west a bit of the 
Brill graveyard. They're a bit tougher than the Mindless and Wretched Zombies you 
were killing earlier. 
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Turn in the quest and head inside the town hall. Magistrate Sevren has another 
task for you that is also nearby. Magistrate Sevren is a bit concerned. Rot Hide 
Gnolls are using corpses to bolster the 
army of the Scourge. He asks you to kill 
8 Rot Hide Gnolls, 5 Rot Hide Mongrels 
and to collect 8 Embalming Ichor. The 
Graverobbers can be found just north 
of Brill at Garren's Haunt. There are 
many Gnolls guarding the way. Work 
on the Doom Weed quest while killing 
the Rot Hide Gnolls; the weed is found 
in abundance in this area. 


The dig sight for the Graverobbers is 
at the end of the road that splits off to 
the left before you reach the farm. Kill 
them, collect ichor and work your way 
east toward the farm to kill Mongrels. Be 
cautious in how you deal with them. 


Once you've completed killing the 
Gnolls and collecting the Embalming 
Ichor, head back to see Junior 
Apothecary Holland and Magistrate 
Sevren. He has two more quests for you: 
The Prodigal Lich and Forsaken Duties. 


Stop by the Town Hall and right-click on the wanted poster. (Wanted: Maggot Eye!) 
On the way out, Deathguard Dillinger should have another quest available for you. 
He informs you that the Scourge are setting up a base at the Agamand Mills and the 
Mills are Overrun. Accept his quest before moving on. 


It's time to go see about some Pumpkins. 
The first part of At War with the Scarlet 
Crusade in Tirisfal Glades and the Fields 
of Grief can be done at the same time. 


It's not easy to miss the pumpkin patch, 
but be careful as you approach. Not 
only do the farmers watch over the 
crop, but it seems the Scarlet Crusade is 
patrolling the road to the north and the 
farm a bit to the west. This makes killing 
the Warriors so much easier. 


Patrol from east to west and pick Pumpkins while killing a few Warriors. You'll be 
done fairly quickly. Kill 10 Scarlet Crusade Warriors and pick 10 Pumpkins before 
returning to Brill. 


It's time to travel to Agamand Mills. 
They can be found in the Northwest 
region of Tirisfal Glades. The farther 
north you go, the higher level the 
Darkeye Bonecasters and Rattlecage 
Soldiers become. Bonecasters provide 
(he skulls you need and Soldiers 
arovide the ribs. It may take some time, 
out if you start either at the first tower 
5r the southernmost region of the Mills, 
rou should be able to pick your way 
hrough them safely. Watch out for 
hose Darkhounds. 


f you're lucky, you'll find a Letter to Yvette. Accept the quest to deliver A Letter 
Jndelivered before you leave. She's in the Inn in Brill. Stop at Deathgaurd Dillinger 
ind turn in the skulls and ribs and collect your reward. 


fake your Pumpkins to the Apothecary johaan. There's a Scarlet Crusader being 
leld hostage in the basement of the Inn. Take him the formula-laced Pumpkin for 
jart two of the Fields of Grief. Apothecary Johaan has another task for you as well. 
He would like you to collect Darkhound Blood as a part of A New Plague. 


Check in with Executor Zygand in front of the town hall. Not surprisingly, he hast 
another quest for you to kill more of the Scarlet Crusaders. (At War with the Scarlet f 
Crusade) You will need to kill Captain Perrine this time as well to try to knock ou| 
the command structure behind the Scarlet Crusaders. As you head toward the Inn 
to visit the prisoner you'll notice Deathguard Burgess has a new quest for you. He 
wants you to bring him rings off of the Scarlet Crusaders as Proof of Demise. 

Inside the Inn, Coleman Farthing is waiting with a little bit of revenge on his mird 
(The Haunted Mills) He asks you to kill Devlin Agamand. Accept the quest ani 
head down to the basement to see the Scarlet Crusader captive and give him tl» 
potion-laced pumpkin. 

If you have the Letter to Yvette, she's in the corner of the Inn. Upstairs, Gretclia 
Dedmar needs your help. The Chill of Death seeps in her bones and in order fc 
continue her work she wants you to pick up some Bat Pelts and Course Threads^ 
she can sew herself something a little warmer. I 


THE BALNIR FARMSTEAD 

It's time to venture to Undercity and 
the ruins of Lordaeron. As you go, stop 
off quickly to the east at the split in the 
road to visit the tents set up nearby. It's 
time to take care of Forsaken Duties 
and speak with Deathguard LInnea. 

She tells you that the Rear Patrol has 
somehow been compromised and word 
is that the Scourge has snuck up from 
behind the Bulwarks. She asks you to 
kill Bleeding Horrors and Wandering 
Spirits at the Balnir Farmstead. (Return 
to the Magistrate) 

Continue back down to the Southwest toward the Crusader tower. Be careful atthi 
tower. The humans are prone to help each other should they run for help. There ati 
Missionaries and Zealots at the back of the tower and it's no problem finding men ' 
Crusaders to kill. The Captain is inside the tower (usually with two comrades). Donl 
forget to collect rings as you are killing. If you do not get all the rings now, donl 
worry. There's another opportunity to get all the rings you need, though the soone 
you get it done the better. 



Once you've finished all three quests (four if you got all of your rings) return to Bnl 
Stop at the general trade vendor and purchase some Coarse Thread. You shoul 
now have everything Gretchen requested. Go inside the inn and upstairs to giv< 
it to her. 


Turn in the ring quest to Deathguard 
Burgess. Return to Executor Zygand and 
turn in the quest to get the third part of 
At War with the Scarlet Crusade. Return 
to the Magistrate in the city hall and turn 
in the report to him from Deathgaurd 
Linnea. Take the Darkhound Blood to 
Apothecary Johaan and turn it in. He 
has a new quest for A New Plague that 
takes you back toward Garren's Haunt 
and the North Shore. 



Continue past the farm for now and head right to the shoreline. Don't get too do 
to the shore. Murlocs like to wait under the water and you can never tell just ho 
many of them may be hiding. Collect the 5 Vile Fins from the Murlocs. Once y( 
complete that, work on getting a reward for Maggot Eye. You will find him itt 
house at the northern end of the farm at Garren's Haunt. He has a lot of other Cnol 
around him. Maggot Eye is Level 1 1 and a tough nut to crack. 


Once both quests are complete, run back to Brill. Turn the Vile Fins in to Apothecaif 
Johaan and receive two more quests. One new quest is A Delivery to Silverpim 
(don't worry about right now) and the other is the last part of A New Plague. 
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There are three more quests to do, all in the same region. Start with the Rear Cua« 

Patrol at Balnir's Farmstead. It lies to the southeast of Brill along the road. Be carefii{ Bethor 

not to go too far. There are some powerful creatures patrolling the Bulwark. ’ ^ 

He ask 
placing 








As you approach the Farmstead, 
Bleeding Horrors are easy to make out 
in the distance. The Wandering Spirits 
however, take a bit of concentration as 
their ghostly forms float smoothly over 
the field. Kill 8 Bleeding Horrors and 8 
Wandering Spirits. 



Once you've finished with the Bleeding Horrors and Wandering Spirits, pay a 
I] visit to the Scarlet Crusader Outpost just a bit northeast of the farm. While you 

1 could attempt to approach it from the front and climb the steep hill; it's better to 

' ■ ' come from the rear. There's an easier grade just to the west of the tower and plenty 

' of Crusaders to kill as you make your way to the tower. Kill 5 Friars and Captain 

Vachon. Group for this quest. Captain Vachon is well protected. The Crusaders here 
range from Level 8 to 11. If you haven't finished the Proof of Demise quest, you 
should be able to finish it up here. Even if you finish this part of At War with the 
Scarlet Crusade, continue killing until you have all of your rings to turn in (if you 
haven't alreadyl. 


There's an opening onto a new field to the east of the tower. Venomweb Vale hides 
(hespidersfor Apothecary )ohaan's newest experiment with the plague. 


i 

MHVhen you have completed this quest, return to Brill. Pickyour way carefully through 
^»d you won't have any problems. It's time to go back to the tents and check in with 
■Deathguarci Linnea for the Rear Guard Patrol. Once through there, it's on to Brill. 


ChKk in with Executor Zygand and receive the next At War with the Crusade quest. 
Turn in the spider venom to Apothecary lohaan and he tasks you with one more 
experiment. <A New Plague) Take the concoction to the Dwarf who comments on 
finally getting a drink. Visit your trainer for some new goodies. 


UNDERCITY 

Co to Undercity to speak with Bethor Iceshard and start The Prodigal Lich Quest, 
^tfs easy to get confused at first as to where you need to go, but it gets easier if 
remember that the Undead have created the Undercity beneath the ruins of 
aeron. Be careful not to fall into the green ooze. Sure you don't have to worry 
about breathing, but it does have a tendency to do some damage to your flesh. 


Take the elevator down to the heart 
of Undercily then follow the stairs all 
the way down to the bottom beneath 
the bank. Flead down through the 
Trade Quarter and into the outer rings. 
Bethor Iceshard is located in the Mages 
Quarter in the outer ring in the northeast 
comer of the city at the Temple of the 
Damned. 



You'll find him up the stairs and toward the front of the building. He knows he's 
one of the freed forsaken, however, the lich does not realized that he is not the only 
forsaken that is of his own free will. In the meantime, all of his minions attack any 
who venture near. Bethor would like to find out who this lich is and needs proof of 
ihe lich's Identity. He wants the Lich's book. 

'I' 



Venture up and out of Undercity and 
head toward the lake. Bethor and his 
f book are on the larger island. Approach 
/ the island from the left side, which is 
closest to the book. Kill the minions 

i from the shore to the area near Bethor 
and take the book. Once you have the 
I ^ book, jog back to Undercity and check 
k in with Bethor Iceshard. 
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n Bethor is pleased that it is in an old friend of his. (The Prodigal Lich Returns) Make 
your way back to the island, fight through the Lich's pets and give him the gem. 
■'¥ fk>asks you to Prove Your Allegiance by summoning and killing Lilith Nefara by 
* placing a candle from his box on the altar on the small island. 


The small island has two creatures 
wandering on it. You must kill them 
before you summon Lilith. Kill her and 
return to Gunther Arcanus. 



Gunther is pleased that you have 
dispatched Lilith. He gives you a nether 
Gem to take back to Bethor Iceshard. 

(The Prodigal Lich Returns) Return to 
Bethor in the Undercity and get your 
reward. Now pay Devlin Agamand a visit. The Haunted Mills asks you to bring back 
the remains of Devlin Agamand to Coleman Farthing in the Inn. 



Run to Agamand Mills, but take it slow ^ 
as you approach near the tower. Devlin 
should be near the road on the left side. 
Kill him and return to the Inn. 

Coleman Farthing is more satisfied now, 
but not completely. He asks you to 
return once more to bring him the other 
three remains of the Agamand family; 
Nissa, Gregor and Thurmond Agamand. 
(Deaths in the Family) 

Nissa is the easiest to find at the Mills. At 
the end of the road in the very first house 
she waits in Banshee form. You need to j 
kill all of the Darkeye Bonecasters and I 
Rattlecage Soldiers nearby and then kill 
her to get the remains. Follow Ihe road a 
bit farther, taking the left split to the first 
windmill on the right. Gregor wanders 
behind it and down the road a bit and j 
back normally, and can be spotted by 
his hunched and bulbous form. Thurmond is all the way down at the end of the 
road. He looks similar to Bleeding Horrors, so you'll recognize him easily. When , 
you have gotten all three of the remains, return to Coleman Farthing in Brill. 

There's just one more quest that takes you to Agamand Mills. Speak with Magistrate 
Sevren to get The Family Crypt. He wants you to slay the Scourge's local Military I 
leader Captain Dargol as well as slay Wailing and Rotting Ancestors as you go along. 
Wailing Ancestors are easy to pick out. These are the Banshees floating about and 
are casters. Rotting Ancestors are the brute force and resemble Bleeding Horrors. 
The crypt can be found by going off following the road back to the split and taking j 
the one to the right. 

Kill as you work your way down carefully. As you go you'll easily meet the kill 
requirement for the quest. The final stairs down in the center lead to the Captain : 
and several Wailing and Rotting Ancestors. Once the captain is dead and you have ; 
retrieved his skull, stone to Brill. i 

Once in Brill turn in the skull to Magistrate Sevren. There is just one last task to do 
and if possible, now is the time to ask for a group to do it. At War with Ihe Scarlet 
Crusade needs you to go to one last place and kill three more people. 

The Crusader Outpost is way to the north 
with the tower built onto the Cliffside and 
looming over the sea below. Be wary as 
you travel. There are easily four people 
within the tower at this point. If it's 
possible, try to pull the front bodyguard 
by either pulling from an outside edge 
or getting just close enough to aggro the 
front NPCs as a pull. 


Once both bodyguards are dead and Melrache is also, head back in victory. You . 
have successfully completed all of the quests up to this level as well as put a dent in * 
the power of the Scourge and Scarlet Crusade in Tirisfal Glades. Hearthstone back ' 
to Brill. Check in with Executor Zygand one last time and turn in your quest. You're 
ready to go beyond the boundaries of Tirisfal Glades. Don't you have a certain letter 
you have in your inventory? 




TELDRASSIl 


DUROTAR 


MUIGORE 


TIRISFAL GLADES 
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OINING THE TROOPS 


I Before getting involved with specific class abilities, data tables, and so forth, it's important to evaluate play strategies that are used by all characters in World of WarcrafL 
[This chapter explains various methods to improve your ability to gather money, rise in level, move around Azeroth, engage in combat, and find special areas. 


g),GOMMON TACTICS 
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! It takes considerable time to teach 
i someone about World of Warcraft. This 
ijgame has enough complexity to keep 
players reeling for many days, even 
I while learning the basics. This section 
I is organized to give you the tips and 
P ideas to cut down on lost opportunities 
H during that learning phase. There's 
Ij always money and experience to be 
I made, and there is no harm in starting 
flfrom the beginning! 


[GAINING EXPERIENCE 

[Experience points get you closer to your next level. Characters currently progress 
3 from Levels 1 to 60 and each advancement brings better attributes, higher hit points/ 
[Imana, and the potential for greater deeds. Whether you focus on pulling in XP is 
Bone thing, but everyone gains levels if they enjoy the game and keep heading out 
l| into the wilds. 

[killing monsters 

H The most basic way to gain experience is to walk into an area with monsters and 
11 start fighting them. Every victory against a monster of (or around) an equivalent level 
I gets you experience. These points add up nicely if you try to kill monsters as quickly 
I as possible. Trying to gain levels solely through monster killing is called "grinding" 
H by many players. Some people find this — — 

Q There is nothing wrong with this method 


m 

WHAT MAKES AN EQUIVALENT MOB 

Monsters ore worth experience if they ore close to your chorocter's level. A 20% 
difference in levels between your character and the monster OR a difference of 
five levels is allowed; whichever is greater will be used. 

Anything beneath this threshold gives zero experience, because the challenge is 
trivial. However, such creatures still drop treasure. 

QUICK EQUIVALENCE CHART 

CHAMCnitlEVa ALKWED LEVELS OF DIFFEIENa 


Hi 

25 5 

II 

30 6 

il 

40 8 


50 10 

II 

60 12 


Grinding itself can be a very fast method for leveling. Or, it can be slower than other 
available techniques; this entirely depends on the current level of your character, 
your equipment, local quest options, and more subtle aspects of play. Indeed, some 
grinders are able to gain levels with 
extreme speed by choosing a class and 
character concept that is geared for 
soloing and finding areas where tandem 
fighting (going after one mob, then 
another right afterward, then another, 
etc.) is easy to do. 


CHECKLIST FOR A GOOD GRINDING AREA ^ 

4* Mony Monsters Available 

4* Enough Space between Monsters that They Can Be Fought Individuolty 
4> Creatures in Area Lack Powerful Special Abilities that Harm your Class/Race 

4* Monster Levels ore Just Low Enough to Keep the Kills Post and Downtime Short 
(A Couple Levels under Your Chorocter's Level) 

4* Little to No Competition for Kills 
4> A Vendor is Somewhat Accessible for Periodically Dropping off Loot 
4* Preferably, a Groveyard is Close Enough to Shorten Downtime if on Accident Happens; 
This Isn't os Important as the Other Foctors 


QUESTING FOR EXPERIENCE 

During the lower levels (certainly through Levels 1 to 30), characters gain quite 
a bit of experience through questing. It isn't hard to gather multiple quests from 
towns in this period, and completing several at a time is both easy and exciting. 
The awards for turning in these quests 
catapults characters through their 
levels. And, when played correctly, 
the best elements of grinding and 
questing can be combined once players 
understand the locations in which 
they're adventuring. 

First off, it's useful to grind while 
approaching quest sites and while 
leaving them! If you have a quest in the 
northwest of The Barrens, asking you to 
kill Harpies, it is helpful to kill Centaur, 

Raptors, and other enemies on the way. 

Walking to the edge of a zone may take 
five or six minutes (more in a number of 
cases). That time is somewhat wasted if 
you simply run because your characters 
are full on hit points/mana and have 
nothing to use it on. 
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Instead, blast monsters along your way to gain experience and keep the time 
mteresting. This slows your questing somewhat, but it dramatically improves 
experience gained per hour of play. Those who grind and quest do very well for 
themselves, especially in the early game. 

Pick and Choose 

A subset of questing is to avoid getting all quests in a region while doing only those 
that fit your character's needs. This becomes quite common at the later levels, when 
people prefer to fight in certain regions. Instances, and such. 


To Pick and Choose means to look through all available quests and decide w'hich 

I ones have rewards that you need or which ones have targets that you want to kill 

anyway. This is a solid, mercenary approach. If your character likes to grind against 
Trolls in the Hinterlands, there is no 
reason on Azeroth not to help the local 
Dwarves (who have a few problems 
with said Trolls). Grinding is all well 
L> and good, but dropping off a quest each 

1 I time you head back to sell loot nets 

d practically free experience when you 

r play in this manner. 



UNDERSTANDING ATTRIBUTES 

At the most basic level of play, higher attributes equal a better character. However, 
you're often forced to decide which attributes are the most important to your style 
of play and character concept. It's crucial to understand what the attributes do, how 
they affect your class, and which systems can be influenced by your choices. 


Strength improves your character's DPS and helps to block incoming attacks. 
Warriors always need a fair bit of Strength, but all melee c harac ters are interested in 
getting more when they c an. 


Improve Domoge (OPS), Roise % C hance to B lork w/ a Shjeld 
Higher \ Chance to Dodge, Higher Critical Hit Rote, Increases Domage for Some 

Chorocters (e.g. Rogues) 

Improves Role of Jit Poinl/Mono Gain While Out of Cornbot 
Raises HH Points (10 Hit Points/Point of Stamina) 

Roises Mono (10 Mono/Point of Intellect) 


Som^^J 


Agility affects Dodge and Critical Hit percentages for all characters. This makes 
Agility a secondary damage attribute for tanks (Warriors, Paladins, etc.) and a 
primary damage attribute for Rogues and Hunters. The reason for this is that ranged 
damage is influenced by Agility. Also, Rogues receive half of their damage bonuses 
from Strength and half from Agility! 



Spirit determines how many hit points/mana you regain with each tick of the game's 
clock. All characters gain at a full rate outside of battle and have a lesser rate of 
.mana regeneration in battle (it requires special Talents to regenerate health while 
taking damage). A person's class affects the amount of regeneration that goes toward 
Wr hit points or mana, but Spirit raises the rate for both types. Having a very high 
tiSpirii reduces downtime by a fair margin. 



Stamina gives characters ten hit points for every point of Stamina they gain. This is 
a flat sum and does not suffer from diminishing returns and other complexities of 
the earlier attributes. 




HOW DO I LOOK AT MY PERCtKTAGES? 


The big question for each player is, 
"What do they want to accomplish in 
battle?" Are you a healer, a damage 
dealer, a support character? Do you 
want to be good for short bursts or for 
sustained effort? Is disruption of enemy 
forces more important to you than 
getting kills and glory? 


Before jumping into the "how" end of 
things, it's best to investigate "why!" 


PERKS OF CHARACTER SPECIALIZATION 

Customizing your character is an enjoyable experience because you're making an 
avatar into your own reflection of a class. You're leaving the simple distinction of 
Warrior/Rogue/Mage, etc. behind; what appears in its place is your representation 
of that class. Making a name for yourself, exploring new ideas and style choices, 
and seeking new mcxies of victory are all waiting down this path. The rewards are 
considerable. 


If you stay along a general line, your character ends up with few weaknesses (only 
those given by your race/class). However, you're rarely able to play to your strengths 
unless you develop them. Specializing your character makes it much easier to win 
in battles where you are able to use your advantages. 


Does this mean that you lose more often when you cannot focus on your strengths 
if you heavily customize? Yes, it does. In a well-balanced game, there have to be 
penalties to your choices as well as perks, and World ofWarcraft makes great efforts 
to balance your options. 


Intellect is similar to Stamina, though it gives mana to characters instead of health. 
Characters with higher Intellect are able to learn skills faster than those who are at 
or below par for this attribute. 

It's easy to understand how the latter attributes influence your character, since they're 
linear, but the other attributes are subtle enough to require further explanation. 


STAYING ON PAR 

For each level of your character, there is a hidden par value for your attributes. 
This value is meant to reflect the improvements that are available to your character 
during advancement. If you stay at par, your percentages won't change in a major 
way; Critical Hit rates. Dodging, and such are meant to be fluid yet stay within 
certain bounds. 


SPECIALIZING A CHARACTER 


Nobody in Azeroth is meant to be exactly the same. There are many ways to 
configure your character for different forms of combat, and this goes well beyond 
a person's class. Use of talents, style, equipment, and profession(s) all make a 
difference in the end result. 


If your character falls below par by 
having low-level equipment, not 
spending talent points, or otherwise 
focusing on different elements, your 
percentage in different tasks may 
drop! Look at your character now and 
compare the numbers for Block, Critical 
Hit, and Dodge to what you had five 
levels ago; there is no guarantee of 
improvement in these things. 


To see your chance to Block, Dodge, and Critically Hit Opponents, open your 
/Abilities Menu (the hotkey is "I") and highlight these given aspects. They 
should be listed on the first page. 

For even more interesting data, remove various pieces of equipment and 
notice the immediote and profound changes to said percentages. Equipment 
choices matterl 


Read the new entry to learn about specializing your character. This gives you control 
over which parts of your class are dominant in battle. 
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PvP builds are often about doing the greatest amount of activity in a short period. 
Instant abilities, helpful passive talents, and other reactive perks are the focus here. 
Player vs. Player combat is often much shorter in duration than fighting against 
monsters in the field or in Instances. Thus, efficiency is almost worthless compared 
to immediate power and survival. Specialize in burst healing or damage to be able 
to respond to the unpredictability of facing live, intelligent players in PvP combat. 


reason this isn't as much of a problem as it sounds is that a skilled player can 
take advantage of the edges given to them. Against many mobs and even some 
players, the ability to drive forward with your best abilities precludes the weaknesses 
of your deficits. That is why specializing and customizing is useful, doable, and a 
great deal of fun. 


USING YOUR TALENT POINTS 

The most obvious form of customization is provided directly by the class system. 
At Level 10, you start gaining talents. The abilities gained from this system are very 
powerful, especially when people devote their characters into specific lines; the 
deeper stages of specific talent lines are quite impressive and rewarding. 

Before spending these points, take a 
long look at the lines available to your 
character. Because of the extended 
hours involved in reaching the higher 
j levels, it's nice to know what you're 
into. Instead of taking any talent 
II that looks nice now, come up with 
1 path that nets as many permanent, 

II useful talents as possible. 


On the whole, there are several 
varieties of talent specializations. These 
are not identified directly, but an astute 
player can see where specific talents 
are the most useful. Anything that 
reduces downtime and raises efficiency 
in battle is g(x>d for extended fighting 
against weaker targets; this is a style 
more for sobers than group members. 
On the other hand, abilities that are 
expensive, but raise burst damage and 
effectiveness, are critical in Instances 
and PvP fighting. 


H Decide what variety of character you are interested in playing. There's always the 
II chance that your needs and interests will change, but many people know somewhat 
I what they enjoy doing from the very beginning. Try to create a talent path that 
Ij advances the areas of the game you enjoy. 



Sobers need to be independent; they don't have backup healing, easy damage, or 
safety. This necessitates a build where the character is fully functional in multiple 
aspects of play. Efficiency is stressed because there are no allies to fall back on, and 
long downtime is a very bad thing if you don't have anyone to talk to or to keep the 
experience rolling. If you are a soloist, seek talents that make your favorite actions 
more effective, then use those abilities to their fullest. 


Group-friendly builds are some of the most specialized characters of all. These 
builds are intended to extend the weaker areas of many classes while honing specific 
strengths that are useful to allies. Seek increased potential in areas that are hailed by 
groups (better defense for a tank, more potent and dependable heals for a healer, 
and safe/constant damage from DPS classes). The group is present to negate the 
weaknesses of each member while extending the strengths of each member's build. 



Remember that a soloist can group, a PvPer can and will fami Instances, and so 
forth. Everyone should be capable of filling a variety of roles, but it's going lobe 
harder going against your element. Choose the line that makes your favorite ml 
more enjoyable, because that is what you spend the most time doing. 


HONING EQUIPMENT 

Talents are by no means the end of character customization. E(|uipment choice 
account for a great deal of a person's effectiveness. This doesn't boil down loa 
simple numbers game (i.e. go for higher level gear all the time and don't stop). 
Rather, a focus on the type of equipment that completes your build is needed. 


The most basic example is for casters who are rising in level. These charac ters need 
lx)th Spirit and Intellect (Spirit for regaining mana and Intellect for having a large pod 
of mana to draw from). A soloist wants to have quite a high Spirit to maintain iheir 
mana and minimize downtime, since they are the ones casting in each battle. PvPen* 
at the other end, need to survive their current encounter no matter what the mana cost 
they use Intellect for having the highest possible DPS for a given encounter. Even'll 
recovery is slow as nails, they are free to drink water and cheer their victory. 


Again, ask yourself what type of character you want to play! Look at yc tt hula 
and choose a primary attribute and a secondary one. When selecting armor pieca, 
weapons, and other equipment, try to find pieces that add heavily to your primary 
attribute while supporting your secondary choice. Or, if you self full self-sufficiency, 
try to raise three attributes as well as possible. The key is to find out what you need 
for your style. 



ATTRIBUTE PREFERENCE EXAMPLES 


1 CIASSATYIE 

PRIMARY ATTItIBinE 

SECONDARY AITRIBUTE 

Defensive look 

Stomina (Hit Points) 
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Offensive Warrior 

Strength (Dofliogo) ’ ‘ 

Agility {Critical Hits) 

Group Rogue 

Agility (Critical Hit/Domoge) 

Strength (tven More Damage) 

Solo Rogue 
PvP Mage 

Agility (CritkolHit/Damoge) 

Intellect (Maximum Mano/Maaical Critkals) 

Stomino (Needed Survivobifityf™ 
Stamina (Extra Hit Points) 

Group Mage 

InleHeclApirit Bolance 

Stamina 

Solo Moge 

Spirit (Mona Regen) 

Intellect 


These examples are neither exhaustive 
nor perfect. There are major exceptions 
created when people see a niche that 
needs to be filled. Imagine a PvP Mage 
who enjoys going into large-scale 
battles that last for several minutes of 
direct fighting. Such a character might 
shun the pure Intellect model and grab 
more Spirit and use more efficient spells 
than a standard nuking Mage. 
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[ The goal is not to memorize a specific table to select what you need. Instead, view 
iL the process that others use to create their customized equipment sets and see how 
’ C It relates to your character. 

Weapon Speed 

Weapons have an added stat that bears consideration. Though the damage you 
do over time is presented freely by DPS, weapon speed has a bearing on many 
] special abilities. Before going too far, it's useful to understand what DPS means. DPS 
absolutely reveals how well a weapon can perform under minimal circumstances. 
Higher DPS equates to higher damage regardless of weapon speed (thus, the whole 
use of the term Damage Per Second, as this accounts for the variance between slow 
and fast weaponry). 


Yet, so few battles are fought in a vacuum; there are many peripheral factors that 
bring weapon speed back into play. Anything that adds direct, damage bonuses 
10 spells or weapons is a great boon for fast attacks. If you use a Sharpening Stone 
that adds +6 damage to all attacks, a iwni 1 1 nii "i 


dagger benefits from this more than a 
slow, two-handed sword. The reason is 
that the bonus is flat; that 4-6 is better if 
it occurs every 1.5 seconds instead of 
every 4.0 seconds. 

Faster weapons and spells are thus better 
Ibr characters that focus on equipment 
that adds directly to damage. 




* On the flipside, slower weapons can be desirable as well. You may suffer from lost 

It strike opportunities while wielding slow weapons, since there is a long lead-up time, 

L but watch what happens when instant abilities are brought into the equation. Some 

f attacks are made outside of the normal combat flow; these often cost Energy or Rage 

^ and are commonly made by Rogues and Warriors. In these cases, an attack that does 
I full weapon damage is much more daunting when used with a slow weapon. DPS 
has NO EFFECT on the damage done by instant, special attacks. Instead, it's the fully 
computed damage of the weapon that is applied. 


If a Gnome Warrior has a dagger that does 30 to 50 damage a swing and a two- 
banded sword that does 60 to 1 00 over twice the time, it seems that neither is much 
better a weapon. Yet, an instant attack from the sword does double damage at the 
same cost. 

Without worrying about special abilities, fast weapons do have a nice perk against 
ters: that is the ability to disrupt spells sooner and more often. This assists in 
)ping Channeling spells and slowing regular ones. Slow weapons don't fill this 
le nearly as well, forcing their users to rely on sheer kill power to stop casters from 
iving their way. 




A more subjective element of weapon speed is that faster weapons are more active 
and provide a higher element of frantic play to combat. Some players enjoy fast 
weapons for the chaotic aspect of back-and-forth hacking they provide. Others like 
the slower weapons because they are a bit more methodic. 




Both sides are personal, subjective, and have only a slight impact on character 
effectiveness. Primarily, it is easier to avoid attacks from a slow-weapon wielder by 
running behind them and using terrain to your advantage. However, experienced 
players compensate for this enough to make it a small matter. 


REFINING YOUR PLAYSTYLE 

Once you have the talents, equipment, and knowledge to support your interests, 
victory comes from refining the techniques you use in battle. Which attacks aren't 
as useful in light of your new talents; which moves are now essential, and need to 
be used earlier in the fight? Try to work on pounding your technique into a trim and 
effective weapon of its own. If you want to get really scientific about it, time your 
battles against monsters of the same type and level and see if you can reduce the 
period it takes to defeat them. The same method can be used to reduce damage taken 
(kill time and limiting damage taken are often linked to some extent anyway). 


Look at the abilities you use in battle. Which of these make the most difference 
over the course of the battle? If you have status buffs and debuffs, see if there are 
better times to cast them. Some of these 
can be done before battle is engaged, 
so work on mastering a lead in to fights 
that frees your character to use direct 
combat abilities as soon as possible. 


Perhaps a reorganization of the quickbar 
is in order at this stage. One thing that 
slows players down a great deal is the 
inefficient use of the game's interface. 
Many players who take the time to 
customize their quickbars are impressed 
at the difference in their character's 
performance. Keep abilities that aren't 
used often on entirely different bars and 
streamline the buttons that are used in 
each and every combat. Try to use an 
ascending order that fits the progression 
of battle, such that your fingers know 
where to go without you losing time 
looking down at the keyboard. 


Even these issues are part of customization. If something doesn't feel right, work 
hard to change it. Look through the key bindings and make sure everything is where 
ypu need it to be; Stance/Form shifting c an be bound to keys. You may want to put 
those beneath your most active fingers to smooth the transitions. 


MAKING MONEY AND FINDING GEAR 

Being an adept player is great, but money still makes the world go around. Buyir 
from vendors and players is only one sink for money and you're going to need pleni 
of cash just for those folks! Trainers take their fair share as well, and by the end i 
the day very few people have more gold than they need. So, how do you plan I 
stay in the black? 


UNDERSTAND LOOT TABLES 

Being out in the wild is interesting when looking for treasure. Unlike the reward; 
for quests or defeating specific, named enemies, there are many random pieces o 
treasure that drop from normal creatures. This is entirely random within the bound; 
of loot tables. 


This means that people hunting fo 
higher-level loot may push the bar a bi 
and shoot for enemies on the next loo 
table; this is a sound way to seek bette 
gear for characters entering the 
threshold. Of course, the downside i; 
that creature difficulty experiences a bi 
of a jump every ten levels as well. Still 
the leap in difficulty at these levels i; 
trivial compared to the increase in iten 
value! 






r. SELLING TO VENDORS 


Just as the most simple way to gather experience comes from grinding against 
' monsters, you can gather a great deal of money from selling loot to vendors. Almost 
all of the creatures in the wild have something worth selling (whether they are living, 
dead, beast, or construct). Fight against creatures at a fast rate and harvest their 
goodies for future sale to players and vendors. 


FARMING FOR LOOT | 

There may be specific places that bring in money at a fast pace for your charact« 
Perhaps you have a group that brings down groups quickly with AoEs. Or, you 
have a favorite cave where there is metal, and the creatures drop cloth and vei 
loot that sells half-decently. In any event, farming for money is a tradition with 
long and glorious past. 


Sell anything that cons grey to your character and then take a look into the uses for the 
various crafting items and other goodies that fall. If there is a market for the remainder 
of your inventory, hold onto that until you can make an Auction House run. 




For faster looting, hold down shift while right-clicking on bodies; this loots everything 
at once and is slightly faster for getting you on your way again. BoA items won't bind 
to you by doing this; a query bar pops up instead, and you have the choice to take 
the item or leave it on the body. 


GATHERING MATERIALS 

There are plenty of craftsfolk out there who need a constant supply of leather, 
metal, herbs, and magical powders. If you aren't interested in creating items, 
try out the gathering professions. In any event, selling the ingredients for crafted 
items to their creators is profitable throughout the levels. Use the Auction House 
accomplish this unless you have friends or guild sources that need first crack at 
items. 


Knowing where to gather your items can make the difference Ijetween slim pickings 
and a lucrative trade. People don't usually go to Teldrassil for making it rich as a 
Miner, eh. Indeed, talk to other people and learn where some of the best spots are 
for getting the items you seek. Open fields have more beasts for leather, humanoid 
caves often have both metal deposits and cloth to harvest, and herbs are specifically 
located because of their inability to grow in inhospitable regions. 


Don't let your inventory control you either. You may harvest enough material to fill 
your bank vault and your packs, but understand what your merchandise is worth. 
Stay current on the going rates for your items and only slide a bit under that quantity 
I when selling. A few silvers can attract a 
Miver almost as quickly as entire gold 
j pieces worth of discounts. It's similar 
to running away from a bear when you 
have a Gnome in your party; you don't 
have to outrun the bear, you just have 
to outrun the Gnome. lEditor's note: 

No, Gnome's don't run slower than 
other races.l When competing against 
other sellers, there is no need to cut the 


It's a very big mistake to be picky about the items you pick up from monsters. Sure, 
some creatures are terrible about dropping good stuff (darn Slimes), but even these 
enemies occasionally have a rare gem or magical item to snag. Beyond that, if you 
have tons of space in your bags, there is no reason not to grab everything in sight! It 
takes almost no time to sell items, and every single sale adds up. Indeed, it sounds 
foolish not to loot a corpse with a mere silver piece on it. Why then, would anyone 
Jstop collecting vendor trash that could add up to many gold pieces in the long run? 


Much like grinding with experience in mind, you can grind with loot in mind. Fin 
an area with as many of the target monsters as possible and hop to it. Though thisi 
often a good solo practice, groups sometimes form with different needs. Perhaps ya 
are trying to get an uncommon elemental drop (Breath of Wind or some equivalen 
piece), and another character wishes to hunt for experience in the same area, loinir^ 
together can help both individuals; agree to divide loot in a way that lets you fan 
for your items while the grinder gets what they need as well. 



Small teams with different professions 
work nicely in this field as well. Having 
a person to skin, another to mine, a 
cloth gatherer, and so forth keeps the 
peace perfectly. Everyone can get what 
they want while journeying around the 
world without having to roll for items 
for split things evenly. Associations of 
crafters don't have to be unified by a 
guild tabard. 


BECOME ONE WITH THE AUCTION HOUSE 

The Auction House is a blessing in every way. Having a major center of trade ope 
the window for players to cooperate with everyone in their faction (and beyond, ll 
the case of the neutral Auction House of Gadgetzan). Setting your Hearthstone I 
a capital city with an Auction House is rarely a bad choice, considering howoftei 
people return here to talk, trade, and find new items. 

Sell useful items through the Auction House instead of vendoring them. Playet 
who do this make far more money in the long run. There is a deposit every timeyoi 
puts items into the AH, and this increases proportionally as you set the timer fora 
auction for a longer duration. 

The best bet for keeping your money flowing freely is to sell only your higher qualhl 
items (the ones that move quickly through the AH). People are rarely interested! 
equipment of low quality, so the profits for such items are higher through vendorinj 
Watch the AH by the searching for the very items you wish to sell and see wtm 
prices they are going for (and if people are really bidding on them). If the products 
aren't moving well, try a lower buyout that the other sellers. 


If moving inventory is more important to you than the raw price, try very low slartit^fj 
bids. This really encourages impulse buying for anything useful; as long as the price!} 
is still low, players may push back and forth trying to keep their bid on the itemll 
This sometimes leads to prices above what the players would have paid originally, j| 
but they become somewhat attached to the auction itself. You can't count on this,| 
but it does happen. 
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Managing the Auction House 

by Christopher Burton 

Trodeskills are part and parcel of the merchant lifestyle. Even 
if you never put needle to thread, or don't have the strength to 
beat iron into swords, you have to understand enough about 
crafts (and crafters) to figure out what they need. Finding out 
what's in demand and getting it to buyers (for a price) is the 
heart of the merchant lifestyle. When it comes to the specifics 
of how to go about making a profit buying and selling items, 
there are only three general rules that you need to remember. 

+ Buy Low, Sell High 
4* Know Your Target Buyers 
+ Have Patience 


There are several different approaches that can be taken to 
moking money. The first way to make cash is by auctioning 
row materials. The second lies in auctioning items to 
adventurers, and the third is buying items and re-selling them 
for a higher price. These are not mutually exclusive, though 
focusing on one at first is a good way to get established and 
learn how the goods are flowing. 

The first approach, supplying raw materials, is a good one 
for the adventurer who wants to make some money when they 
return from their quests. Most of the raw materials (metals, 
herbs, leather, and cloth) can be gathered from fallen foes 
or gathered while moving around. If you want to make 
money selling raw materials, you'll need to pick up one of 
the gathering professions. It's usually beneficial to stick to one 
gathering profession, as that leaves a slot open for a future 
crafting profession. Once you have the skill, use iti Use it at 
every possible opportunity. Skin everything you can, even if it 
won't raise the skill. Mine every resource pile, and pick every 
flower you see. This gives you a large stockpile of resources, 
which you can take back the Auction House. 



In this approach, the target buyers are the crafters. They are 
the ones who are going to be interested in what you have. 
Start off by using the browse feature of the Auction House to 
find out the current prices for your types of resources, as well 
os how many lots are currently for sale. Take Light Leather as 
on example. You see that there are 20 lots for sale, most of 
them starting with an opening bid of 1 0 silver. If all of them 
have bids, there is likely still a demand for what you have. 

Because there is a demand, let your opening bid be slightly 
higher than current market price. Try to get a feel for what the 
closing bids are likely to be by looking at the prices of items 
that have only a short time left to go. However, why stop at 
what everyone else is making? Be ruthless! Crafters are often 
impatient and don't want to wait for the auctions to end, so 
offer them a buyout price (at twice the final expected bid) to 
get the item immediately. Then, set the auction length to the 
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maximum, which encourages the impatient ones to use the 
buyout price. Thusly, if it looks like 10 silver tends to be the 
final bid, let your opening bid be about 8 silver, and set your 
buyout price at about 1 8. Timing is crucial in this. If you start 
your auction right before peak playing times (late afternoon for 
your time zone, usually), the auction has all night for people to 
look over it. 

However, don't forget rule number three: always be patient. If 
leather isn't selling (e.g. no one is bidding on it), don't try and 
put yours up for sale at a reduced price. If you have no choice, 
accept that you're likely to make little money on the deals. 

The second approach is to supply items to adventurers. First 
off, decide if you're going to auction items that you find, or if 
these are going to be items that you create. If you're going to 
take the crafter route, it helps to have the requisite gathering 
skill, so that you can supply your own materials. This helps you 
avoid the people who use the approach we just mentioned! 
Adventurers have a wide range of items from which to choose. 
Usually they are looking for something specific, a certain 
type of axe, for instance. In order to make money, you need 
to be flexible. If you have a variety of items, try and browse 
for each to get an idea of how much to price them. Always 
include a buyout price, as every adventurer will be tempted 
by the option to get it immediately. If you have no idea of how 
much your specific item is worth, take a look at other items of 
that type and level. So, if you have a one-handed axe with 
a minimum level of 9 you want to sell, see what other one- 
handed, Level 9 axes tend to cost. If they tend to start at 8 
silver, try an opening bid of 6 silver. 



This gets the attention of the buyer. Set the auction at 24 hours 
and offer a 1 5 silver buyout price; they'll often take it rather 
than risk someone coming along and bidding them out. What 
makes this all the more fun is that by starting with a lower 
bid than the competition, you're more likely to get multiple 
bids, which encourages buyouts. If you're making the items, 
consider sticking to green (Good Quality) items, as enchanters 
will always want green items to break down for parts. If you 
don't have Good or Superior items, try re-selling the same 
goods a bit cheaper later that day. Adding additional features, 
like applying an armor kit before selling, can also be effective. 
However, there may come a time when something just doesn't 
sell. In this case, vendor it and remember that item as one that 
doesn't sell well! Be patient, stay cool, and try again. 

Finally, you can try and make money by buying items and 
re-selling them. Obviously, this is an approach that requires 
that you have some seed cash on hand. This is best used in 
conjunction with one of the other approaches, as you are 
likely to come across good deals while browsing around 
trying to establish prices. For this approach. Enchanting is a 
good skill to have, because you can break down the magical 
items you acquire cheaply into magical reagents that have a 
higher resale value. Go through each category in the Auction 
House and bid on every green item you can, especially the 
cheap lower level items. Having a huge number of bids at 







GOODS AND SERVICES 

Your characters can also make money by selling services to other players. Because 
everyone can master two professions (at most), it's common tor players to need 
the services of other people from time to time. Blac ksmiths attach Shield Spikes, 
Riding Spurs (for mounts), and other such goodies for weapons and armor. 
Enchanters prepare special concoctions to boost the power of items. Rogues can 
learn Lockpicking and open lockboxes for a decent tip. 

jwhen advertising your own skills, use the Trade channel and prepare a text macro 
that quickly states your available skills and associated costs. Try to keep this to two 
lines to prevent your message from filling up everyone's message windows. Use 
your macro periodically, but not more often than every few minutes. While doing 
this, participate in the channel and help others; it helps to have a clientele that 
already knows who you are and respects your attitude. 

To receive services, ask in Trade if 
anyone has the skill level you seek in 
profession. Be up front about what 
you want, and they often are just as 
forthcoming about the price they require 
for their time. Don't by shy about saying 
How much do you want?" if they don't 
list a specific sum. Under the friendliest 
conditions, the other character may 
not answer firmly. Be sure to tip such 
people if you can afford to; it keeps the 
goodwill flowing and won't hurt you on 
any return visits. 


once is vital, since you should only expect to win about half 
(at best). However, the ones that come to you can be quickly 
disenchanted and the components sold for a high price (as 
always, offer a high buyout!). It's a good market to look into 
because there is usually a demand, supply is often low (few 
people like sacrificing magical items), and stacks of various 
enchanting components always fetch a good price. 


Timing is a bit strange on this approach, as the peak buying 
times for enchanting components seems to be the weekend. 
However, always keep an eye on the auctions, and jump 
on chances. This is because you can sometimes come 
across major bargains that can be taken advantage of. For 
instance, you are browsing and see that there are only a 
few glimmering shards for sale. Each one seems to sell for 
about 50 silver, though there is a stack of nine that has 50 
silver as its buyout price. This is an opportunity. Grab the 
stack immediately for 50 silver, then turn right around and 
auction each shard in the stack with an opening bid of 50 
and a buyout of 75. This doesn't happen often, but it has the 
potential to make you some serious cash, and even if only one 
or two sell you have completely recouped your investment. 
Some may come back to you, to be auctioned again another 
day. Keep them safe and wait for your chance while you 
attend to the other parts of your budding mercantile empire. 


SPENDING YOUR WEALTH [ 

There are more ways to spend money than to make it; that is the usual way ghI 
things. Carefully choosing when and where to spend your hard-earned cash sfl 
very important, especially at low levels (where it's very hard to make substantial 
amounts). 

LEARN CLASS ABILITIES FIRST 

Before looking for new items or having fun with your money, make sure that your 
character's abilities are current. Every even level, talk to your class trainers and see 
which new abilities are available. If you use said abilities or would like to, buy these 
before any purchases of equipment, services, or whatever else you enjoy. Having 
abilities trained to their fullest is extremely important, and the cost is minimall 
you're willing to do some hunting on the side from time to time. 
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To avoid taking a more substantial hit to the wallet every two levels, it's possible# 
ignore some abilities (for some classes). If you're a Warrior who never uses Bersed 
Stance, don't train in Slam or Cleave. 

A sword-wielding Rogue could forgo 
Backslab and Ambush for quite some 
time too. Almost all classes have abilitic*s 
that they may not use, depending on 
playstyle. Save money in the short 
term by holding off on their purchase. 

It's always possible to return later and 
train these skills when the cost is lower 
(compared to your total earnings). 

KEEP EQUIPMENT UP TO DATE 

Many, many gold pieces go toward keeping your character's ecjuipment up Is 
date. At first, quests and general loot are able to keep many characters up to speed 
Decent items drop somewhat easily over the first 20 levels, and there are substantial 
numbers of quests with useful rewards. 

In the mid and later levels, however, characters start to need rarer equipment. TNi 
necessitates going to crafters more often and buying Good or Superior items fro# 
the Auction House. When doing this on a budget, look for the items you need ova 
several days and only jump at bids that are priced below the norm. This saves y:. 
considerable money (at the cost of your time and patience). If you instead needc 
item as soon as possible, pay the premium and start buying out everything that looli | 
nice; the sellers will love you. 






THE BANK » 

Using the bank saves characters from losing bag space. It's unfortunate to lose ! 
vendorable items because you have your bags loaded with ammunition, food, 
potions, skins, and whatever else has crept in there. Anything that isn't needed fot 
a specific outing should be left in the bank vault and taken out at your convenience , 
(especially trade goods). 

For a one-time investment of cash, you can purchase extra bag slots in your bank 
vault. Notice how quickly the prices rise for additional slots; it is far more effective 
to use high-end bags than to purchase many bank slots. Each new tier of space cosS 
ten times what the previous slot cost, so people need a frightening sum to unlodl 
the later ones. 
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Though bags are a bit costly early on, crafters can save you tremendous time and 
frustration by creating some of the larger bags at a decent price. Ask your guild or 





iiends if they know a good Tailor, then see if those folks are able to set you up with 
four larger bags at a fair cost. It's only worth buying bags from stores when you are 
entirely wealthy and only need a spare 6-Slot for an alternate character; otherwise, 
i crafters are able to make bags at much lower prices. 



I As a side note, bags start at 6-slot 
' j^ainers and move up toward 16- 
backpacks. Though crafters are 
wonderful for making all of the lower- 
ed items, you need to hunt on the 
50+ Loot Table to find the 1 6-slotters. 
The way the tables work, expect to have 
i anew bag size on each new loot table. 


BAG StZL BY LOOT TABLES 


MOMSTtl LEVEL POSSIBLt BAG DllOP 


llolO 

6-Slol Bag (Linen Equivalent) 

11+ 

8-Siot Bog (Wool Equivolent) 

21+ 

10-Slol Bag (Silk Equivalent) 

31+ 

1 2-Slot Bog (Mogeweove Equivolent) 

ill 

14-Slol Bag (Runeclolh Equivalent) 

51+ 

16-Slol Bog (Mooncloth Equivalent) 


SPEND WISELY 

l••■Mmple way to decide what to spend money on is to look at future earning 
;■ 'afoal. What items/skills are going to help you make money faster? Is it going to 
Ip you more to master a ranged weapon or get a new chest piece? Look at what 
. ■^tdaracter does well and what they do pcwrly; spend money at both ends of that 
. -rrum first, then deal with the in-between later. Mages deal tons of damage but 
i.' » quickly (spend money on doing even more damage or on saving your rump). 
Don't fret over raising less important attribute, peripheral abilities, and other such 
u ncemsuntilyou know that your best equipment is on par and your central abilities 
trained. 



Beyond that, do a bit of research to 
avoid spending money at the wrong 
time. If there are important class quests 
coming up, you often have some nice 
items in your future; it's better to buy 
equipment for slots that aren't going to 
receive quest upgrades anytime soon. 


EXPLORING 

‘3 around the world and seeing the impressive variety of locations is a source 
:■ -f'^joy. The zones in Azeroth are well differentiated, so it's a shame not to 
explore Kalimdor and the Eastern Kingdoms. This is a task that has subtle but 
“.(f'-.ihile benefits for future play, since you also learn more about camp locations, 
variety, and other such matters while exploring. 


RLLING IN YOUR MAPS 

maps start off without many locations uncovered. It is your responsibility 
Tj’ I out the map over time by visiting the major points of interest. Each location 
'rfdscover opens a new section of the map and awards you an exploration bonus 
L-lighi gift of experience). Though this process isn't profitable by itself, given that 
earns far more experience than wandering, it feels very good to have your 
uncovered for all major regions. 

! itid of racing off to fully explore each map when you enter a new region, take 
■, ' me to explore naturally, following the direction of quests and hunting to guide 
’0, This way, you are never just exploring. You're finishing quests, making money, 
4^ning experience from multiple sources, and having a good time. If you chcxjse 
•?;:^nd your way through an entire zone, fighting everything you see, the map 
jscuvers just as nicely as it you spent all the time looking about and avoiding those 
If skirmishes. 


k 



GOING INTO SMALLER DUNGEONS 
(MICRODUNGEONS) 

Dungeons are a useful point of interest because they often have heavy fighting, 
metal deposits, and quests to complete. Try to find where all of the dungeons are 
located when you're exploring even if you don't have quests for them at the time; 
it's common for quests to send people all around the world for various goals, and 
knowing where you are going can cut down on lost time. 


TAKING ON WORLD DUNGEONS 

World Dungeons are very different from microdungeons. As you might guess, these 
dungeons are much larger than their cousins. However, this is one of the superficial 
differences between the two. In fact, there are far more daunting challenges in 
World Dungeons. 


If you have trouble getting a specific 
section to come clear, try to walk 
closer to the major buildings, caves, 
and general landmarks inside that area, 
just because a new text name appears 
in your map header doesn't mean that 
the area is uncovered (that doesn't 
happen until you receive the "You Have 
Discovered XXX" message and get the 
experience bonus. Walk deeper into 
each new area to find such bonuses. 


Microdungeons are found in most regions. These areas are part of the normal terrain 
(in other words, you face no loading screen and can freely walk into the dungeons 
and back out without delay). There are often many monsters in microdungeons, but 
they won't usually be much tougher than the beasts and enemies walking out in the 
fields nearby. 


Microdungerrns are some of the best places to camp for metal in Azeroth. Though you 
can get more metal by running around entire areas, taking everything you see (once 
you know the spawn (xjints for the de(X)sits), there are several benefits to camping 
a cave. For one, the creatures there 
are worth plenty of experience if you 
are at the right level for fighting in the 
dungeon (which is often the case if you 
slay current on your Mining). Getting 
metal, experience, and lcx)t at the same 
time is a major Ixxxn. Beyond that, the 
flow of metal out of a dungeon is reliable 
compared to searching external sources 
that people can mine casually. 


If you've missed the term Instance before, it means that an area is not part of the 
shared world. If twenty groups go there, twenty versions (Instances) of the dungeon 
are created. So, only your group is going to head into the fire; expect no surprise 
assistance or enemy intervention. 

At the suggested levels, parties without five people and very impressive gear 
may have trouble. Unlike fighting out in the field. World Dungeons are meant 
to challenge, frustrate, and even defeat parties that aren't experienced enough to 
survive the complex battles within. 






TRAITS OF WORLD DUNGEONS 

+ These Dungeons ore Instanced {Every Group Goes info Their Own Version of the 
Dungeon) 

4* There is o Loading Screen ta Mark the Separation between the Shored Gome World and 
the Instance 

•i* Many Creatures in World Dungeons ore Elite 

4* Battles inside World Dungeons are Often Harder, Involve Scripted Bosses (in Some 
Cases), and Hove Greater Rewords 

4* Horde and Alliance Members con do All World Dungeons (Even Those in Enemy 
Territory) 











GROUP ROLES AND FUNCTIONS 

(OLE IMronAIKE IN BATTLE 


jonk bathers Aggro, kedutesloial Group Dapgelaken I 

DPS Deals Damage, Reduces Duralian of Bottle by Killing Enemies ' I 

Allows Group Members to Survive Lethol Damoge end Continue Fighting, Reduces Downtime | 


These are the three primary components of a battle in this game. A tank ri 
incoming damage, a DPS class reduces battle time, and a healer reduces downtinJ 
and extends survivability. It's for this reason that many form a core group out offl 
Warrior/Mage/Priest combination. Yet, there are five slots in a group, and carek 
mixing of roles can lead to mastery in these three areas without using any oftf^ 
above classes (though it takes more effort to do this). 


THE TANK 

Suggested Classes: Warrior, Paladin, Druid 

Protectors come in many forms, but their role is never trivialized. Tanks are meat 
to consolidate enemies (bringing them together onto a single target); they excel i 
doing this by being able to attack multiple enemies and use abilities that are instai( 
fast to use. Warriors are the primary tanks of Azeroth. This is ensured by the abilij 
to automatically damage, debuff, and Taunt enemies who enter a battle. 


f8)GROUP ROLES 


Yet, gathering aggro is only half of a tank's purpose. If a tank takes as much damaj 
as a weaker party member, the issue of healing and aggro control ^omes grim.; 
party that cannot heal wounded Mages and Priests quickly enoujgh won't beaW 
to save a Warrior without shield, armor, abilities, or talents. Indeed, the reasa 
tanks are chosen to draw aggro upon themselves is that they take less damage fra 
enemies than those who wear lighter armor and specialize in other roles. 


the Instance multiple times, look for key ways to avoid extra aggro, reduce fi| 
times, and finish the boss battles without losing people left and right. Exchati] 
strategies with other party leaders and test out new methods frequently to keepyo 
groups trim. With a good leader. Instances can be run sooner and without re 
to specific class combinations. 


To make your attempts safer, be sure to mold the group before it heads into a 
World Dungeon. Find people who you know and trust to play their characters with 
high skill. Beyond that, make sure everyone is willing to dedicate several hours to 
completing the task (most of the World Dungeons are somewhat long, and having 
people leave in the middle can be disastrous for the group). Practice techniques 
against many of the creatures early in the dungeon and get a feel for the style of the 
place. In general, a group that has trouble early on needs a couple more levels or 
better gear before they can complete that Instance. 

So, how do you power up (besides simply leveling)? One aspect is to complete 
as much of a World Dungeon as possible. There are often potent items that drop 
off of named enemies throughout these 
areas; some of said items are going to 
help gear-up the group. Beyond that, 
the experience in the Instance is going 
to cut down on the time and difficulty 
of future efforts, since extra adds, rough 
strategies, and other problems are less 
common once everyone has been in the 
dungeon several times. 


a very good leader for every Instance run. It is so important to have skilled 
trusted leadership that a well-run group can function better than one with 
members of higher level, carrying better equipment. If you want to be a leader, run 


This section takes the general knowledge and tactics of this chapter and expands 
it to cover group roles and functionality. Being able to control your character, rise 
m level and power, and find the right items is enough to bring you up in the ranks. 
However, a group with five soloers is 
not as effective a group with five players 
who are skilled at grouping! There are 
tricks that work quite well when you 
have others on your side that would 
be worthless when tried solo. Learning 
these creates a synergy within well- 
played groups; that edge is what leads 
to victory in World Dungeons, Raids, 
and mass PvP combat. 


ROLES: IN SHORT 

Going past the terminology, players benefit from understanding that the true 
components of a group are capable of providing. Look at the following list and 
consider the way battles are won in a mathematic sense. By reducing incoming 
damage, shortening encounters, and extending survival time, characters of different 
roles are able to assist the greater needs of a group in separate ways. When facing 
various and unknown opfxjnents, it is essential to have multiple answers to each 
problem. 


Turn a round of battle into some 
simple math. If a party has 600 points 
of damage incoming (before armor is 
taken into consideration), how much is 
actually dealt by the end of the round? 
If only cloth-wearers are struck, the 
majority of that damage is inflicted 
upon the party. We'll say 500 points 
land, and the healers now need to use 
their resources to make up for that. 


is not a measure of a party's worth, since the vast majority of groups have to 
contend with full wipeouts and other such setbacks the first few times they try to 
overcome new World Dungeons. 


Ragefire (hosm 

latolS 

Orgrimmor 

Deadmines 

.15 'oM 

Westfall (SWMoonbrook) 

Wailing Caverns 

IS to 21 

The Barrens (Cove SW of (rossroods) 

The Stockades 

23 to 26 

Stormwind (Jail on West Side] 

Gnomeregan 

24 to 33 

DunMoroghlNWofMop) 

Razorfen Kraul 

25lo31 

The Barrens (Southern End, West of Rood] 

Blacklathom Deeps 

20 to 27 

Dorkshore (Ruins Neor Tower of Altholoxx) 

Shodowfong Keep 

18">25 

Silverpine Forest (Above Pyrewoed Vllage) 

The Scarlet Monastery 

30 to 40 

Tirisfal Glades (NE Encampment of Humons) 

Uidaman 

35 to 45 

Tfie Bodlands (East Just After Loch Modon Entronce) 

Razorfen Downs 

35 to 40 

The Barrens (Southern End, EosI of Rood) 

ZuTForrok 

43 to 47 

Tonoris Desert (NW Side of Mop) 

The Sunken Temple 

44 to 50 

Swamp of Sorrows (Center of Lake) 

Blockrock Depths 

48 to 56 

Burning Steppes (West Side of Mop) 

Blockrock Spire 

53 to 60 

Burning Steppes (West Side of Map) 

Sirothome 

55 to to 

Eoslern Ploguelands (Just Above Dorrowmere Lake] 

Scholomonce 

57-60 

Western Ploguelonds 







It those 600 points are directed entirely 
toward tanks, the enhanced armor 
and abilities of that group can reduce 
the damage down to a far smaller 
quantity (perhaps 200-300 points by 
avoiding attacks, negating them, armor 
absorption, etc.). In this better case, 
the healers of the party only need to 
make up for about half of the damage, 
even though the incoming damage was 
exactly the same. 


That is the glory of a tank. You're able to make damage disappear from the battle 
equation. Keep targets focused on your heavy armor and thick shield to save healer 
mana, reduce aggro on other characters, and give DPS characters a chance to attack 
faster and with greater efficiency. 


DAMAGE DEALERS (DPS CHARACTERS) 

Suggested Classes: Mage, Rogue 


Almost every class can deal damage if configured properly. Yet, the classes that come 
talo damage in a natural way are the ones with light armor and few hit points. This 
person's duty is to knock down enemies quickly and prevent them from harming the 
party. Every foe that falls is unable to deal damage for the rest of the fight, meaning that 
OR characters are able to protect the party by negating enemy activity. 



The most effective way for DPS 
characters to operate is to deal targeted 
damage to enemies who are most likely 
to die quickly (or to target the enemies 
who deal the most damage). To wound 
all enemies is not good enough for most 
situations; it is the slaying of targets that 
offers the true benefit of damage! Thus, 
damage done by DPS characters needs to 
be concentrated so that each target dies 
as quickly as possible. A leader should 
be chosen among the damage dealers, 
and this person picks each target with a 
mind for kill rate vs. threat of target. The 
faster the kill, the better the target. The 
more dangerous the target, the more 
important the kill. Quickly rate all of 
the enemies in a battle along these lines 
to decide what needs to be destroyed, 
then start opening the metaphoric can 
of beatdowns on your list. 


FAaORS IN CREATING YOUR OWN HATE llSf» - 

Tk wivke here has been fairly complex. Creating a Hate List (juft like the 
Al does ogoinst your party) is not easy for people who are new to the role. 
Yet, H becomes much eosier with time, so that is some comfort. 


)o decide which targets come first, look at how post battles have gone. 
Which enemies deal the most domage to your party? Casters, creatures 
with major debuffs/combat control, and other such aggressive foes are 
esooly high risk, luckily, they ore also softer kills. This ranks highly for 
both aiteria you use. 


Take down high damage or combat control targets as soon as possible, then 
noveon to foes with less opportunity. Often, the most enduring torgets ar< 
the weakest, so they can be dispatched at the end of combat. Bosses are 
the big exception to this; removing any substantial allies a boss has may 
Nt be possible because of a boss' immense DPS (in other words, you may 
hove to ignore fast kills to make a mad scramble against a superior target). 


ik 


HEALER 

Suggested Classes: Priest, Shaman, Druid 

Healers extend the length of time a group can survive in a battle; they also decrease 
downtime between battles to raise experience and money-gained efficiently. This is 
done by using mana to negate damage done against a group. With careful casting and 
high Spirit, these characters can dramatically lengthen the survival time of a group. 

Also, there is a targeted advantage to the boost healers provide. Though tanks are 
able to reduce damage coming in against a party, they have only a few chances to 
turn the tide of battle if aggro is cemented and they fall close to death. If the tank 
goes down because of this, all of the potential that protector brought to the group 
disappears in an instant. Healers smooth out damage so that individual members of 
the group do not die before their time. Proper healing ensures that tanks last as long 
as possible, use all of their abilities and items, then only start to die off when the 
group has nothing left to give. Preventing premature deaths is as much a part of a 
healer's service as ensuring total group survivability. 



Backup healers (such as Paladins, Druids or Shaman who haven't focused on 
healing) lack some of the healing efficiency and potential of a solid and true healer. 
This does not remove their functionality, but it means that they contribute only a 
fraction of a healer's role. As such, it's important to have two secondary healers if 
the role of a primary healer is not filled. 

As for the abilities themselves, healing magic is often a subject for complex tactics. 
Using less efficient healing spells or using the right spells at the wrong times can 
waste hundreds of mana in a given fight. This is just as bad as having a tank take 
unneeded damage. Healers should use the minimal and fastest heals to keep their 
groups up to speed (always shoot for a spell that you take your target close to their 
maximum hit points without overshooting). In predictable fights, that translates to 
waiting and letting tanks take damage until their health is at the right place for an 
efficient heal. 

During more frantic combat, it's hard to maintain composure. When multiple 
characters are taking damage and monsters are flying back and forth, it's essential 
that the healers focus on saving lives. Keep trickling the spells to the entire group 
while the tanks hold all the aggro they can. Only unleash the massive, aggro- 
drawing flurry of heals (or group heal) when it's make or break time. Once that 
happens, hope that you can do enough to allow a secondary rezzer to survive and 
bring you back, because considerable aggro is coming your way. 

HYBRID CLASSES 

Can Include: Druid, Battle/Berserk Warrior, Paladin, Shaman 

Depending on build and style, a number of classes can fill several roles in the 
group. Once the three necessities are filled (damage mitigation, DPS, and healing), 
try to spread around the rest of the 
duties so that everyone has a backup. 

It dramatically improves a healer's 
survivability to have a backup: this 
way someone can heal the healer! The 
same is true for the efficiency of DPS 
characters and safety of tanks. Because 
characters with several roles are 
versatile by nature, two such members 
can backup all three characters of the 
primary group! 

For example, take a very standard party configuration (Warrior, Mage, Priest), then 
add a second Warrior and a Paladin. If the second Warrior uses a two-handed 
weapon and is specced for damage, it is easy to deal substantial damage (aiding 
our DPS Mage), while doing limited tanking against adds that are too much for the 
real tank to snag. The Paladin supports the Priest perfectly by both healing, offering 
Resurrection potential if the Priest falls, and by pulling aggro off of the Priest when 
the Tanks have a problem. 






jWlLD CARDS 

Suggested Classes; Hunter, Warlock 


EXPAND THE ENVELOPE 



Pet classes often have support abilities 
that don't evenly fall into the three 
main categories, but that doesn't lessen 
their usefulness. Hunters and Warlocks 
each have abilities that raise a group's 
potential to survive and thwart enemies. 
Hunter tracking is good on the offense, 
and having a pet to throw away during 
tight pulls is never a bad thing (hurray 
for disposable allies, sorry Mr. Raptor). 



Everyone has an idea of the "perfect" group. However, there isn't one, per se. The 
perfect group is actually formed when everyone involved a) accomplishes their 
goals (whether it's grinding, hunting for loot, questing, etc.), b) enjoys one another's 
company, and c) has fun. Extremely successful groups have been formed with non- 
standard configurations. 


Warlocks are able to pull group members from distant locations, create Soulstones 
to negate party wipeouts, and do enough damage/DOTing/debuffing to supplement 
other casters in the group. 


Try grouping with different classes and even the same class line-up with each 
character having different specs (e.g. DPS Warrior vs. Defense Warrior) to discover 
what works best for you. Don't immediately turn down a Shadow-specced Priest 
because you want a Holy-specced Priest for healing. Consider the Shadow Priesta 
support addition and find a healer to fill their role. Having preconceived notions about 
how classes should be played leads to repetitive play and an unyielding mindset 
Keep an open mind when recruiting for your group and see what happens. 


l^ROLE-PLAYING 



World of Warcraft is an MMORPG and within that is the very important RP for Role- 
Playing. It's important to keep this in mind when diving into the game. The world 
of Azeroth is a rich and vibrant world full of history from the Warcraft series and 
deserves some attention. From the moment you enter into the game, a tale of the 
race you have chosen unwinds before your very eyes as you soar over the land and 
settle into your new home. 


Despite the rich history of paper gaming and the advent of MUDDs, Role-playing 
is still a very misunderstood aspect of MMORPGs. Those that partake in it are often 
mislabeled as uninterested in more than just talking to others and pretending to be 
something they are not. Along with this misunderstanding comes the belief that all 
role-players use Shakespearean or speak In Old English. These beliefs are archaic 
and misinformed at the least. 


STEPPING INTO CHARACTER 


There are many levels to which you can lake your role-playing. The most basic is 
creating a character. Some may wonder how this is role-playing at all. It's the most 
basic principal of role-play. It's the suspension of disbelief and becoming something 
that you are not in everyday life. For instance, in real life you may be a clerk at a 
video store. In the World of Warcraft you're a two-handed axe-wielding Ore with a 
penchant for killing everything in your path. Not one word would need to be uttered 
and everyone that you encountered would see you as an Ore. There isn't much 
more to it than that. 


From the very start, your name will be the most telling thing about your character. 
It's important to choose one that fully reflects the kind of character you want to be 
known as. 



SPEECH IN GAME 


What is usually misunderstood, however, is the kind of speech necessary. Th 
assumption is that role-players use Shakespearean or Old English as a means d 
good role-play. This isn't true and doesn't necessarily fit into this particular world 
Not only does it not fit into the style of Azeroth, but also communication is often ket 
to getting things done unless you just happen to be hanging out at the local 
tavern. The last thing other players want to encounter is a Shakespearean spewin| 
Night Elf that has to take the time to say "Healing thee sir Ironknot with mine 
eminent Flash Heal." In this case, it's best to leave that to a nicely worded maoi 
anyway. 


Another pitfall of speech when in reference to Shakespearean is that it is probabt) 
the most abused of speech patterns you could come across. Unless someone isi 
classically trained Shakespearean actor, they are going to hit the pitfalls of props 
usage of words such as thee, thine, thou and any other possessives. 


Some players like to add a little something to their characters by giving them. 
Scottish bent by using words such as Lad, Laddy, Lass etc., or even by making th« 
into a basically grunting peon. It's important to keep in mind whether that worli 
well with your racial type. While there are often exceptions to the rules, too mai)| 
exceptions just make a quirk common. 


CARRYING ON TO THE BOARDS 


Once you have the hang of your character, you may want to relay the tales of thei 
great victories, encounters and exploits on the boards for others to read. Thisca 
be a fun way of feeling connected to other players and their experiences as 
developing ongoing storylines between yourself, your guild and/or others. 


Some simple guidelines to stick with are as follows; 


! The next levels of role-play involve actually developing a persona for your character. 

; Some players take the time outside of the game to sit and write a history of their 
character. For those new to this methcxl, you don't even need to write an entire 
story. Develop questions that help flesh out your character's background. Where 
were they bornf Do they have any phobias? Interests? Are they geared to specifically 
hate another race? Or do they find themselves liking a supposed enemy? (Tauren 
and Night Elves are a great example. Both races have an affinity for nature and could 
feasibly see that as something in common.) 


Spell Check I know this sounds a bit uptight, but if you want people to read ar 
enjoy your story, go over it carefully and confirm that you've corrected any spellir 


Paragraphs It's easy to get excited and carried away with what you're talkir 
about. Take the lime to break the thoughts and ideas into smaller segments. Peopl 
are more likely to read the entire thing. 


Don't be afraid to expand your imagination and write about anything you want 
when it comes to your character. No one ever has to read any of it, but the most 
important thing is that you know and understand how you would like to play your 
character to get the most enjoyment out of it. For those that want to dig into their 
character and their development even further, take time to read through the history 
of Warcraft and learn all you can about fitting in to your new world. 


Beware Length As much as it would be great to post a novella on the boards, 
may not actually get read. People cruising the boards are often looking for somethin 
they can scan and leave. It needs to be short enough to make them want to readi 
and interesting enough to entice them to read the whole thing. 


There are many players that immerse themselves into their character so much that 
they never speak out of character unless absolutely necessary. These are the types 
of players that use speech as a medium to convey the essence of their character to 
others. There's a sense of full immersion that comes into play by shutting out the real 
world and becoming a very real citizen of Azeroth. 


Don't Abuse Other Characters If it's not your character, don't involve them 
the story. If you'd like to incorporate someone else's character, ask permission fro 
the creator before doing so. This can be a major gaffe in role-play. It's importanti 
understand that unless you actually killed another player in game, you cannot Id 
them out of game even on the boards unless you plan to make it into some bizani 
dream sequence. 


FC 

The ) 


those' 
withil 
off to 


To he 
to be: 
It's a 
constt 


Go wi 
it, you 
they a 
on tell 
way" ( 



Expect Feedback You may not always get feedback, but expect feedback (whethe 
good or bad) if you post on a public board. Try to take any suggestions in stride 
don't take what people say personally. 


Wh 






FOSTERING ROLE-PLAY IN OTHERS EXCEPTIONS TO THE RULES 


It 


number one killer of new role-players isn't players that don't role-play, but 
ihose that do. There can often be an elitist attitude of what is and isn't possible 
■■ ■■' I the realm of imagination in a setting such as Azeroth. This can be a real turn- 
:lfto those that have never previously tried role-play. 

I help others feel more comfortable about trying something new, it's important 
I be careful about the kind of advice you offer. Never tell someone they "can't." 
j] P's a sure way of making them rebel. Explain a different option to them, offering 

j, anstructive advice instead of slamming their decisions. 

Co with the flow when others role-play. Even if you disagree with how they're doing 
j il, you can't change them. The most you can do is adjust and meld your RP to what 
I offer and, if all else fails, role-play that they're a lunatic. Wasting your energy 
I Cl *^lling someone how to do it the way you want or what you perceive as the "right 
vv:,' detracts from everyone's experience. 

1 give up on non-role-players. Even the most stalwart of anti-RPers find 

inemselves going along with things as long as nothing is expected of them. Role-play 
I if what everyone makes of it and doesn't have any set rules. It's a creative process 

H.much like art, is often subjective. 


While it's true there are no hard and fast rules to what exactly is allowable within the 
bounds of role-play, there are issues that should be taken to heart. 

Stick to the availability of possibilities within the World of Warcraft. There are so 
many great things possible such as exploding sheep. Dwarves carrying guns and 
more, that there is little reason to go beyond the possible. 

Be careful about making exceptions of racial attributes. Each race has their own 
quirks and characteristics based on their history and the kind of race they are as 
a whole. While sometimes it's fun to make an exception to the racial type, it's 
important to be careful about how many exceptions are made. If everyone made 
an exception it wouldn't be unique anymore and part of role-playing effectively is 
finding a way to be unique in an almost ordinary way. 

If you're going to create a story that's out of this world, do your research and make it 
work. There's nothing that bothers others more than not only being told a far-fetched 
tale, but also being told one that has no foundation. Give your character a leg to 
stand on even if it's based on insanity. 

The most important thing is to let your character be who they are. Often enough, 
if you've done your job in developing their foundation and given them a name of 
worth, they'll take on a life of their own. From there it's just about having fun. 



I'M kinda hungry. ~ 
I'm gonna get so/vtebhtng 
^ to eat. ^ 


^^Bufc I can^^^ 
^produce Pood here! 

Seer baeted boar 
riba, over a cnackling 
caMpPIre. ^ 


” No, I A^«an, like, ” 
I heed to go out, and 
get a haA^burge^. 


^ What Magic 16^ 
this? Thou apeaWat 
^ in Piddles/ ^ 


<?kay. you're 
kinda Preaking 
^ Me out. . 


I^PROFESSIONS lOf 


r a'san entire section devoted to Professions later in the guide, yet several aspects 
: ■ :^c crafting system are worth developing here for incoming players. This section 
-rovers the basics of choosing your Professions, the terminology of the system, and 
vtoknow what you're looking for in-game. 

WHAT ARE PROFESSIONS? 

.--iessions cover the resource gathering, item creation, and service oriented systems 
^ World of Warcraft. Each character is allowed to learn and maintain two of these 
ujrs, and doing so can be used for profit, improved equipment and usable items. 
Imply for the enjoyment of supporting friends/your guild. 


Professions have trainers (just like classes) found in small towns and large cities alike. 
There are higher concentrations of trainers in the capitals, and so much trade happens 
there that (leople often seek those specific trainers to do most of their work. 

Trainers are needed to initially grab a Profession, but they're also needed to gain new 
tiers of skills, and to pick up extra recipes for various items. All of these projects cost 
money, so it is often a question of much how time and money you wish to invest in a 
Profession. In the later stages, many Professions are worth sizable fortunes (especially 
the ones that gather resources for other Professions). As long as you are willing to 
throw the extra energy into these skills, they're quite lucrative in the long run. 


[LIST OF PROFESSIONS 

1 

IWB9M PUIPOSE 

BENEFI1S 

H 

tUiMlf Create Potions/ ironsmute Metols 

Attribute tnhoncement. Create Hiqn-End Metals 


tfeiinr' Forge Weapons, (hiMlatiAr^^ 

Increase Weapan Damage and Speed (for 2H), Mliiij|fikdnc1ease Mounf 


U»ilin|i Improve Equipment 

Sell Enchantments for Profit, Raise Attributes on Gear 


Construct Bombs, Rifles, and Accessories 

Battle PetS; AoE Explosives, Ammunition 


Mrtalsm bother Herbs 

Ingredients for Alchemy, Sell for Profit 


Moke Leother Armor. Ammo Boos, ond Armor Patches 

Add Bonuses to Ranged Combat, Imnos^lrn^d^^^^ 


iig Mine Metal 

Ingredients for Blacksmithing and Engineering, Sell for Profit 


Skin Beast Corpses for Leather 

Ingredients for Leatherworking, Sell for Profit 

i 

Urring Sew (loth Armor ond Hems, Moke Bogs 

Sell Bags to Other Choracters 

f 




PROFESSIONS 101 








g)TRANSPORTATION IN AZEROTH 


Discovering a new node is as simple as discovering a new quest. The only difference 
is that the Flight Master has a green exclamation point over their head instead of 
yellow. There are four different types of air transportation available depending on 
your faction. 


ORIGINATION FEES 


The cost of traveling to a home city is boseif on the origination of the flight. For 
traveling from o home dty to o home dty, the fee is a standard 50 copper. 


WHAT ARE SECONDARY SKILLS? 


ilf you're part of a large guild, it is often wise to ask what Professions are needed 
I before venturing into this territory. It's possible that starting these trades could 
I go against the interests of the guild and end up wasting your investment. It really 
I helps guilds focus their efforts on one or two characters for each Profession, thus 
censuring that the materials discovered by the guild members are being sent to a 
H central source. 


[> On the other hand, if you want to be i ndependent, it's wise to take two complementary 
I Professions. Take Mining and Blacksmithing as an example (Skinning and 
I .itherworking. Herbalism and Alchemy, etc.). This enables a character to gather 
5 their own ingredients and create items out of these. 


gleaming how to create various items 
Sdoes not stop at the trainer for most 
B Professions. Hidden recipes can be 
n found on monsters and special vendors 
H around the world. Talk to other crafters 
b to find out more about the locations of 
[these items (and read the tables in our 
H Crafting and Professions Chapter for 
n more info as well). 


I Co oking Create Food/Fires Reduce Downtime w/food ond Spirit Buffs I 

first Aid Stitch Bondoges^ Ajlow for Feist Heuling^of Mo^rote Danrage 1 

Fishing Collect Items from Woter Ingredients for Cooking, Spore Equipment, find Recipes for Other Trodesj 


Secondary Skills aren't limited by 
anything except time and money. Each 
character can take these skills whether 
they are interested in Professions or not. 
In fact, many sobers take all three skills 
to reduce downtime and increase their 
self-sufficiency without losing constant 
money on store-bought food and such. 


Azeroth is a world that's been torn apart by war and dark magic. There are many 
[dangerous places to explore. Learning the various ways to do so can save both time 
and frustration when walking is just too slow and swimming to another continent 
impossible. Thankfully, through the ingenuity of the races of Azeroth, there are 
many means of travel, most of which are quite affordable. 


FLIGHT PATHS 


Both Alliance and Horde players have the means to use Flight Paths to travel from 
area to area within the continent they're currently on. These flights are for individuals 
onlv, so there's no need to argue over who gets the window seat. In order to use 
flight paths, you must first discover them. To do so, travel to each one by foot and 
speak with the appropriate master. Home city flight points are active from the start. 


Starting Flight Paths 


Undead 

None 

Orc/Troll 

None 


Humans 

Stormwind to Ironforge 
Night Elves 

Teldrassil to Darkshore 


Alliance 

Gryphons The Gryphons of Aerie 
Peak have a history of serving with 
the Alliance through times of war. To 
this day they still transport messages 
between Ironforge and Stormwind as 
well as transport travelers for a small 
fee to the various Alliance controlled 
regions. 


Hippogryphs These magical creatures 
once served the Alliance by carrying 
Sentinel Archers into battle and to this 
day still patrol Northern Kalimdor for 
threats. Passengers that pay their fee 
can be taken with them along their 
patrol routes. 


ALLIANCE FLIGHT PATHS 


Dwarves/ Gnomes 
Ironforge to Stormwind 


Tauren 

None 


Astronoar 

Ashenvole 

i9 dU9 

Auberdine 

Dork Shore 

OriginatioaFee 

Everlook 

WInlersprIng 

109 20« 

Feothermoon Fortress 

Ferolos 

W 30# " 

Godgetzan 

Tonoris 

W 30# 

NighthovwVlofli 

Moonglode 

19 30# ^ 

Nijel's Point 

Desolace 

5# 30* 

Rutti'flieronVilloge 

Teldrossil 

Free 

Stonetolon Peak 

Stonetolon Mountoins 

3« 30« 

Tholonoor 

Thousond Needles 


Theromore 

Dustwollow Morsh 

^9 m 

Theromore 

Dustwollow Marsh 

6# 30r"“ 









PLEASE KEEP YOUR HANDS AND FEET IN 

As tempting os it may be to take a leap of faith, it's better to keep all of your 
fingers and toes accounted for. (Only the Undeod are excused from having to 
account for them all.) Resist the temptation to jump off any of these modes of 
transportation when traveling. It may result in injury or even death and a very 
long and tedious recovery time to get your body again. 


[ASTERN KINGDOMS 

HnunM REGION COST 


BOAT NEUTRALITY VS. FACTIONAL 

There reolly isn't any difference between a boat that is neutral or the Allionce 
boats other than the ease of accessibility. Booty Bay is neutral territory (contested 
on PvP servers) and the others are all located in Alliance territory thus difficult to 
get to for Horde characters. 


BOATS, ZEPPELINS AND THE TRAM 


!9 30 # 

1# lOf 
10 # 20 # 
4# 30# 
7# 30# 
2 # 10 # 
Jlrjjinalion fee 
5# 30# 
Originotion fee 
8# 30#' 


69 iKip 

S# 30# 
6# 30# 

■iOi... 

„ 30 # 
I# 10# 

Originafion Fee 


There are three other methods of travel that fall within the "mass transit" category. 
There are no fees for using them, but they're on a set schedule and have limited 
routes. 


Boats are a part of the mass transit system crossing between continents, though only 
one boat is easily accessible to both factions. The Zeppelin traverses the ocean as 
well and is available to the Horde. 


The Deeprun Tram is a technological 
marvel connecting Stormwind and 
Ironforge. It was built as a faster means 
of travel and support between the 
cities. In Stormwind, it's located in the 
Dwarven quarter and in Ironforge, it's 
located in Tinkertown. The entryways 
into the Tram are instance portals, but 
don't worry too much about whether 
you are walking into danger. The Tram 
is quite safe and the scenery is quite 
pleasant. 


NEUTRAL BOATS 

There's a boat that travels between Booty Bay and Ratchet that can be used by both 
the Alliance and Horde. For those that are on a PvP server, this could be a rather 
exciting trip. Boats are not safe territory and if you look closely enough, you can see 
bloodstains intermingled with the salt stains in the wooden planks. 


ALLIANCE BOATS 

There are two different boats located in Darkshore. One is the boat that takes 
passengers to Rut'theran in Teldrassil. The other takes passengers to Menethil 
Harbor in the Eastern Kingdoms. 


There is a third boat located in Menethil Harbor that carries passengers to Theramore 
Isle in Kalimdor. Theramore Isle is a part of Dustwallow Marsh granting easy access 
to the Barrens and beyond. 


Each boat travels in a circuitous route 
that should take a total of 5 minutes with 
an additional minute pause between 
each port. Should you miss your boat, 
another will be along shortly. If you 
crash out of the game, your character 
will return to the previous port from 
which they left. 


Vimpire Bats These creatures are a 
pwiect fit with the Forsaken. Hailing 
from Zul Aman they, much like their 
Kalinxlof counterparts, savor the thrill 
of battle and carry those that pay their 
iee throughout the regions surrounding 
, lordaeron. It Is said they also serve as 
[ messengers for the Dark Lady. 


HORDE FLIGHT PATHS 


Ij(tip»0|0tfie 

ferolos 

(ttssrooils 

Barrens 

fwlook 

Winterspring 

ii^Posi 

Thousand Needles 

Godoeiton 

lonoris 

NoUio'jin 

Sloneloion Mountains 

Orgrimmoi 

Durotor 

WtipreyVilage 

Desoloce 

Dwler Skiff 

Mulgore 

Mmk 

Aashoro 


Siranglelhorn Vole _ 
Slranglethorn Vole 

Aro lh i Highlands 

Bodfands 

Swamp of So r rows 


Hiflsbrod Foolhitls 
Silverpine forest 


Horde 

Wwern Wyverns are sentient creatures 
«'ilingly allied with the Ores of 
Kalimdor. They carry payers throughout 
the lands surrounding Orgrimmar and 
Ttxmder Bluff. They have a distinctive 
look with the body and head of a lion, 
bat like wings and the tail of a scorpion. 
They are said to share an ancestry with 
Dragons and Gryphons. 







NO FIGHTING ALLOWED 

While on a mount, players are not able to engage in combat however can be hit by 
mobs or other players. 


NO GOLD NECESSARY 


Warlocks and Paladins are able to quest for a mount at 40 instead of needing to 
purchase one. Warlocks can gain a Felsteed and Paladins a Charger. Tauren are 
able to quest for Ploinsrunning. 


ALLIANCE RACIAL MOUNTS 


MCE 

MOUNT 

lEVEl 

ItUtNERLOailON 

COST 

Dwarf 

Gray Ram 

Oi 

Amberslill Ranch, Dun Morogh 


Dwarf 

While Ram 

40 

Amberslill Ranch, Dun Morogh 

. 

Dwarf 

Brown Ram 

40 

Amberslill Ranch, Dun Morogh 

80 # 

Dwarf 

Black Ram 

__60 

Amberslill Ranch, Dun Morodi 

1000 9 

Dwarf 

Frost Ram 

60 

Amberstill Ranch, Dun Morogh 

1000 9 

Gname 

Red Mechonostrider 

40 ___ 

SloalgrRI's Outpost, Dun Morogh 

80 9 

Gnome 

Blue Mechonostrider 

40 

Sleelgrill's Outpost, Dun Morogh 

80 $ 

Gnome 

Green Mechonostrider 

4 ^ 

Steelgrfl^ Outpost, Dun Morogh 

80 9 ' 

Gnome 

Unpointed Mechonostrider 

40 

Sleelgrill's Outpost, Dun Morogh 

80 9 

Gnome 

White Mechonostrider 

60 ~ 

SteelgrM's Outpost, Dun Morogh 

1000 9 

Gnome 

Icy Blue Mechonostrider 

60 

Sleelgrill's Outpost, Dun Morogh 

J 0009 _ 

Human 

Pinto 

_J0 

Eostvole Logging Comp 

809 

Humon 

Brown Horse 

40 

Eostvole Logging Com^ 

80 9 

Humon 

Chestnut More 

40 

Eostvole LogBng Comp 

80 0 

Human 

Palomino 

60 

Eostvole Logging Comp 

1000 9 

Humon 

White Stallion 

60 

Eostvole Logging Cirnip 

1000 9 

Nig^btElf 

Striped Frostsober 

40 

Cenorion Enclave, Dornossus 

80 jf 

WghtEK 

Spofltd Frostsober 

40 ' 

Cenarkm Endove, Dornossus 

' 809 - 

Night Elf 

Striped Nightsober 

40 

Cenorion Enclave, Dornossus 

80 9 

NiflIrtElf 

Frostsober 

_60 

Cenarkm Endovo, Dornossus 

10009 

Night Elf 

Nightsober 

60 

Cenorion Enclave, Dornossus 

1000 9 



ZEPPELINS 


The Goblins have always been masters 
of engineering feats only second to 
(though they'd never admit it) Gnome 
engineering. They have created great 
Zeppelins that can travel between 
three major points within the world of 
Azeroth and transport members of the 
Horde en masse. Even better, it's free! 
Undercity, Orgrimmar and Grom'gol 
are all on the Zeppelin's route. 


MOUNTS 

Players that have reached the ripe level of 40 have the luxury of being able to 
purchase a mount to speed them on their way. There are six general types of mounts 
available for purchase, however, you must have a good enough reputation with the 
B racial faction from who you're trying to buy one. Faction is usually good with your 
home race; extreme circumstances could put you in danger of losing this ranking 
however. In addition to the price of a mount, players need to pay a 20 gold training 
fee to a riding instructor. 



MAGE AND WARLOCK 

Mages and Warlocks have their own means of transportation they can use to 1 
others. 


Warlocks have the ability to summon group members at level 20 with the aidd 
two other people. This can become a quick and efficient way to add players lol 
dungeon without having to backtrack to the beginning or hope the new addllkim 
can make a mad dash in. It's also an important means of calling in backup for (Ml 
encounters. 


Mages have portals for their three main factional cities. Members of their party r 
then able to use these. 


f — 7* 

Alliance 

Alliance 

Stormwincd (Level 40) 

Stormwincd (Level 20) 

Ironforge (Level 40) 

Ironforge (Level 20) 

Darnassus (Level 50) 

Dornossus (Level 30) 

Horde 

Horde 

Orgrimmar (Level 40) 

Orgrimmar (Level 20) 

Uncdercity (Level 40) 

Undercity (Level 20) 

ThuncJerbluff (Level 50) 

Thunderbluff (Level 30) 

Mages also have self-only teleport 
spells. 

1 


1 


At level ;t0. Shaman can gain Astral Recall, which acts similarly to a I learthstoml 
However, it has a 1 5 minute cool down in comparison to a Hearthstone's 1 tw*[ 
long wait. 

OTHER FORMS OF 
TRANSPORTATION 

Shaman and Druids have travel forms that they can use instead of needing f 
purchase a mount. At level 20 Shaman gain Ghost Wolf, which increases their spea 
to 507o above normal run speed. At level 30, Druids can transform as well with thi 
same speed boost that the Shaman enjoys with Ghost Wolf. Druids can also taken 
the Aquatic form of a seal at level 16 that allows them to breathe underwater am 
swim at a normal speed rather than having to take a 50% speed penalty like otlw 
classes. 

Hearthstones can be used as another means of transportation though with a hig( 
cool down value of one hour, it should be used only when necessary. Keeping 
your bind point in a central activity area for you will help speed up any questing a, 
grouping you do as well by allowing you to return quickly to join others. 



Wod 

havin 

other 

send 

his/h« 

many 



You 

mailb 

have • 

get it. 

Click 

wind< 

that's 



RE 



g)USING THE MAIL SYSTEM 


SENDING MAIL 


World o(Waraafta\\om you to mail items and currency to other players rather than 
having to travel across the world to trade in person. You can also send mail to your 
other characters (bye bye mules). However, the two restrictions are; 1 ) you can't 
send mail to members of the opposite faction and 2) a character can't send mail to 
hisherself. Mailboxes are found outside of inns across the world of Azeroth and, like 
many mailboxes, often take on different appearances depending on the location. 


To send mail, click on the send tab. A different interface opens in the window 
prompting you to type in the name of the person you wish to send the mail to and 
the subject. You'll need to type both the player name and the subject in order to 
send the mail. 



COMMON TACKS 




READING YOUR MAIL 


To read your mail. Left Click on the item 
you wish to read. A new window opens 
with the message, item and/or coin 
showing. Click on the item to take it. To 
the right of the message there's a note 
on how many days you can leave the 
mail in the mailbox before it's returned 
to the sender. 


I IIU 

MAIL ISNl FREE 

To send mail, it costs 30cp coins per mailing. It's a minimal amount to pay, 
however, and if you're worried about getting bock the postage, you could always 
send it COD. 


Don't forget to add in the item you want! You can click and drag an item from your 
inventory to the mailbox slot for items. Include any COD charges or money you 
want by typing in the amount of coins you wish to send. COD can be a great way to 
handle sales that bypass the auction houses. When you're sure you have everything 
in your mail message that you want, click the send button. 



MAIl SYSHM 













DRUID 


Druids are the keepers of nature and the world itself. Using their force of will and spirit, these protectors 
wander the Emerald Dream, focusing the power of the land. As a Druid, you have the power to shapeshift 
and use different forms of spells to rejuvenate yourself and allies while dealing damage to enemies. Outside, 
where nature seems so close at hand, your roots are able to hold enemies in place, plaguing melee opponents 
with frustration. Ultimately, the Druids are jacks of ail trades and masters of none; they can fill almost any 
role well, and round out groups splendidly. 


A DRUID’S TALE 


e met above the Wailing Caverns and meditated for a short time to see if the stories were true. 
Indeed, I could feel that the place had become lost to our order, and that some of the finest Druids 
of the region were now against us. It was a sad thought, but we pushed it out of our minds and 
rose together. We were to go into the caves below in several groups. 


The Raptors below were different; the diseases of mind and body had affected them, turning them into 
something unnatural. Several of them had been hiding in adjacent caverns and came out when we passed 
deeper into the Wailing Caverns. I held a moment to bring my focus together, then raised my arms to call 
nature's strength into the room. My companions changed into their altered selves to defend us, as Calimos 
took the form of a great bear, and Mariyn became a cat to slip behind our attackers. Together, we lashed 
into the beasts until peace was granted them. And we continued. 


Our battles took us to the very end of dungeon, where the darkest monsters I have faced were waiting. 
The taint was in almost all things that lived in those oppressing chambers, but we returned it to a state of 
waiting. I don't think we could have succeeded without the help of all involved, but isn't that the way 
of things? Together, we stood against this darkness. If we continue to cooperate, perhaps I will see the 
Emerald Dream again before I pass into the world. 


(INTRODUCTION TO PLAYING THE DRUID 


ijlf you like the idea of being able to play a different set of classes with the same 
I haracter, Druids are the perfect thing for you! These casters are able to heal, nuke, 
f I root, and engage in modest melee skirmishes, but they can Shapeshift and become 
jj powerful beasts. Through these forms, Druids c an mimic the abilities of Warriors 
[land Rogues! This means that a Druid can act as a group's backup Tank, a DPS class, 
II or a spare Healer. It's hard to go wrong with options like that, and the Talent choices 
■ of a Druid make a huge difference in terms of customization. 

j| Groups don't often grab a Druid as their first choice because of the uncertainty 
I for what each Druid can do well, but there are certainly ways to make a Druid 
appealing as a soloer, a group member, or as a PvPer. With a focus on healing 
n abilities, Druids are able to respond extremely well to backup and even some 
I primary healer duties. Specced for soloing, a Druid can rip through targets as a DPS 
I attacker and switch from cat form to their caster (natural) form to heal after battles; it 
I offers a low-downtime, exciting way to work through the game's outside areas. 

Also, people look to Druids for their stackable buffs; other classes are able to 
i.iise specific attributes (Intellect and Stamina being obvious targets for Mages and 
I Priests). The Druid buffs add a damage shield and a spell that raises all attributes, 
I increases armor, and improves resists! Mark of the Wild isn't a good buff— it's an 
9 incredible buff. 


r 

RACES AND STARTING ATTRIBUTES 

UCE STRENGTH STAMINA AGILITY 

INHUEn 

sriRH 

1 Night Eli 22 21 22 

23 

21 

llouren 2S 23 19 

20 

^22 


ATTRIBUTES APPLIED 


Increases Domoge 


hsUHL. 


Higher Hit Points 


Roises Chonce to Gel o Criticnl Hit and Dodge 


More Mono, Foster Rote for Goining Weopon Skills 
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: ITEMS AND EQUIPMENT 



I 


Druids are able to wear up to leather armor, and they wield Staves naturally. Beyond 
that, thev are able to train in Spears, Two-Handed Maces, and Unarmed Fighting. 
Both Spears and Two-Handed Maces are popular for their damage output, while 
Staves are desired for their bonuses to caster attributes. The best choice for your 
Druid is one that enhances your preferred style of fighting (more damage if you 
prefer the melee aspects of Druids, or choose higher Intellect and Spirit to follow 
the caster line). 

Keeping armor up to date doesn't sound as important for a caster, since you are 
going to get chewed up no matter what, but that just isn't the case (especially with 
Druidsl. This class' ability to switch forms and fighting styles necessitates the best 
armor possible, even if leather is your cap. Druids that transform into bears to 
providing tank support to a party should remain on the lookout for any boost to 
their armor value. 

Attributes are rough to deal with as a Druid (you need practically everything). Intellect 
svery nice to supplement the weaker mana pool of the Druid. Spirit helps all of the 
animal forms to a decent extent, so that 
is a decent secondary choice. Beyond 
that, look for gear that improves your 
favorite form: Strength and Stamina for 
the bear, Agility and more Agility for the 
cat. Unlike most classes, it's often wise 
(0 go for equipment that has more total 
bonuses than any single bonus (e.g. 
better to have +15 to Agility and Spirit 
than +25 to Agility). 



CHOOSING YOUR PROFESSION 


j I There are a number of good choices in this area, so it's debatable which path to take. 

I I Druids benefit highly from Alchemy/Herbalism (for various potions, all of which 

can aid the Druid at one time or another). Yet, Leatherworking and Skinning helps 
a great deal with armor. Caster Druids are probably a bit better off with Alchemy, 
I KhileShapeshifting Druids gain more from Leatherworking. 


^ fyou know that your character is going to have a pile of money (by being twinked, 
1 supported by your guild, etc.), perhaps it's fine to take Leatherworking and Alchemy, 
i and simply purchase/snag the supplies for them from others. 


i 


I 

[ 

i- 



Secondary Skills aren't as vital to Druids 
as they are to non-magical classes 
that melee. First Aid and Cooking 
are downtime reducers that benefit 
everyone, but these have diminishing 
returns for a class that can move between 
melee and magic without delay. 


CLASS ABILITIES 


^id Abilities are divided by the form needed to cast them. For ranged magic, the 
(Mural form of the Druid is used. As a bear the Druid can take far more damage and 

K Warrior abilities. As a cat the Druid is stealthy and able to deal much higher 
age. 








BALANCE 

The forces of Balance lend the Druid powers of ranged damage, natural fury, and the ability to bind their foes to the ground (when outdoors). 


ENTANGLING ROOTS y 



RANK LEVB MANA RANGE CASTING TtME 

COOLDOWN COSTTO TRAIN EFFEH 


30yd 


30yd 


Roots the target in ploce ond causes 20 noture domofle over 1 2 set. Only useable outdoors. 


22 0 


28 _ 80 30y^ 

_36 95 30yd 


54 0 


Roots the torget in ploce ond causes 50 nolure domoge over 1 5 sec. Only useable outdoors. 


1 # 400 


30yd 


Roots the target in place and causes 90 nature dc 
Roots the tnraet in place and couses 1 40 nature dc 


]e over 18 set . On ly useoble outdoors. 
ige over 21 sec. Only useable outdoors. 


30 log 


30 500 


Roots the lorgej in ploce^nd couses 200 nature domoge over 24 sec. Only useable outdoors. 
Roots the teaet in pbce ond couses 270 nature domofle over 27 sec. Only useoble outdoors. 


FALRIE FIRE 

UNX IMl MANA 


I?. 


3 0yd 


30yd 


30yd 


55# 

10 80# 


30yd 


A9. .’Ojr , 


Detreose tbe armor of the torgetby ]75 for 40 sec. While aff ec ted, the torget cannot steolth or turn invisible. i 

Decreose the armor of the loraet by 285 for 40 sec. While affected, the torget connot steofHi or turn invisible. 

Decreose the armor of the torget by 395 for 40 sec. While offetted, the torget connol steolth or turn invisMt. ; 


Detreose th e armor of th e torget b y 505 for 40 sec. While offectod, the torge t connot steolth or turn invisilile. 


FAERIE FIRE (BEAR) 


o 

5 Rage 

30yd . 



Decrease the ormor of the torget by 285 for 40 set. While offetted, the target connot steolth or turn invisiUe. 

42 

5Roge 

30yd 

IC 

50 #_ 

Decrease the armor of the torget by 395 for 40 sec. While offetted, the torget cannot stealth or turn invisilib. j 

54 



K 

70# 

Decrease the armor of the target by 505 for 40 set. While affected, the target cannot stealth or turn invisiUT* 


FAERIE FIRE (CAT) 

RANK IfVa MANA UNGE 


~w:i. 


30 15 Energy 30yd_ 

42 . IS Energy 30yd _ 

54 .15 Energy 30yd 


50f 

70 0 


Decr eose the armor of the target b^ 285 for 40 sec. While offetted, the torget wnnot steolth o r turn inv isilile. 

lor of the target by 395 for 40 set. While effected, the torget connot stealth or turn invisilile. 


Decrease the oi 


Decrease the ormor of the target by 505 for 40 set. While offetted, the target cannot steolth or turn inv'isilile._ 



1 HURRICANE 






RANK LEVEL MANA RANGE 


TING TIME COOLDOWN 

COSTTOTUIN 

EFFEO 1 


r 2 50 884 


IC 1 min 

60# 

Creates o violent storm in the area surrounding the coster, causing 75 Nature domoge to oil nearby enemits 
every 1 sec, ond reducing the attack speed of oil nearby enemies by 20%. lasts 10 sec. 


y 3 60 1125 


IC 1 min 

I# 

Creates o violent storm in the oreo surrounding the caster, causing 101 Nature domoge to oil nearby enemln 

#v#rv 1 uir nnri railiirlfM ika nHn/lr caamI a( nil Mfirku onomiM ku 1 ncfe 1 H ror 



MOONFIRE 




m- . 

111 -W 

RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 1 

WiM 

1 1 4 

25 

M. 

IC 

80# 

8urns the enemy for 7 to 9 Arcane domoge and then on additional 1 2 Arcone domoge over 9 sec. 

■■ 

' 2 >0 

50 

30yd 

IC 

3# 

8urns the enemy lor 1 3 to 1 7 Arcane domoge and then on oddilionol 32 Arcone domoge over 1 2 sec. 


' 3 16 

75 

30yd . . 

IC 

18# 

Burns the enemy lor 25 to 31 Arcane damage ond then on odditionol 52 Arcane damage over 12 sec. 


; 4 22 

105 

30yd 

IC 

• 34 #_ 

Burns the enemy for 40 to 48 Arcane domoge and then on additional 80 Arcone domoge over 1 2 sec. 


f 28 ^ 


30yd 

K 

54# 

Burns the enemy for 61 to 73 Arcane damage and then on additional 1 24 Arcane domoge over 1 2 sec. 


L ‘ 

190 

30yd 

IC 

90# 

Burns the enemy for 81 to 97 Arcane domoge and then on oddilionol 1 64 Arcane damage over 1 2 sec. 


1.7 40 

235 

30yd 

JL 

1 # 30 # 

Burns the enemy lor 105 to 125 Arcone domoge ond then an odditionol 21 2 Arcone damage over 12 sec. 


r 8 46 

280 

30yd 

IC 

• ’0# . 

Burns the enemy for 1 30 to 1 54 Arcone domoge ond then on additional 264 Arcone damage over 12 sec. - 


t ’ 

_ .12L . 

30yd 

IC 

• 

Burns the enemy for 1 57 to 1 85 Arcane domoge and then on additional 320 Arcone damage over 1 2 sec. | 


^ 10 58 

__,3» 

- M 

IC 

3# 50# 

Burns the enemy for 1 89 to 22 1 Arcane domoge and then on oddilionol 384 Arcane domoge over 1 2 sec. | 


1 NATURE’S GRASP ! 




iML 

1 RANK LEVEL 

MANA RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 

1 2 18 

i 

65 

IC 

15sec 

5 # 50 # While octive, any time on enemy strikes the caster they hove a 35% chonce to become offlicted by Entangbii 

Roots (Ronk 2). Only useable outdoors. 1 charge. Lasts 45 sec. 

1 3 28 

80 

IC 

15sec 

13# 

While octive, any lime an enemy strikes the caster they hove o 35% chance to become offlicted by Enlongini 
Roots (Rank 3). Only useoble ouldoon. 1 chorge. Lusts 45 sec. 

Ijl 4 38 

'1' 

95 

IC 

15sec 

40# 

While active, ony lime on enemy strikes the coster they hove o 35% chonce to become afflicted by Entonglinji 
Roots (Ronk 4). Only useoble outdoors. 1 charge. Losts 45 sec. 

1 : 5 48 

i;^ 

110 

IC 

15sec 

80# 

While octive, any time on enemy strikes the caster they hove o 35% chance to become afflicted by Enlonglini 
Roots (Rank 5). Only useable outdoors. 1 charge. Lasts 45 sec. 

1 6 58 

125 

IC 

30sec 

90# 

While octive, any time on enemy strikes the coster they have o 35% chance to become afflicted by Enlongliiig 
Roots (Rank 6). Only useoble outdoor. 1 chorge. Lasts 45 sec. 



PER/ 

Shapusl 
Bear Fo 



1 SOOTHE ANIMAL 

liu. 

1 UIK IftlEl MAtlA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFI 

E 


40yd 


Soothes the torget beast, reducing the range at which it will ottack you by 10 yards. Only affects targets level 40 
or lower. Lasts 15 sec. 


Soothes the target beast, reducing the range at which H will attack you by 10 yords. Only affects targets level 55 
or lower. Lasts 15 sec. 


Soothes the torget beast, reducing the range ot which it will ottock you by 10 yards. Only affects targets level 70 
or lower. Losts 15 sec. 


Causes 89 to 1 09 Arcane donwie to the torget. 


Couses 1 37 to 1 67 Arcane domoge to the target 


Couses 201 to 241 Arcane domoge to the toraet. 


Couses 280 to 334 Arcane domcige to the torget. 


Causes 362 to 428 Arcane domoge to the target. 


Causes 445 to 525 Arcone dotnoge to the target. 


IIANGE CASTtNGTIME COOlOOWtl COST TO TRAIN EFFEG 


170 30yd 

44 JiO 30yd 


JjZ _ Thorns sprout from the friendly target causing 3 Nature domoge to attackers when hit. lasts 1 0 min. 

9 # Thorns sprout from the friendly torget causing 6 Nature domoge to ottockers when hit. Lasts 10 min. 

53 C; Thorns sprout from the friendly target causing 9 Nature damage to ottockers when hit. Losts 10 min. 

90 #_ Thorns sprout from the friendly torget cousing 12 Nature domoge to ottockers when hit. Losts 10 min, 

2 # 60 g Thorns sprout from the friendly torget cousingJS Nature damage to ottockers when hit. Lasts 1 0 min. 


\ WRATH 

■ 


. I 

1 im LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COSTTO TRAIN 

EFFEa ■ 


J^5 

.30yd 

1.7 

19 

Causes 25 to 29 nature domoge to the target 

FT 14 

55 

30yd 

2 


Causes 44 to 52 noture damage to the target 

[_i 

_JP_ 

30yd 

2 

34 0 

Causes 63 to 73 noture damage to the torget. 

[5 30 

100 

30yd 

2 

5^ 

Couses 1 01 to 1 1 5 noture domoge to the target. 

1 _L 

125 

30yd 

2 

1 0 40 0 

Causes 1 39 to 1 57 nature domoge to the target. 

L? 46 _ 

155 

30yd 

2 

!• 90« 

Causes 1 88 to 21 0 nature damage to the target. 

V 8 54 

180 

30yd 

2 

4 # 60 #_ 

Causes 236 to 264 noture domoge to the target. 


FERAL COMBAT 

' - shifting is the core of Druid versatility. This allows all Druids to reach speedier forms of travel (under water and above ground) or to become either a tank or DPS das 
• ((xm is gained at Level 1 0, Acjuatic Form at 1 6, Cat Form is 20, T ravel Form at TO, and Dire Bear at Level 40. 


AQUATIC FORM (SHAPESHIFT) 


RANK LEVEL MANA RANGE CASTING TIME 

COOLDOWN COST TO TRAIN EFFEO 11 


\m 

16 

23 



1C 

1.5 sec 


1 0 # Shapeshift into aquatic form, increasing swim speed by 50% and allowing the druid to breathe underwater. , 1 

1 

S BASH 



s.f- 


4:- 



1 RANK 

LEVEL 

RAGE 

RANGE 

CAST 

INGTIME 

COOLDOWN 

COST TO TRAIN 

EFFEa ■] 

1 

14 

AL 

10yd 


1C 

Imin 

9« 

Bashes the target, stunning him for 2 sec I 

It 2 

.30 . 

10 

10yd 


JC 

1 min 

55 0 

Bashes the target, sturming him for 3 sec I 


46 

10 

10yd_ 


A 

1 min 

1» 90» 

Bashes the torget, stunning him for 4 sec. I 


1 BEAR FORM (SHAPESHIFT) 


^ . 

RANR LEVEL MANA RANGE CASTING TU 

AE COOLDOWN 

COST TO TRAIN EFFEO I 


1 0 # Shapeshift into a bear, increasing ottack power by 30, armor contribution from items by 65%, health by 25, ai 
heolth golaed per point of stomino l»y 2. Also ollows the use of vorious beor abilities. 


CAT FORM (SHAPESHIFT) 

F"” mi 1: 

RANK LEVEL MANA RANGE CASTING 

TIME COOLDOWN COST TO TRAIN EFFEO 


20 65 ^ 


J 0 0 Shapeshift into cat form, increosinfl attack power Iw 40 and Allowing the use of vorious cot a bilities. 


S CHALLENGING ROAR 

t 

bI RANK LEVE RAGE RANGE 

CASTING TIME COOLDOWN COSTTO TRAIN EFFEO ■ j. 

!|[ 1 28 15 1C lOmin 54 0 Taunts all neorby enemies for 6 sec. G 


I'l 


%.■ 


1 ) 

CLAW 






e 


RANK LEVE 

ENERGY 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFKT I 

J 

1 20 

45 

10yd 

1C 


10O 

daw the enemy, cousing 27 odditionol domoge. Awards 1 combo point. 1 


J 28^.^ 

45 

10yd 



54 0 

daw the enemy, causing 39 odditionol damage. Awards 1 combo point. 1 


^ 3 38 

45 

10yd 



1C 


19 40 0 

daw the enemy, causing 57 additional damage. Awards 1 combo point. B 


4 48 

45 

10yd 

1C 


3# 500 

Clow the enemy, causing 88 additional damage. Awords 1 combo point. £ 


5 58 

45 

10yd 

JC 


3« 500 

Clow the eneii% causing 1 1 5 odditionol damage. Awards 1 combo point. 1 





COWER 


RANGE 


CASTING TIME 


10yd 


J0yl_ 


10yd 




RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN 


Co wer, cousin g no do mage bul l owering your threat o small amount, making the enemy less likejy to attack ' 
Cower, cousing n o d omoge but lowering your threat o tnedium amount, making the ene my less likely t o ntlock n 
Cower^ causing no damage but lowering your threat o lorge amount^ mok ing the enemy less likely to ottackyw. 


t it — 1 


Increoses movement speed fay SOX for 1 5 sec. 


Increoses movement speed by 60X for 1 5 se 



DEMORALIZING ROAR 



RANK LEVEL RAGE RANGE CASTING TIME COOLDOWN 

COST TO TRAIN EfFEO 


M 

10 

1^ 

3_© 

The druid roors, decreasing neorby enemies' attock power by 30. Losts 30 sec. 


f 2 20 

10 

1C 

199 

The druid roars, decreasing neorby enemies' attock power by SO. Losts 30 sec. 


[ 3 32 

10 

1C 

10 10# 

The druid rows, doaeosing neotiiy enemies' attack power by 65. Lasts 30 sec. 


4 42 

10 

1C 

10 80# 

The druid roars, deaeosing neorby enemies' ottock power by 100. Losts 30 sec. 


' 5 52 

10 

1C 

40 

The druid roors, deaeosing neorby enemies' attock power by 1 30. Lasts 30 sec. 




\ DIRE BEAR FORM (SHAPESHIFT) 

. .. 

1 RANK LEVEL MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN EFEEQ | 


Shopeshift into a dire bear, increosing attack power by 120, armor contribution from items by 12SX, hedllili|f 
525, and health floinod per point of stomino fay 2, Also allows the use of various beor obilities. ^ 


ENRAGE 




m 


RANK LEVEL MANA 

RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN EFFEQ 




!1_ 


30yd 


Generates 20 mge over 1 0 sec, bul slgnifiaMitfy reduces armor. The druid is considered in combot for the jwM 



GROWL * 

RANK LEVEL RAGE RANGE CASTING TtME COOLDOWN COST TO TRAIN EFEEQ 


ir 




lOvd 


Adds g smol omouni of threot to the torget. 


_io»L 


Adds g medium amount of threot to the tofflet. 


30 5 

10yd 

1C 


55# 

Adds a high omouni of threol to the target. 


4 40 5 

10yd 

1C 


1# 30# 

Adds a very high omount of threat ta the target. 


Is so 5 

10yd 

1C 


2 0 40# 

Adds a very high omouni of threol to the torget. 


Nf 6 60 S 

10yd 

1C 


3# 90# 

Adds a very high omount of threat to the target. 




















RANK LEVEL 

RAGE 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEQ 


LnHII 

! _L >0 _ 

15 


Next Melee 

10 e 

Increoses the druid's next attack by 1 8 damage. 



■ 2 18 

15 


Next Melee 

22# 

Increases the druid's next attock by 27 damage. 



^ 3 26 

15 


Next Melee 

67# 

Increases the druid's next attock by 37 damage. 



4 34 _ 

15 


Next Melee 

90# 

Increases the druid's next attack by 49 damage. 






Next Melee 

L" *0® 

Increases the druid's next attock by 71 damage. 



. 6 so 

15 


Next Melee 

7 0 40 e 

Increases the druid's next attock by 101 damage. 



^ 7 58 

15 


Next Melee 

3# 50# 

Increases the druid's next attack by 1 28 domoge. 




1 ^' -V 1 

1 RANK LEVEL ENERGY RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEQ 



1 36 50 10yd 

2 46 SO 10yd 


1 # SO # Pounce, stunning the torget for 2 sec ond cousing 90 domage over 1 8 sec. Must be prowling ond behind the kf 

Awords^l combo poin t. " 


\ 9 90 9 Pounce, stunning the target for 2 sec ond causing 1 20 damage over 1 8 sec. Must be prowling and behind ik |' 

Imqit. Awords I combo poitit. 


SO 1 0yd 


6 # 40 9 Pounce, stunning the target for 2 sec ond causing I SO damage over 1 8 sec. Must be prowling ond behind lb | . 

target. Awords 1 combo point. | 



RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 


Qssili 

Allows the Druid to prowl oround, but reduces your speod to 60% of normal. Losts until concelled. 


Allows the Druid to prowl wound, bul reduces your speed to 6SX of normal. Losts until concelled. 


Allows the Druid to pfowl orawid, but reduces your spoed to 70% of normol. Losts until concelled. 



RAKE 



RANK LEVa ENERGY RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEQ 1 


10yd 


10yd 


10yd 


S3 Q Poke the target for 1 5 dom oge and on addi tional 30 d amage over 9 sec . Awo rds 1 combo po int. 

9Oj0 Roke the torget for 22 dama ge and on odditional 45 dotnoge over 9 sec. Awards 1 combo point. 

so Q Rake the torget for 34 domage ond on od dition al 60 dam age over 9 sec. A word s 1 co mbo point. 


Roke the tarart for 46 domoge and on additional 75 domoge over 9 sec. Awords 1 combo point. 



19 90^ 



a 




1 uiK m. 

ENEIGV 

UNGE 

CASTING TIME 

COOLDOWN 

COSTTO TRAIN 


} 32 

60 

10yd 

1C 


1# 10# 

Ravage the target, causing 350% damage plus 147 to the target. Must be prowling and behind the target. Awards 
1 combo point. 

2 42 

60 

10yd 

1C 


1# 80# 

Rovoge the target, causing 350% damage plus 273 to the target. Must be prowling and behind the target. Awords 
1 combo point. 

3 50 

60 

10yd 

1C 


2# 40# 

Ravage the target, cousing 350% damage plus 217 to the target. Must be prowling and behind the target. Awards 
1 combo point. 

4 58 

60 

10yd 

1C 


3# 50# 

Ravage the target, causing 350% domage plus 343 to the torget. Must be prowling and behind the torget. Awards 
1 combo point. 

r ' 1 

RIP 










i--' 




1 

UK ina 

EKEKGV 

RANGE 

CASTING TIME 

COOLDOWN 

COSTTO TRAIN 

EFFEG ■ 

1 20 

30 

10yd 

1C 


19# 

Finishing move thot causes domoge over time. Damoge increases per combo point; 1 point; 42 damage over 
1 2 sec. 2 points; 66 damage over 1 2 sec. 3 points; 90 damage over 1 2 sec. 4 points; 1 1 4 damage over 1 2 sec. 
5 points; 1 38 damoge over 1 2 sec. 

2 28 

30 

10yd 

1C 


54# 

Rnishing move thot causes damage over time. Damage increases per combo point; 1 point; 60 damage over 
1 2 sec. 2 points; 96 damoge over 1 2 sec. 3 points; 1 32 damage over 1 2 sec. 4 points; 1 68 damoge over 1 2 sec. 







5 points; 204 damage over 1 2 sec. 

3 36 

30 

10yd 

1C 


54# 

finishing move that causes domage over time. Domage increases per combo point; 1 point ; 84 damage over 
12 sec. 2 points; 132 damage over 12 sec. 3 points; 180 damage over 12 sec. 4 points; 228 domoge over 12 sec. 
5 points; 276 damage over 1 2 sec. 

4 44 

30 

10yd 

1C 


1# 50# 

Finishing move that couses damoge over time. Damage increoses per combo point; 1 point ; 1 20 damage over 
12 sec. 2 points; 186 domage over 12 set. 3 points; 228 domage over 12 set. 4 points; 318 domage over 12 set. 
5 points; 384 domoge over 1 2 sec. 

5 52 

30 

10yd 

1C 


2# 50# 

Finishing move that causes damoge over time. Domoge increases per combo point; 1 point; 162 domage over 
1 2 set. 2 points; 252 domage over 1 2 set. 3 points;342 damage over 1 2 set. 4 points; 432 damoge over 1 2 set. 
5 points; 522 domage over 12 sec. 

6 60 

30 

10yd 

1C 


3# 90# 

Finishing move thot causes domage over time. Damoge increases per combo point; 1 point ; 228 damoge over 
1 2 sec. 2 points; 354 damage over 1 2 sec. 3 points; 480 damage over 1 2 sec. 4 points; 606 damoge over 1 2 sec. 
5 points; 732 domage over 1 2 set. 


SHRED 





ir 1 


UIK ina 

ENEIGY 

RANGE 

CASTING TIME 

COOLDOWN 

COSTIOIRAIN 

EEfKT ■ 

1 22 _ 

60 

lOyd 

1C 


34 9 

Slued ihe imcjci (nusmg 225t ' daimige plus S4 lo the tuiijci Musi be behind the target. Awords i combo poinl. 

i ,_30 

60 

10yd 

1C 


55# 

Shred the torget, causing 225% damoge plus 72 to the torget. Must be behind the target. Awards 1 combo point. 

J 38 

JO 


IC 


1# 90# 

Shred the torget, causing 225% damage plus 99 to the target. Must be behind the target. Awards 1 combo point. 

4 46 

60 

10yd 

1C 


1# 90# 

Shred the target, causing 225% domoge plus 144 to the target. Must be behind the torget. Awords 1 combo point. 

X 54 

60 

10yd 

IC 


2# 90# 

Shred the target, cousing 225% domoge plus 180 to the torget. Must be behind the target. Awards 1 combo point. 

SWIPE 



""""""" 



UK lEVa 

IA6E 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EfiKT ■ 

J 16 _ 

20 

lOyd 

IC 

4se( 

18 9 

Swipe 3 nearby enemies, inflidiiKj 18 dnnimjc 


M _ 

10yd 

IC 

4se< 

53# 

Swipe 3 neniby enemies, mfliding 75 domoge. 

3 34 

20 

10yd 

IC 

4set 

90# 

Swipe 3 neniby enemies, mfliding 36 damage. 

4 J4 _ 


10yd 

IC 

4sec 

2# 60 # 

Swipe 3 nemby enemies, mfliding 60 damage. 

5 54 

20 

10yd 

IC 

4set 

2# 90# 

Swipe 3 nemby enemies mfliding 83 damage. 

1 

TIGER’S FURY 






UK lEVa 

ENEIGY 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEQ ■ 

J 2^__ 

30 


IC 


53# 

Increoses damoge done by 10 lor 4 sec. 

J 36 

30 _ 


IC 


1# 50# 

Increoses damage done by 20 for 4 sec. 

J _4IL._ 

30 


IC 


3€ 10# 

Increases damage done by 30 for 4 sec. 

4 60 

30 


IC 


3 # 90 # 

Increases damage done by 40 for 4 sec. 

TRACK HUMANOID^ 

. . .J 




mu ~ ~ 

UK lEVa 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEa ■ i 

In/a 32 



IC 


1^ 10# 

Shows the loacotion of all nearby humanoids on the minimop. Only one type of thing con be tracked at a lime. 1 

1 

TRAVEL FORM (SHAPESHIFT)' 



1 

UK lEVEt 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEa ■ : 

^N/A 30 

23 


IC 

I.Sset 

10 # 

Tronsforms the druid into a trovel form, btaeosing movement speed by 40%. 1 





) 


RESTORATION 

I Qfcrough Restoration, Druids are able to heal themselves and their allies. Though left without the ability to raise others from the dead, Druids make a huge difference as 
dary healers in groups. 



‘ ^ F 

If 

UK LEVEL MANA RANGE CASTtNGTIME COOLDOWN COST TO TRAIN EF 

FEG ■! 

JN/A 26 100 30yd IC 67# Attempts to cure 1 poison effect on the torget, and 1 more poison effect every 2 seconds for 8 sec. P 





Cures 1 pobon effect on the torgel. 


Heels g friewfly target for 88 lo 1 1 2. 


Heels g frienillY target for 1 95 to 243. 


Heels 0 frietiiWy lorget for 363 to 445. 


Heols 0 friendly target for 572 to 694. 


Heels 0 friendly toflet for 742 lo 894. 


Heok 0 friendly target for 936 lo 1 1 20. 


2# 40# 


REGROWTH 

UNX lEVU MANA 


Inrreoses the friendly target's ormor by 25 for 30 min. 

Increoses the friendly torget's ormor b y 65 end oil oltributes by 2 for 3 0 min. _ 

Increoses the friendly torget's ormor by 1 42 ond oil ottributes by 5 for 30 min. 

Increoses the friendly torget's ormor by 150, oil ottributes by 6 ond oil resistonces by IS for 30 min._ 
Increoses the friendly torget's ormor by 1 95, oil ottributes by 8 ond oil resistonces by 20 for 30 min. 
Increoses the friendly torget's ormo^by 240, oil ottribute s by 10 o nd oil resistonces by HJor 30 min. 
Inc reoses the frienrHy to rget' s ormor by 285, oil oHribut es by 1 2 ond oil resistonces by 30 lor 30 min. 

' r ^ ^ 


^ 1 

12 

120 

40yd 

2sec 

8# 

Heols 0 friendly target for 84 to 98 ond onother 98 over 21 sec. 


1 2 


205 

40yd 

2sec 

__ 22# 

Heols 0 friendly lorget for 1 64 to 1 88 ond onother 1 75 over 21 sec. 


[3 

. 

24 

280 

40yd 

2sec 

53# 

Heols 0 friendly lorget for 240 lo 274 ond onother 259 over 21 sec. 


! 4 

30 

350 

40yd 

2sec 

55# 

Heols 0 friendly torget for 318 lo 360 ond onother 343 over 21 sec 


1 J_ 

36 

420 

40yd 

2s« 

„ ■ 1# 50# 

Heols 0 friendly target for 405 lo 457 ond onother 427 over 21 sec. 


[ 4 

42 

510 

40yd 

2sec 

1# 80# 

Heols 0 friendly target for 51 1 to 575 ond onother 546 over 21 sec. 


i-' 

48 

615 

40yd 

2sec 

3# 10# 

Heols 0 friendly torget for 646 lo 724 ond onother 686 over 21 sec. 



Heols 0 friendly torget for 809 to 905 ond onother 861 over 21 sec. 
Henk a friendiv tarnot for 1 00.3 to 1 1 1 9 and onolhor 1 0A4 ovnr 71 ur 


BO # . ^0' 32 over 1 2 sec. 


i 2 10 

40 

40yd 

l( 

3# 

Heols the target for 56 over 12 sec. 

3 16 _ 

75 

40yd 

1C 

18# 

Heols the lorget for 1 1 6 over 1 2 sec. 

4 22 

105 

40yd 

1C 

34# 

Heols the lorget for 1 80 over 1 2 sec. 

5 28 

135 

40yd 

JL 

.Ji# 

Heols the torgel for 244 over 12 sec. 

6 34 

160 

40yd 

If 

90 #_ 

Heols Ae $«• 

l_l .40 

”5 

40yd 

1C 

1# 30# 

Heols the torgel for 388 over 1 2 sec. 

i 8 46 

235 

40yd 

1C 

1# 90#. 

Heols the torget for 488 over 12 sec. 

1 J 52 

280 

40yd 

X 

4# 

Heols the torgel for 608 over 12 sec. 

' 10 58 

335 

40yd 

1C 

3# 50# 

Heols the torget for 756 over 12 sec. 


REMOVE CURSE ■ ^| 

RANGE CASTING TIM£ COOLDOWN COSTTO TRAIN EffEO 


30yd 1C 34 #^ Dispels 1 curse from the torget. 


IILITY 



• 

MANA RANGE 

CASTING 11ME 

COOLDOWN 

COST TO TRAIN 

500 

1C 

lOmin _ 

55# 

675 

1C 

lOmin 

If 30 X 

925 

1C 

lOmin 

2# 40# 

1235 

1C 

lOmin 

3# 90# 


Regenerotes oil neorby group membe rs for 94 every 2 seconds for 10 sec. Druids must cho nnel to moint oinlherf 

Regenerotes o il ne orby group members for 1 38 every 2 SMonds for 10 sec Druids must chonnel to m ointoin theiRd, 

Regenerotes oil neorby group members for 205 every 2 seconds for 10 sec. Druids must chonnel to mointoin thejl 

Regenerates oil neorby groiN) members for 294 every 2 seconds for 10 sec. Druids must chonnel to mointoin the<j 


TALENTS 


[ Druid Talents take the class far and wide, enabling the character to become a deft caster, a master of their Shifting forms, or a quality healer. The Balanced line offers 
;[of the mystic improvements, raising the attack damage, efficiency, and critical potential of Druid combat spells. Feral Combat brings the Druid's Cat and Bear forms 
in-line with Rogues and Warriors, respectively, making the class far more effective at DPS work and Tanking. Finally, the Restoration line aids healing spells with decrea 
I Threat, improved efficiency, and some interruption avoidance. Restoration also has some supplementary additions to the Druid's Shifting Forms. 


a 


2 # 60 # Heols o friendfy torget for 1 1 99 to 1 427. 


2 # 40# Heols 0 friendfy torget for 151 6 to 1796. 


6# 40# Heols ofrientaylotget for 1890 to 2230. 


^1 


4>eL| 


tiAMf 

RANKS 

PRFRfQUISlIES 

EfFEOS 

H Improved Wrath 

5 

None 

Reduces the cast time of your Wroth spell by .1 seconds (Per Rank) 

BlIoture'sGfosp 

) 

None 

Adds an Instant ability the Gives You a 35TC Chonce to Root Melee Attackers 

1 Improved Nature's Grasp 

4 

T Point in Nature's Grasp 

Increases Chance for Noture's Grasp to Root Attackers by 1 5% 
-Progression:! 5 V30%/45%/65% 

M Improved Entangling Roots 

3 

5 Points in Balance 

Gives you a 40% chance to ovoid interruption (by domoge) when costing 
Entangling Roots - Progression: 40X/70%/100% 

D Improved Moonfire 

5 

5 Points in Balance 

Increases damage and chance to criticol w/ Moonfire by 3% (Per Ronk) 

M Nature's Reach 

2 

5 Points in Balonce 

Increases the range of Wrath, Entongling Roots, Foerie Rre, Moonfire, and 
Starfire by 10% (Per Rank) 

QSwihshifting 

3 

5 Points in Balonce 

Reduces the cooldown on non-Shapeshifting spells by .5 seconds (Per Rank) 
after returning to caster form 

B Improved Slorfire 

5 

10 Points in Balance 

Adds 0 3% chance (Per Rank) for o 3 second stun to Starfire 

filOmen ofClarHy 

1 

10 Points in Balance 

Adds an Instant ability to buff your weapon (each hit you land gives a chance 
to gain Clearcasting) 

1 Improved Thoms 

5 

15 Points in Balance 

Adds a 5% chance (Per Rank) to Thorns to causes an additional 1 00% damage 

iUMoonglow 

5 

5 Points in Improved Moonfire, IS Points in Balance 

Reduces the Mana cost of Moonfire and Starfire by 2% (Per Rank) 

BMoonlurY 

5 

20 Points in Balance 

Increoses the domoge done by Starfire and Moonfire by 2% (Per Ronk) 

B Nature's Groce 

1 

20 Points in Balance 

Critical strikes w/ Wrath, Starfire, and Moonfire odd buff that reduces 
Regrowth/Heoling Touch casting time by one second (lasts one spell) 

UWooponBolonce 

5 

1 Point in Omen of Clarity, 20 Points in Bolonce 

Increases the domoge done with melee weapons by 2% (Per Rank) 

tlVengeonce 

5 

25 Points in Balonce 

Increases critical damage of Starfire, Moonfire, and Wroth by 20% (Per Rank) 

iJ Hurricone 

1 

30 Points in Balonce 

Adds on Instant obility to summon a storm that deals 53 Noture Domoge 
each second (for ten seconds) and slows enemy attacks by 20% 

^ (T 


- 

— — 


UlMIlUMi 

RANKS 

PIEREQUISinS 

EFFEOS H 

B Ferocity 

5 

None 

Reduces the cost ol Maul, Swipe, Qaw, and Rake by one Rage/Energy (Per Rank) 1 

Cl Improved Demoralizing Roar 

5 

None 

Increoses the Attack Power debuff of Demoralizing Roor by 5% (Per Rank) 1 

B Improved Bash 

2 

5 Points in Feral Combol 

Increoses the stun duration of Bosh by .5 seconds (Per Rank) 1. 

B Sharpened Cows 

5 

SPointsinFerolCombot 

Increoses for critical strike chance by 1 % (Per Ronk) (Beor and Cot Form Only) 

B Improved Prowl 

5 

10 Points in FerolCombot 

Increoses prowling speed by 3% (Per Ronk) 

B Feral Charge 

1 

10 Points in Feral Combat 

Adds an Instont ability to charge and stun enemies for one second, 
interrupting spells for five seconds 

B Blood Frenzy 

5 

5 Points in Sharpened Clows, 10 Points in Feral Combat 

Cal Form critical strikes that add combo points by o 20% chance (Per Rank) 
to add a free combo point 

B Primol Fury 

5 

S Points in Sharpened Clows, 1 0 Points in Feral Combat 

Give 20% chance (Per Rank) to goin five Rage during Crit Strike (Beor Form) 

B Improved Shred 

2 

1 5 Points in Feral Combat 

Reduces the Energy cost of Shred by 5 (Per Rank) 

B Predatory Strikes 

5 

1 5 Points in Feral Combat 

Increases the Attack Puwer boost from Cat Form obility by 4% (Per Rank) 

BFoerie Fire (Bear) 

1 

1 5 Points in Balance 

Adds the ability lo cost Faerie Fire in Bear Form 

B Faerie Rre (Cal) 

1 

1 5 Points in Balonce 

Adds the ability to cost Foerie Rre in Col Form 

B Thick Hide 

5 

20 Points in Feral Combat 

Increases Armor (goined by items) by 2% (Pet Rank) in Bear Form 

B Feline Swiftness 

1 

20 Points In Ferol Combat 

Improves outdoor movement speed by 30% in Cot Form 

BsirenglhoftheWild 

4 

5 Points in Predatory Strikes, 25 Points in Ferol Combat 

Increases your Strength in Bear and Cal Form by 3% (Per Rank) 

B Improved Ravage 

2 

25 Points in Feral Combat 

Increose chance for Rovoge to critically strike by 5% (Per Rank) 

B Primal Instinct 

1 

30 Points in Ferol Combat 

Reduces the Mono cost of Shopeshifling abilities by 25% 

B bnprovod PowKO 


30 Points in Feral Combat 

Adds a 50% chance (Per Ronk) for Pounce to add o free combo point ^ 


RANKS 

PRfRtQUISIUS 

tlEEClS 

B Improved Mark of the Wild 

5 

None 

Increoses the Effects of Mork of the Wild by 7% (Per Ronk) : 

flFuror 

5 

None 

Give you 0 20% chance (PUr Rank) to gain 10 Rage when Shifting into Bear Form ‘ 

B Nature's Focus 

5 

S Points in Restorotion 

Adds a 20% chonce (Per Rank) to avoid interruption (by damage) when | 

casting Healing Touch/Regrowth 

liSi Improved Heeling Touch 

5 

$ Points in Restoration 

Reduces the Mona cost of Healing Touch by 4% (Per Rank) 

B Improved Enrage 

2 

5 Points in Furor, 5 Points in Restoration 

Reduces the Armor penolty and required time for Enrage to generate Rage 
(Reduced by 2 seconds Per Rank) 

fl Combat Endurance 

5 

10 Points in Restorotion 

Allows 2% (Per Rank) of Health regeneration to work during combot I 

B Gift of Nature 

1 

10 Points in Restoration 

Improves the effect of Healing Touch, Rejuvenolion, Regrowth, and 
Tranquility by 5% 

iki Intensity 

5 

10 Points in Restoration 

Adds 0 20% chonce (Per Ronk) lo goin 20 Energy when Shifting into (at Form 

Q Reflection 

5 

15 Points in Restoration 

Increases Mona regeneration by 2% (Per Ronk) 

B Improved Rejuvenation 

5 

IS Points in Restoration 

liKreoses the effect of your Rejuvenation spells by 3% (Per Ronk) 

B Nature's Swiftness 

1 

S Points in Nature's Focus, 20 Points in Restoration 

Adds an Instant ability that makes your next Nature spell cost Instantly 

BSubtlety 

5 

1 Point in Gift of Nature, 20 Points in Restoration 

Reduces threat accrued while Healing by 4% (Per Rank) 

B Improved Tranquility 

2 

20 Points in Restoration 

Adds a 40% chonce (Per Rank) to ovoid interruption (by damage) while 
casting Tranquility 

B Improved Regrowth 

5 

25 Points in Restoration 

Increoses the chance to critical with Regrowth by 10% (Per Rank) 

KJ Innervate 

T 

5 Points in Reflection, 30 Points in Restoration 

Adds an Instant ability with a six minute cooldown ihol allows 100% of 
mono regeneration during casting for 20 seconds 




II 



STRAT EGIES 


Playing a Druid varies greatly from area to area, group to group, and even from 
moment to moment. Because so much can be done to change the dynamic of a 
Druid in battle, it takes considerable practice to master all facets of this class. Once 
done, a Druid can seamlessly switch between the major roles of group members, 
faking over for anyone who falls short during a fight. 


First off, be sure to have your keys bound so that Shapeshifting between forms is 
fast and easy. Using Control + the Function Keys is somewhat standard, but placing 
keys beneath the numbers or anywhere close to your hand's natural placement 
is sensible. 


COMBAT IN CASTER FORM 

A simple fight for a Druid comes down to throwing some damage at range (Starfire or 
Wrath), then hitting the target with Moonfire and Faerie Fire during their approach. 
Crush enemies in melee combat while regenerating mana and head off to the next 
kill when everything is done. This is a Balanced Druid's approach to fighting, and 
it's perfectly effective against a wide range of monsters. 


Starfire is a great spell for maintaining efficient damage, and its maximum damage 
dealt is solid for a given level (compared to Wrath). What Wrath offers is the ability 
to dump a fair amount of mana into a target over a short period, because of its brief 
casting time, a Druid can spam Wrath into one or even multiple targets. 


As for Healing, notice that HoTs are more expensive in terms of mana per hit points 
restored, though Regrowth has a fairly short casting time. Rejuvenation heals far 
less, but is an instant cast and has a trivial cost; because this spell only causes a short 
break in mana regeneration, it's quite useful to slap on while entering melee. 


Healing Touch is the spell to spam when your group needs consistent and efficient 
healing. This spell is effective at bringing back decent amounts of life in large battles. 
If things start to get so bad that a primary healer is losing the fight against multiple 
wounds, use Tranquility to help everyone get back on their feet (and prepare to deal 
with some aggro). This group heal is best during the later stages of a difficult fight, 
when everyone has grabbed their share of aggro; finish off any target that is on you 
and get in the clear so your Channeling won't be interrupted. 


If Balance is your primary Talent line, having Hurricane can be a huge good to Caster 
Form tactics. If multiple enemies are inbound against your group, it's powerful to be 
able to deal damage against them and reduce their attack speed. 


outdoors and in need of extra mana, it's possible to use Entangling Roots 
against enemies and move out of their attack range. While you begin regaining 
mana, they continue to take damage. This is a good way to handle adds; slap them 
Entangling Roots and back away until they cannot contribute to the fight with 
any melee or ranged attacks. Handled correctly, this becomes a very substantial 
method of outdoor crowd control. 


Before going into your alternate Forms, using any spells, potions, or items that are 
needed in future combat (these things aren't usable once in an Animal Form, but 
the effects transfer when you Shift). So, drink potions for Strength, Armor, etc. before 
down on all fours. 



CAT FORM 

Use Cat Form as a way to solo or add DPS to a group. Druids deal very high danuj 
in Cat Form, especially is specced in Feral Combat. The best trick with this i$i 
lean on the DPS for several kills, until health begins to get low, then switch toyo 
Caster Form for some healing magic. Restore any buffs, Shapeshift back into aQ 
then repeat the process. 

In groups, the Cat offers high damage by harping on back attacks (Shred). Win 
there is a high-level or generally skilled tank holding aggro, this is a good choice! 
assisting the group's kill rate. It's easy to do more damage over time as a Catllii 
you can in Caster Form, and all of that mana you build up is perfect for going ia 
a healing frenzy (between battles or when the group is in a pinch). It's hard noil 
fall in love with the Cat for this reason; Druids are constantly adding to the groi 
without sacrificing healing potential or damage. 

At Level 32, Druids in Cat Form can use their Track Humanoid ability. This is an 
ability that's not available to other classes. As such, Druids have a few perks inN 
and PvP combat. When trying to avoid or hunt down PvP opponents, this abil 
dramatically improves your group's chance at gaining the initiative. Attacking wl* 
enemies are already engaged, distracted, or just looking the wrong way can^ 
enough to overwhelm superior numbers and levels. 



BEAR FORM 

The Bear Form isn't needed as often as the Cal because there are so many Warria 
out in the world. Yet, the group you choose may have Battle Stance Warrioisi 
only Paladins for doing the tank work, and they may need a bit of help. Bear Fob 
is decent for Taunting, solid for surviving damage, and can certainly make it wod 
a group's time to include you in their exploits. As with the Cal Form, save manaH 
important times and switch back to Caster for bursts of activity. 

If Bear Form is often needed in the groups you enjoy, invest in as high an Armo 
Rating as you can reach. Take Talents such as Thick Hide, use Defense Potions, an 
emulate as much of a Warrior's mentality as you can. 

Read through the class description for Warriors to gain better ideas for Taunti^ 
selecting the right targets to gather aggro, and so forth. 




I here were loo many in the camp for us to charge. The Scarlet Crusade wasn't stupid either; none would venture 
nut of the camp alone. We decided to try and get a smaller group to come to us. Denegar, our Dwarven Warrior, 
volunteered to "ask if they had a cup and sugar and run back." Denegar had the heaviest armor of all of us, and we 
were still unsure if even he could survive the trip back with enemies at his back. I decided that I would do it. 


l-wimijmybow and moved a bit closer. I took aim and waited until I had a good shot. I hit the fanatic in the shoulder. As 
i-\ MlfwiI would do, the man called to his friends before running toward me. I made a quick retreat back to the others. As 
T' . nemy made their charge, I shot my target in the leg. Now there were only two in the initial attack. Denegar made his 
"'.■itkjns clear by swinging his two-handed axe above his head and bringing it down against the enemy's shield. It wasn't 
ah:, but the message was clear. Denegar was not to be ignored. As the Warriors closed in on Denegar, I pulled back and 
|)eppering them with arrows. Their armor was as good as Denegar's. This wasn't to be a fast fight. 


Mif several minutes, the group had brought the first of the two enemies down and switched to the second. I was taking 
j:" v.hcn something moved on the edge of my vision. I dodged aside as a sword cut through the air I had occupied only a 
rwscnl l)efore. There was a Scarlet Warrior with two arrows in him and a very unhappy look on his face standing between 
pv and the rest of the group. I had a bow in one hand, and an arrow in the other. The fanatic let a smile form on his face 
ai'i licgan advancing. That was long enough. Talon, my wolf companion and best friend, sank his teeth into the man's 
a«iand nearly drug him to the ground. With his attention on Talon, I dropped my bow and arrow and unslung my two 
With both of us attacking, the man couldn't fight effectively against either of us. After a few moments both Talon and 
; ,'..■'6 sporting several wounds and our target was still standing. A look of horror crossed his face as a ball of fire slammed 
h-s chest. This was followed by a scream of Dwarven rage and the arrival of the rest of the group. The Priest made 
qjik work to restore the vigor Talon and I had lost through the fight. It had gone from two against one to six against one! 
Ihpiidds weren't in the Scarlet Crusader's favor. 


lINTRODUaiON TO PLAYING THE HUNTER 




. have a certain mystique about them. The idea of fighting along side a life- 
-%.£nd can be very appealing. The Hunter's strength is derived from combining 
■;J*‘’*Wesof the Hunter with those of a pet. While this gives Hunters more choices 
■‘.Tjnv classes, it takes practice and experimenting to find what works best in 


|ii^ the Hunter is hard to beat. With high-damage attacks, movement-hindering 
s, and a pet to bite at the heels of attackers, fighting a Hunter at range is 
sat best and foolhardy at worst. The movement hindering abilities allow 
■rto bring targets to a group in a more organized and less stressful fashion. 


:3 with Leather armor and progressing to Mail at Level 40, Hunters aren't 


Combine this with dual-wield or a two-handed weapon, and a pet, and 
lyre almost as dangerous in melee as they are at range. 




1 RACES AND STARTING ATTRIBUTES 

NQ SnOIGTH STAMINA AGIUTY 

INTELlfa 

SPIRIT 

ATTRIBUTES APPLIED 

Mhirl 

22 

19 

24 

19 

20 I 

1 Strength 

Partiolly Increases Damage Done in Melee 


17 

28 

20 

20 

21 1 

M Stamina 

Higher Hit Points 


23 

20 

23 

17 

» 1 

; 1 Agility 

Raises (honce to Get o Critkol Hit, Dodge and Inaeoses Domoge Done at Range and in Melee 

■•■nil 

23 

18 

23 

15 

23 1 

1 Intellect 

Faster Rate for Gaining Weapon Skills ond Higher Mono 


21 

■■■■■■■■ 



22 i 

===> 


Improves Hit Point and Mono Recovery 





Hunters gain enough hit points to survive the attention of monsters for a short time. 
However, a long, drawn-out fight is something to be avoided as Hunters c 
take nearly the hits Warriors can. Here is where the bond between Hunter and pet 
becomes so clear. Your companion is willing to do anything you ask. This includes 
keeping the attention of an enemy while you stay at long range and calmly fire away I 
or sit on its back hacking away. 


Keeping you and your party safe is something your pet is happy to do. Keeping your 
pet safe is what Hunters do in return for the boundless loyalty you receive. 







15^ ITEMS AND EQUIPMENT 


Properly equipped, a Hunter can function both in melee and at range. This flexibility 
gives you the choice where to fight. Many Hunters choose to fight at range when 
possible as many of their abilities are dependant upon using our Bow (or Gun). 

A Bow (or Gun) is your primary form of damage at range. As such, it must be kept 
up-to-date. This includes ammunition. Different types of arrows and shot give 
different DPS bonuses. Always use the highest level ammunition available. Finding 
a weapon that does high DPS and has Agility bonuses is even better as Agility affects 
ranged damage. 


KEEPING A PET 


Since a pet is the second half of your character, having a fully trained and leveled pel 
is very important. Find a pet you enjoy having that is the same level as you. Having a 
friend to help can make this less dangerous as taming cannot be interrupted and can 
fail. Your partner should do nothing besides distract the creature unless the taming 
fails, at which time you'll need help killing the unfriendly beast. 


Happiness level affects your pets loyalty level, which in turn affects how many 
I training points your pet has. 


Food is fairly important to a Hunter — it's for your pet! Keeping pets fed and happy 
is as important as almost any equipment you could possibly buy. Hunters should 
restock their food supply before heading out of town. Be sure to know which foods 
you create likes as well, since each race has different needs. 


f Bags and ammunition containers are fairly important. Quivers and Ammo Pouches 
give bonuses to firing speed. They can only hold Arrows or Shot and take a bag 
slot. This means that where most classes have one backpack and four bags, you 
have one backpack, three bags, and an ammunition container. Keep in mind that 
Hunters carry more food than many others (you're feeding two after all). So, Hunters 
have far less room than many characters, and even less if Skinning is one of your 
professions. 

^^y non-armor equipment should be used to increase stats. The foremost is Agility. 
I Agility heightens your critical hit chance, which is useful in both melee and ranged 
combat. It also increases damage in ranged combat and increases your dodge rate 
and some damage in melee. 


Once the pet has agreed to become your friend, help the bond flourish by feeding 
I it. Feeding raises a pet's happiness level. This level affects how much damage a pet 
does in combat, so it shouldn't be overlooked. 


lOOXof norniol daimige ginning loyo 


f 


LIONS, TIGERS, AND BEARS 


There are many beasts in the world. Finding the one that is right for you might tab 
while and may even change several times. It takes quite some time for pets to rea 
bond to their master, so avoid changing pets too often. 

Not every beast can use all the abilities you teach. Some body-types are inadeqa 
for performing certain attacks. Trying to teach a Crab to Bite is a noble effort, bb 
doesn't have the mouth to do any damage. 

Different beasts also have different diets. Bears and Nightsabres have no qual 
about eating almost any meat you give them. Striders and Owls are a bit pidi 
about their focxl. Your pet's diet is listed in the Pet Details screen. 


: ’p EXCHANGING SKILLS 


Training has two facets. Hunters teach pets abilities and learn abilities fromth 
pets. Many pets naturally have abilities. Learn these by watching your pet perfoi 
This usually takes a short while before you gain the ability in the Beast Train 
menu. Once you know the ability, it's possible to teach the ability to any pet)l 
acquire (with the aforementioned restrictions). 

It's essential to tame pets beyond your primary beast for gaining extra abilities,;! 
keep up with abilities, you have to constantly tame higher-level beasts, learn th 
abilities, and teach them to your pet. A creature without abilities is like a Flub 
without a pet. 


■fr CHOOSING YOUR PROFESSION 


Crafting your own armor is a solid choice. Skinning and Leatherworking keep^ 
from being out of date with armor as you can keep low-level items replaced wl 
higher-level items. If you skin everything you can, you'll also have leather leflw 
for friends or to sell at the Auction House. 


For a Gun Hunter, Engineering is another choice (also paired with Mining). Bei 
able to craft your own gun helps keep your second most important item (youf| 
being most important) up-to-date. Engineering also allows you to craft youroi , 
bullets. This can save you a great deal of money throughout your career. Flavi ■ 
Bombs and some of the gadgets that Engineering gives you offers even more opiia 
during combat. 


The secondary trades of Fishing and 
Ccxiking should not be taken for 
granted. With as much food as pets 
eat (they eat far more than Hunters), 
having a cost-effective supply can be 
invaluable. A side benefit is that you 
also gain higher-quality food, for when 
it is needed. 



-r' CLASS ABILITIES 


Hunters, like casters, use Mana for their special attacks. These abilities either! 
extra Damage, hinder the enemy's abilities, protect the Hunter, or help the Flunta 
Pet. Mana can be raised by items and recovers fastest when you are out of combi 



Hunters and their pets both get abililii 
The tables below reflect both types 
abilities. 










KEEPING YOUR ABILITIES ORGANIZED 

The Hunter gets o great number of obilities; they hove obilities in ranged combat, 
melee combat, and pet abilities. Organizing these obilities in the quickbors mokes 
it easier to change between ranged combat and melee combat. 

Pets hove their own quickbar and ranged abilities should be on another quickbor. 
Melee abilities should be on yet a separate quickbar with Aspects. Having abilities 
that affect your pet (Feeding, Taming, etc.) on onother quickbar keeps everything 
organized and easy to find. 

Setting up your quickbors as you level in this woy keeps them relatively static for 
the rest of your career keeps you from having to relearn which hotkeys ore for 
which abilities. 


1 ASPECT OF THE BEAST ^ J 





urn lEVEl MANA RANGE CASTING TtME (OOlOOWN 

COSTTOTRA 

JN 

EfFCO 

1 


ASPECT OF THE CHEETAH 


RANK lEVEl MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 


80 • The hunter takes on the aspects of a beast, shoring any detection obilities with her pet, becoming untrockoble and 

able to track beasts. 


The hunter tokes on the aspects of the cheetah, increosing movement speed by 20X. If the hunter tokes domoge, 
he will be dazed for 4 sec. Only one Aspect can be octive at 0 time. 


ASPECT OF THE HAWK 

i 




RANK lEHa MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 

EFTEO 


1 1 10 20 1C 

3# 

The hunter takes an the aspects af the hawk, increasing Ranged Attack Power by 20. Only one Aspect can be active 
at a time. 


The hunter takes on the ospects of a howk, increasing Ronged Attock Power by 35. Only one Aspect con be active 
at a time. 


The hunter takes on the ospects of the hawk, increasing Ranged Attack Power by $0. Only one Aspect can be octive 


The hunter takes on the aspects of a hawk, increasing Ranged Attock Power by 70. Only one Aspect can be active 
at 0 time. 

The hunter takes on the ospects of a hawk, increasing Ranged Attack Power by 90. Only one aspect con be active 


The hunter takes on the aspects of a hawk, increasing Ranged Attack powers by 1 10. Only one Aspect con be octive i 


BEAST MASTERY | 

This line controls your abilities that mcxfify you, your group, and your pets. Aspects 
control the various attribute bonuses that you receive, and only one of these can be ;] 
active at the same time. Other abilities in this line serve to gather pets, control the 
behavior of beasts, and protect them while under your care. .] 



ASPECT OF THE MONKEY 


OUTC 

Outdoon 



The hunter takes on the aspects of a monkey, increasing chance to dodge by 8%. Only one aspect con be octim 1'^ 
. at 0 time, . _ ^ 


ASPECT or THE PACK _ .1™ 


RANK LEVa MANA RANGE CASTING TIME COOLDOWN COSTTOTRAtN 

EFfar 1 


The hunter ond her group take on the aspects of o pack of cheetohs, increasing movement speed by 20X. Ill 
podc member tokes doflwge, they will be dozed for 4 sec. Only one Aspect can be active at a lime. 


BEAST LORE 

lUNK LEVIL MANA RANGE CASONGTtME COOLDOWN COSTTOTRAtN EFEEQ 


Gather information obout the target beast. The tooltip will display damoge, heohh, armor, ony special resistm 
and diet. 


BEAST TRAINING 

LEVa MANA UNGE CASTING TtME COOLDOWN COSTTOTRAtN aan 


1 0 # Lets the Hunter troin his pit with vorious obilities that he hos leorned. 


EAGLE EYE 

RANK LEVEL MANA RANGE CASTING TtME COOLDOWN COSTTOTRAtN EFFEG 


J2 0 Zooms in the Hunter's vision. 


EYES or THE BEAST 'i ^ 


RANK LEVa MANA RANGE CASTING TIME COOLDOWN 

COSTTOTRAtN EFaQ 


] 2 9 Take direct control of youf pet and see Jiroiiiih its tyis for I m 



- ■ 

RANK LEVEL MANA RANGE CASTING TIME COO 

LDOWN COSTTOTUIN aaO 


Feed your pet the selected item. Feeding your pet increases happiness. Using load close to the Pet's 
level will hove a better result. 


GLIMPSE or INSTINCTS 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COSTTOTRAtN aaa 


Shore your pel's senses, goining ony detection or trucking abilities for 30 sec. 


MEND PET , 

LEVEL MANA RANGE CASTING TIME COOLDOWN COSTTOTRAtN EFaa 


8 # 

29 © 
81# 

1 #_ 5p 0_ 

2# SO# 
5# 30# 


Heals your pet 20 heollh every second while you focus. Lusts 5 sec. 
Heols yow pet 38 heolth every second while you focus. Losts S sec. 


Heals your pet 68 health every second while you focus, lasts S sec. 
Heols yout pet 1 03 heohh every second while you focus, losts 5 sec. 


Heals your pel 142 health every second while you focus. Lasts 5 sec. 
Heols your pet 1 89 heolth every second while you focus, lasts 5 sec. 


Heals yew pet 245 heolth evety second while you focus, lasts 5 sec. 


Revive your pet, returning it to life with 1 SX of its health. 


^ SCARE BEAST 




; / ; ■ 

1 RANK LEVa 

MANA RANGE 

CASTING TIME 

COOLDOWN 

COSTTOTRAtN 

aFEa 1 

1 14 

3S 10 yd 

1.5 sec 

30 sec 

12# 

Scores a beast, causing it to run in fear for up to 10 sec. Damoge caused may interrupt the effect. Only one beost 
can be feared at a lime. 

2 30 

SO 10 yd 

1.5 sec 

30 sec 

80# 

Scares a beost, cousing it to run in fear for up to 1 5 sec. Damage caused may interrupt the effect. Only one beost 
con be feared at a time. 

3 46 

75 10 yd 

1.5 sec 

30 sec 

3# 70# 

Scares a beost, causing it to run in feor for up to 20 sec. Damoge caused may interrupt the effect. Only one beost 
canbelwradlNotime. 


begins taming a beost to be your companion. Your ormor is greotly reduced while you focus on taming the beosi 
for 20sec. If you lose the beast's attention for any reason, the taming process will fail. Once tamed, the beast wil 
be very unhoppy ond disloyol. Try feeding the pet immediotely to moke it hoppy. 



ii Ti 1 


CXnDOORSMANSHIP 

fcsldoorsnianship covers the traps and other tricks that Hunters use to disable and thwart enemies. 


DUAL WIELD 

urn ina MANA range casting time cooldown cost to train effeq 


Aljows one-hand ond off-hand weapons to be equipped jnjhe off-hand. 


FEIGN DEATH 



RANI LEVEL MANA RANGE CASTING TIME 

COOLDOWN COST TO TRAIN EFFEO 


Feign death which may trkk enemies into ignoring you. Losts up to 5 min, but resurrection penollies ore applied 
when the effect ends. 


'U-S FROST TRAP 




Lki lANR lEVa MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 


28 

60 


1C 15 sec 


Ploce 0 frost trap that creotes on ice slick around itself when the fint enemy opprooches it. All enemies within 10 
yords will be slowed to 40% of their normal movement speed. Trop will exist for 1 min. Traps con only be placed 
when out of combat. Only one trap con be active at o time. 



IMMOLATION TRAP 




RANR LEVEL MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 

a 

1 1 16 50 1C 15sec 

189 

Place 0 fire trap that will burn the first enemy to opprooch for 1 05 lire damage over 1 5 sec. Trap will exist for 


I min. Tra ps con o nly be placed w h en out of combat. Only one trap con be octive ot o time. 


1# S0« 


3 9 70 9 
6 9 409 


Ploce 0 fire trap thol will burn the first enemy to opprooch for 21 S fire domoge over 1 S set. Trap will exist for 

I min. Trops con only be ploced when out of combot. Only one trap con be active at o time. 

Place a fire trap thot will burn the first enemy to opprooch for 340 Rre domoge over 15 set. Trop will exist for 

1 min. Trops con only be ploced when out of co m bat . Only one tr op con be o ctive o t o time. 

Ploce 0 fire trop thot will burn the first enemy to approach for 51 0 Fire damage over 1 5 sec. Trap will exist lor 

1 min. Trops con only be ploced when out of combot. Only one trop con be octive ot o time. 

Place 0 fire trap thot will burn the first enemy to approach for 690 Fire damage over 1 5 sec. Trap will exist for 
1 min. Traps con only be placed when out of combat. Only one trap con be active ot o time. 


MAIL 



BHHI 


RANK LEVEL MANA RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 


1 MONGOOSE BITE 


RANK LEVEL 

MANA 

RANGE 

CASTING 1 

1ME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 

1 18 

25 

10yd 

IL 


5sec 

189 

Counterattack the enemy for 20 domoge. Con only be performed after you dodge. 

2 30 

35 

10 yd 

IC 


5 sec 

80 9 

Counterattack the enemy for 40 domoge. Con only be performed after you dodge. 

3 44 

45 

10yd 

IC 


5sec 

2 9 50 9 

Counterattack the enemy for 65 domoge. Con only be performed after you dodge. 

4 58 

60 

10 yd 

IC 


5 sec 

SO 30 0 

Counteroltock the enemy for 95 domoge. Con only be performed ofter you dodge. 


DISENGAGE 




i 

^ RANK lEVEL 

MANA 

RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEG 


50 

10 yd 

X 

29 9 

Attempts to disengoge from the target, reducing threat. Cancels combat. 

^■1 2 34 

100 

10 yd 

IC 

1 0 80 9 

Attempts to disengage from the target, reducing threat. Cancels combat. More effective than Disengoge (Rank 1 ). ^ 


150 

10 yd 

IC 

4 9 20 9 

Attempts to disengoge from the target, reducing threat. Concels combot. More effective then Disengage (Rank 2). ij 


EXPLOSIVE TRAP 




y 

RANK LEVEL 

MANA RANGE 

CASTING TIM 

COOLDOWN 

COST TO TRAIN 

EFFEO 


1 34 

275 

IC 

15 sec 

19 

80 9 

Place 0 fire trap that explodes when on enemy opprooches, causing 1 00 to 1 30 fire damage and burning all 
enemies for 1 50 additional Rre damage over 20 sec to oil within 1 0 yards. Trap vrill exist for 1 min. Traps con only 
be placed when out of combat. Only one trop can be active at o time. 


2 44 

395 

IC 

15 sec 

29 

50 9 

Place 0 fire trap that explodes when on enemy approaches causing 1 39 to 1 87 Fire damage and burning oil 
enemies for 240 odditionol Rre damage over 20 sec to oil within 10 yords. Trap will exist lor 1 min. Traps con only 
be jiloced when out of combat. Only one trap can be active ot o time. 


3 54 

520 

IC 

15 sec 

59 

80 9 

Place 0 fire trap thot explodes when on enemy approaches cousing 201 to 257 Rre damage and burning oil 
enemies for 330 odditionol Fire domoge over 20 sec to oil within 10 yards. Trap will exist for 1 min. Trops con only 
be piood when out of combat. Only one trap con be active at o time. 




FREEZING TRAP 





RANK LEVEL 

MANA RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG ■ 1 

1 20 

50 

IC 

15sec 

29 9 

Place 0 frosi trop that freezes the first enemy that opprooches, preventing oil action for up to 10 sec. Any damage 
caused will break the ice. Trap will exist for 1 min. Traps con only be placed when out of combot. Only one trop con 
be octive ot 0 time. 

2 40 

75 

IC 

15sec 

1 9 609 

Ploce a frost trap that freezes the first enemy to approach, preventing oil action for up to over 1 5 sec. Any domoge 
caused will break the ice. Trop will exist for 1 min. Traps con only be placed when out of combat. Only one trap con 
be active ot o lime. I 

3 60 

100 

IC 

15 sec 

4 9 709 

Place 0 frost trap that freezes the first enemy to approach, preventing oil action for up to over 20 sec. Any damage 1 

caused will break the ice. Trap will exist for 1 min. Traps con only be placed when out of combat. Only one trap con 1 

be active at a time. 1 




PARRY 

MNK LfVEl MANA 


RANGE 


CASTING TIME 


COST TO TRAIN 


ffFECT 



RAPTOR STRIKE , 

RANK lEVa MANA RANGE CASTING TIME COOLDOWN COSTTO TRAIN EEFEn 


' ^ [C 6 set A strong ottack ihot inc r e oses melee donwge by 5. 

^ 8 2^5 5 yd 1C 6^ 20 A strong otlock ihot increoses melee domog e by 1 1, 

3 15 35 5jjd |C 6«t 18 Q A strong ollatk that increases melee domone by 21 . 

'* ^5 Sjyd jC 6jet 71 Q A stronfl otlock thal increoses melee domoge fay 34. 

J 37 55 5 yd 1C 6 set IQ 50 0 A slrong otlock thol increoses melee do moge b y SO. 

5 40 70 Sjfd 1C 6 sec 1 # AO Q A strong otlock that increoses melee domoBe by 80. 

7 48 85 5 yd 1C 6 set 4# 20# A strong attack that increoses melee domoge by 110. 

3 56 100 5jfd jC 6 sec 6 # 40 Q A strong otlock ihot increoses melee domoge fay 1 40. 


WING CLIP 

RANK LEVEL MANA RANGE ttSTINGTIME COOLDOWN COST TO TRAIN EFFEO 


Automatlcolly shoots the torget until concelled. Requires Ronged Weapon. 


CONCUSSIVE SHOT 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN 


20 40 8-35 yd 

30 60 8-35 yd 

40 80 8-35 yd 


12set 
10 sec 


JC _ Doles the target, slowing movement speed to 50X of normal for 3 set and touses odditionol threol. _ 

70 # Dozes the torget, slowing movement speed to 50?S of normol for 3 set ond touses additional ihreot. Moteiliii 

then Concussive Shot (Ronk 1) 


Dozes the target, slowing movement speed to 50% of normal for 3 set and causes additional threot. Morecliidi 
. then Concussiv e Shot (Ronk 2) 


Oozes the torget, slowing movement speed to 50% of normol for 3 set ond touses additional threot. MoreeliNk 
then Concussive Shot (Ronk 3) 


105 8-35 yd 


Dozes the target, slowing movement speed to 50% of normol for 3 sec ond touses oddilionol threat. More elb 
then Concussive Shot (Rank 4 ) 


130 8-35 yd 


Dozes the target, slowing movement speed to 50% of normal for 3 set and couses odditionol threat. Moreeib 
thin Concussive Shot (Ronk 5) J 


1 FLARE 




1 RANK LEVEL MANA RANGE 

CASING 1 

TME COOLDOWN COSTTO TRAIN 

EFFEa 1 

N/A 32 50 30 yd 

^ 

15sec 10 50# 

Exposes all hidden and invisible enemies within 30 yards of the torgeled area for 30 sec. 


ARCANE SHOT 

LEVEL MANA RANGE CASTING TIME COOLDOWN 


1 6 25 8;^35y!L JL 5 set 

2 12 35 . 8-35 yd, 1C 6 set 

3 20 50 8-35 vd 1C ^ 

4 28 80 8-35 yd 1C 6 set 

5 36 105 8-35 yd 1C 6 sec 

6 44 135 8-35yd 1C 6sec 

J- 52 160 8-35 vd 1C 6 sec 

8 60 190 8-35 vd 1C ^ 


2 Q Gives o chance to parry enwiiy melee ottocks. 


8 # 

2 #30 0 


Inflicts 5 doimige ond reduces the enemy torget's movement speed to 50% of normol for 10 sec. 
Inflicts 25 domoge ond reduces the enemy target's movement speed to 50% of normal for 1 0 sec. 
Inflicts 50 domoge and reduces the enemy tamef^ movement speed to 50% of normol for 10 sec. 


COMBAT 

is the primary field for a Hunter's DPS. These abilities allow Hunters to hit at range with greater strength and abilities. 


1 

8C 

790 

81 O 
IQ 50# 
20 500 
50 30# 
40 700 


An Instont shot that causes 1 3 Arcane Damage 
An Inst ant shot that causes 21 Arcone Domoge 
An instant shot thot causes 33 Arcane domeiie. 
An instant shot that caus es 59 Arcane domoge. 
An instont shot thot couses 83 Arcone do moge. 
An instant shot that couses 1 1 5 Arcone demofle. 
An instont shot thot couses 145 Arcane domoge. 
An instont shot thol couses 183 Arcane domoge. 



HUNTER’S MARK J 

lEVa MANA RANGE CASTING TIME COOLDOWN COSTTO TRAIN EFFEG 


15 100yd 


Places the Hunter's Mark on the target, increasing the Ranged Attack Power of all attackers against that target by 
20. In addition, the target of thh ability can always be seen by the hunter whether it stealths or turns invisible. 
The torget oko oppeots on the mM-tnop. Lasts for 1 0 mins. 


2 22 

30 

100 yd 

l( 


56# 

Places the Hunter's Mark an the target, increasing the Ranged Attack Power of all attackers agoinst that target by 
45. In addition, the target of this ability can olwoys be seen by the hunter whether it stealths or turns invisible. 
The tomel also appears on the mini-map. Lasts for 1 0 mins. 

3 40 

45 

100 yd 

1C 


!• 60# 

Places the Hunter's Mark on the target, increasing the Ranged Attack Power of all attackers against that target by 
75. In addition, the target of this obility can always be seen by the hunter whether it stealths or turns invisible. 
The target so appears on the mini-map. Lasts for 10 mins. 

4 58 

60 

100 yd 

l( 


5# 30# 

Ploces the Hunter's Mork on the target, increasing the Ranged Attack Power of all ottockers against thot target by 
1 10. In addition, the target of this obility can always be seen by the hunter whether it stealths or turns invisible. 
The target so oppems on the mm-mop. Lasts for 1 0 mins. 

r — 1 

S MULTI-SHOT / 

m 

1 lANR LEVEL 

MANA 

RANGE 

CASTING TIM 

COOLDOWN 

COST TO TRAIN 

EFFia ■ 

1 ' '8. 

100 

8-35 yd 

l( 

lOsec 

29-- 

Fires several missiles, hitting 3 targets. 

[ 2 30 

140 

8-35 yd 

1C 

lOsec 

80 0 

Rres several missiles, hitting 3 targets for an additional 40 damoge. 

1 3 42 

175 

8-35 yd 

1C 

10 sec 

30 

Rres several missiles, hitting 3 targets for an additional 80 damage. 

fj 54_ 

210 

8-35 yd 

1C 

lOsec 

5# 80# 

Rres several missiles, Siting 3 torgets for an additional 1 20 damoge. 


VOLLEY 




EM 

“ ,™<=- 



RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 


1 1 40 

350 

8-35 yd 

1C 

1 min. 

1# 60# 

Continuously fires a volley of ammc 
every second for 6 sec^ 

1 at the target area, causing 40 Arcane damage to enemy targets within 8 yards 

^ 50 

420 

8-35 yd 

1C 

1 min. 

3# 50# 

Continuously fires a valley of ammc 
every second for 6 sec. 

1 ot the target orea, causing 50 Arcane damage to enemy torgets within 8 yards 

! 3 58 

1 

490 

8-35 yd 

1C 


5# 30# 

Continuously fires a volley of ommc 
eviry second for 6 sec 

1 at the target area, cousing 60 Arcone domoge to enemy torgets within 8 yards 



N RAPID FIRE 

■1 




RANI lEVE MANA RANGE 

CASTING TIME 

COOLDOWN 

COSTTOTUIN 

EFFEO ■ 

IL R/A 26 100 

1C 

5 min. 

90# 

Decreases shot time hy 40% for 1 5 sec. L 


SCORPIO STING 



_ 

RANR LEVEL 

MANA 

RANGE 

CASTING TIME COOLDOWN 

COSTTOTUIN 

EFFEO 1 1 

1 22 

70 

8-35 yd 

1C 

56# 

Stings the target, reducing Strength and Agility by 20 for 20 sec. Only one Sting per Hunter can be active on ony ] 

one target. 

■ 2 32 

90 

8-35 yd 

1C 

1# 50# 

Stings the target, reducing Strength ond Agility by 29 for 20 sec. Only one Sting per Hunter can be active on ony i 

one target. j 

3 42 

125 

8-35 yd 

1C 

3# 

Stings the target, reducing Strength and Agility by 45 for 20 sec. Only one Sling per Hunter can be active on any 
one torget. 

4 52 

165 

8-35 yd 

1C 

5 9 30# 

Stings the target, reducing Strength and Agility by 68 for 20 sec. Only one Sting per Hunter can be octive on ony 
one target. 



SERPENT STING 

■ES^: 



RANK LEVE 

MANA 

UNGE 

CASTING TIME COOLDOWN 

COSTTOTUIN 

EFFEG ■ 

1 4 

15 

8-35 yd 

JC 

SO# 

Slings ihe lorget, causing 20 Nalure damoge over IS sec. Only one Sling per Hunter can be active on arty one target. 

> 2 10 

30 

8-35 yd 

1C 

.. 3# 

Stings the torget, causing 40 Noture damage over 15 sec. Only one Sting per Hunter can be octive on ony one targoL 

J J8 

50 

8-35 yd 

J 

29# 

Stings Ihe torget, causing 80 Nalure damoge over 1 5 sec. Only one Sting per Hunter can be active on ony one target. 

1 4 26 

80 

8-35 yd 

1C 

90# 

Stings the torget, causing 1 40 Nature damage over 1 5 sec. Only one SHng per Hunter con be octive on any one torget. 

_L 34 

115 

8-35 yd 

JC 

1# 80# 

Stings the target, cousing 2 1 0 Nalure domoge over 1 5 sec. Only one Sling per Hunter can be active on any one torget^ 


150 

8-35 yd 

1C 


Stings the target, causing 290 Nature damage over 15 sec. Only one Sting per Hunter can be active on any one target^ 

J_ 50 

J90 

8-35 yd 

1C 

3# 50# 

Stings the torget, causing 385 Nature domoge over 1 5 sec. Only one Sting per Hunter can be active on ony one target. 

8 58 

230 

8-35 yd 

1C 

Sf 30# 

Slings Ihe lorget, cousing 490 Nalure damoge over 1 5 sec. Only one Sting per Hunter can be active on any one torget. 


..S VIPER STING 




1 

RANRRANKLEVEL 

UINA 

UNGE 

CASTING EME 

COOLDOWN COSTTOTUIN 

EFFEG ■ : 

H i 36 

._'3.5_ . 

8-35 yd 

1C 

lt-50f 

Stings the target, draining 616 mono over 8 sec. Only one Sting per Hunter can be active on any one torget. | 

1 J- JL 

175_ 

8-35id 

1C 

3# 70# 

Slings the target, draining 848 mono over 8 sec. Only one Sling per Hunter can be active on ony one torget. 1 

E 3 56 

215 

8-35 yd 

1C 

6# 40# 

Slings the target, dridning 1 1 08 mono over 8 sec. Only one Sting per Hunter con be active on any one torget. 1 
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i-.j) S TRATEGIES 


I Hunlef sJrategies involve keeping the target where you want it. Wing Clip a target to 
"*w its movement, back off and unload into it until your foe gets into melee again 
fltai finish it off with some short, melee work). Or, have your pet attack first and 
Crawl a couple times and unload into the target with reckless abandon (healing 
pet if it needs help). 


GENERAL TIPS 

Bringing the enemy down as quickly as possible is what the Hunter is made for. Cast 
Aspect of the Hawk and use Hunter's Mark on the target. This doesn't draw aggro, 
V kt increases all ranged damage dealt to your target. Send your pet in to attack since 
Litakes a moment to get there. Begin the fight by using Serpent Sting so the DoT will 
'vpaitsfull course. With your pet attacking and holding the enemy's attention, keep 
Sfcooting until the enemy is dead. 


I jn« battle is to be a long one, use Serpent Sting early. It's a free attack that causes 
f sBrnageover time. Have your pet using Growl whenever it has enough health and 
^ have aggro. This helps keep the enemy at range. 

^ Change to Aspect of the Monkey when the enemy closes to melee. This increases 
yoijfdodge rate and gives you more opportunities to use Mongoose Bite. When the 
ewty runs, just wait for it to run a few steps and hit it with Arcane Shot. 

Get comfortable moving from melee to range and back again. Knowing when to 
nove into and out of melee combat helps you keep your health and mana high 
Ahilestill doing damage. 

i ll Mana only regenerates when you haven't cast for a short while. Keeping this in 
I [ taind, cast your battle spells in bunches to allow regeneration between and during 
f lights. Casting Arcane Shot every time it recharges increases your damage, but 
leaves you low on mana at the end of the fight. Only unload your mana supply if a 
fght is dangerous and threatening you (or your pet's) life. 



PULLING LIKE A PRO 

The Hunter has many tools that aid in pulling. Using Hunter's Mark lets everyone 
•Jjiow which enemy you intend to shoot. This helps a great deal when coordinating 
ttacks with other party members. 


Set a trap before you pull. Freeze Traps Root a single enemy giving you and your 
party more time to act. Hitting another with Wing Clip before running back to the 
party slows it and removes a second enemy from the initial charge. If only one 
anemy is coming, consider using the Immolation Trap. Once aggro is consolidated, 
just drag the enemy over the trap for added damage. 

Bringing one enemy to the party at a time makes managing aggro easier and keeps 
e on the same target. This can turn even the most stressful areas into 
jnized fighting. 


Part of pulling is avoiding unintended 
I pulls. Many enemies run for help when 
I 'Biey get low on health. You or your 
' f party may not be prepared for a second 
Jwave if the first has not been dealt with, 
f Have Wing Clip ready to slow fleeing 
emies and Arcane Shot to bring them 
Pdwvn before they make things worse. 



A FRIEND IN NEED IS A FRIEND INDEED 

Your pet is quite useful in many circumstances. If you're engaged in melee and low 
on health, have your pet Growl until the enemy turns to your pet. Back off and open 
fire. Helping you decide how to fight an enemy is a strong ability of your pet. 

Having your pet hold unexpected adds is a useful as well. This keeps the casters of 
the party safe without putting undo pressure on the tank or healer. Your pet can't 
hold them forever and will need help before long, but it buys the group time. Party 
members can't see your pet's health bar without stopping what they are doing and 
clicking on your pet. You are your pet's voice. Warn the party if your pet needs 
help or a heal. 

Cower and Mend Pet can save your pet's life. When your pet is taking too much 
damage and you need to take aggro, have the pet use Cower while you use Mend 
Pet. This lowers your pet's Threat, heals your pet, and generates Threat for you, 
pulling the monster away. Mend Pet is a HoT, so don't wait until the last minute 
to use it. 



The ultimate sacrifice is one your pet is willing to make. If things go horribly wrong 
when soloing or in a group, your pet can make a difference. Use Growl until your 
pet has aggro, then run away. Your pet 
will hold the enemy until you get far 
enough away to make it out. You can 
use Revive Pet to see your friend again 
and it's faster and less frustrating then 
running back to your corpse. True, your 
beloved pet may not be as happy when 
you resummon him, but who would be 
after such an event. 



PETS NEED BUFFS 

if you're grouping, moke sure to request a Stamina buff for your pet as well. The 
extra hit points ao a long way during battles and pets are often overlooked during 
the pre-hunt buffing session. 



TIMED ABILITIES 

Timed abilities are useful when everything starts going wrong or simply to save 
frustration. Rapid Fire allows you to reduce your firing time by a significant amount 
for 1.5 seconds. If something needs to die quickly, use this to increase your DPS 
substantially. 

Feign Death is most useful when soloing. Because it only saves you and you can't 
Resurrect other party members, it doesn't save much time. Use Feign Death when 
your pet is dead and you are losing the fight. The enemy may think it killed you and 
return home feeling victorious. Wait until the enemy has left, get up and rest. You 
mimic the effect of death so closely that upon waking. Resurrection Sickness affects 
you. Take the time to recover. Revive your pet, and continue. 

When the party gets multiple targets and the leader calls for "AOEs," Volley is your 
friend. Volley fires continuous shots into the targeted area for six seconds. These 
damage all enemies in the area. This should be used cautiously as any enemies that 
haven't been taunted or damaged will focus on you. 







MAGE 


THE TRUE THREAT 


r RACES AND STARTING ATTRIBUTES 

1 MCf STKHinH SMMIN/I AGIUTY 

iNniifa 

R 

sptin 

1 Gnome 

/u 

it 

Ll 


u 

1 Human 

21 

22 

21 

23 

22 

1 Troll 

21 

22 

20 

22 

24 


^20 



■i^Hi 

^24 

^ATTRIBUTES APPLIED 1 

■ Strength 

Modest Improvements to Melee Domoge 



1 Stomino 

Higher Hit Points 



' 

1 Agility 

Minoriv Increases Chance to Dodge 



1 Intelletwt 

More Mana, Raise Critkal Hit with Spells 


' 


laii 






Speaking of adds, Mages have an ability that they love while soloing and while 
playing in groups: Polymorph, for combat control. Turning enemies into sheep 
prevents them from doing any damage to you or your friends for a considerable 
duration. Though it takes a short cast and fair mana to accomplish this, using combat 
control makes all the difference in big fights (allowing tanks more time to grab aggro, 
healers more room to use mana-efficient spells, etc.). 


What else do Mages get besides long-range bolts and combat control? They get a 
powerful Intellect buff (for themselves and allies, meaning that all casters are quickly 
I your friends). Mages can summon free food and drink so that everyone in the party 
recovers quickly during downtime. Later on, Mages summon Mana Gems (for fast 
mana recovery during combat), and there are the AoE spells mentioned earlier. 


he cries of battle carried over the forest like a melody. I felt so many precious souls being brought again into 
the world; new, fresh, dedicated to a different cause. The right concoction of plague, violence, and temporary 
unpleasantness was always a good way to make people see things in a new light. 

Waiting for our Warriors to bring the ranks of Human invaders together, I poked my head up (ever so slightly) and saw that 
the time was approaching. The Humans and several of their Alliance vermin were closing in for the kill; that is how they 
saw It at least. Visibly, our Warriors below were in a bad place. As they feigned disorder and went into a rout, I readied the 
true attack. Looking over at Ishnaron, my Warlock ally, I nodded. He knew what to do. 

We were over the hill in an instant. As we rolled into position, clacking across the cold ground, a Void Walker came 
through the shadows and laid into the Humans, distracting them. Our Warriors turned and began to ffight with renewed 
vigor, and I summoned the power of frost to begin a mighty blizzard. The Humans called out to one another, lost in the 
sudden storm. Perhaps they were praying for warmth and life to return to them. Ishnaron answered one such prayer. 

Running into the center of the Human party, he threw forth his arms and opened a gateway into a foul and horrible place 
(even by my perception); flames and fury came through the gateway, spilling around the Warlock in a storm of destruction. 
Though Ishnaron was injured by the heat, his potions and equipment were tailored to protect him. The same could not be 
said for the Humans, who fell like chaff in the wind. 

I laughed for the victory at hand. I he Humans had again underestimated the Forsaken; perhaps they would learn. Perhaps. 


g) INTRODUCTION TO PLAYING THE MAGE 


I Mages love to bring damage to the table, whether to individual targets or entire 
Jgroups. Using a massive amount of mana, this is a class with burst damage galore. 
M Though you may think of yourself as a bit of a glass cannon (all damage and no 
I defense), the truth is that Mages can survive quite well as long as they temper 
I their casting. Using spells at the right time can make all the difference between 
I unsurvivable aggro and staying in the clear. 

IjThe first defense of a Mage comes through range. Mage spells are cast at long range 
Band can be very deadly. Beyond the range itself, there is some use to the delay 

■ between a successful cast and the spell's impact for bolts. Most long-range Mage 

■ spells are bolts, so there is time to start casting a second spell before your first bolt 

■ impacts (against monsters this is a great boon, though players rarely let you have 
Hsuch free rein). Cast at maximum range for almost everything you do and allow as 
y much reaction time as possible when seeing if there are adds. 


Using AoE magic. Mages are able to do horrendous damage to large groups with... 
delay. This gives a major place to Mages in large-scale PvP and when fighting i- 
groups tailored for besting monsters with AoE tactics. 
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P ITEMS AND EQUIPMENT 


Kuipment doesn't make the same difference for Mages that it does for Warriors; 
Paflerall, you are wearing cloth garments, not mithril plates! However, the attributes 
I on various armor pieces allow for customization of great importance, so Mages do 
care about their equipment very much (just for different reasons than a heavy tank). 

1 ^ 

' hsleadoflookingforDPS, weapon speed, improved Armor Rating, and similar values. 
Mages try to collect items that improve Intellect, Spirit, and sometimes Stamina. This 
bdonetokeep the casters casting as much as possible. Spirit equipment won't help 
pur total casting or critical hits, but it improves mana regeneration. Intellect is a 
heavy attribute because critical hits and maximum mana come from that stat. This 
^ creates a difficult choice for many casters. "Would I rather cast a little and fight often 
3 f cast a ton and have longer downtime?" 

Mixed equipment choices are very good if you aren't sure which type of fighting you 
\ p'jn on doing from day to day. Spirit and Intellect mix well together, and you lose 
Ifc from either side from getting the most of these. Intellect-heavy gear raises your 
potential damage (because of the criticals) and helps to keep you chain-casting in 
longer fights. Intellect-heavy builds are very good for Instances and PvP fights. Spirit 
builds aren't as common, but they are very efficient for fighting lighter enemies out 
in the field (reducing downtime incredibly). Use high Spirit to keep things rolling 
irftile farming experience and money. 

; Equipment that gives bonuses to damage change in popularity over time, as they are 
j ^ibjecl to a number of rebalances. Ultimately, this form of equipment is going to 
j nhe a character's maximum damage while sacrificing the ability to cast for as long 
I cr regain mana as effectively. For very short PvP battles, gear that improved damage 
j wy be a fine choice. However, in PvE field fighting and Instances, it seems that 
5'irit and Intellect offer greater rewards. 

One thing that is nice to have for adding some damage while regaining mana is a 
quality wand. Use these during rest periods in a fight to keep doing some damage 
'iflhout breaking the flow of mana regen. 



) CHOOSING YOUR PROFESSION 


.4ages have a number of solid Profession choices. Taking Tailoring is useful for 
tcwating modest gear earlier on in your career (to help with staying up to date before 
tackling tougher enemies). Because Tailoring doesn't have a Gathering Profession, 
) 0 U are free to take Enchanting with it. Between the two, you are able to make and 
jschant your own items. 


Herbalism and Alchemy allow Mages to create a number of potions to boost their 
tpell damage and resistance against enemy spells. Combined with Fishing (to gain 
I certain rare ingredients), this is a solid combo, especially for Mages who plan on 
^ing their own high-level gear from Instances. 


't the most useful skill to 
on the side; Mages have such 
liate access to food and drink that 
(making additional sustenance isn't as 
linpressive. First Aid may help a group, 
but it isn't as useful in the all-or-nothing 
battles that Mages often face alone, and 
k competes with Tailoring for cloth 
drops. As usual, your character may 
benefit from taking whatever you wish, 
but Mages certainly don't need to rely 
heavily on peripheral skills. 
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) CLASS ABILITIES 


i The three types of magic available to this class are Arcane, Fire, and Frost. Arcane 
spells offer many Instant abilities, useful burst damage, and quite a bit of aggro 
generation. The Arcane line is also the shortest in range, with some important spells 
being almost point-blank. 

Fire magic has the best range and uses bolts to pulverize enemies. Damage is high 
from Fire magic, and the costs are often quite high as well. 


Frost magic is fairly efficient at lower 
levels and it has many status effects to 
frustrate enemies. Snares and Roots are 
available to Mages who rely heavily 
on the Frost Line and back it up with 
Talents. 


One of your few direct defenses is found in the Arcane Line. Once Mages get Mani 
Shield, it's possible to use this spell to survive direct onslaughts for a short periJ 
Make sure to get out of harm's way quickly, since these don't last forever. ! 

Polymorph is in this spell line (for combat control), and beyond that there aremaJ 
fast or Instant-cast spells with fair damage but only moderate efficiency. 

Never forget to use Arcane Intellect, as this is a class-defining buff (raising Intellai 
for you or allied targets). " 
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Couses on explosion of qrtone magk around the toster^tousing 36 to 41 Artone domoge to oil targets within 1^ 
Couses on explosion of artone mogit oround the tester, rousing 62 to 68 Artone domoge to oil torgets 
wHhinlOyord s. 

Couses on explosion of ortone mogit oround the roster, rousing 97 to 105 Artone domage to oil torgets 
within 10 yards. 

Couses on explosion of ortone mogit oround the taster, rousing 139 to 151 Artone damage to oil torgets 
within I Oyords. 

Couses on explosion of ortone mogit around the roster, rousing 195 to 212 Artone damage to oil targets 
within 1 Oyords. 

^on^sion of ortone mogit around the roster, tousing 255 to 276 Artone domoge to oil torgets~ 
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1# 

Conjures 2 muffins, providing the moge and his ollies with something to eat. Conjured items disoppeor if logged 
out for more thon 15 minutes. 

2 12 

105 

Inventory 

3 sec 


6# 

Conjures 2 loaves of bread, providing the moge and his allies with something to eat. Conjured items disoppeor if 
loaaed out for more than 1 5 minutes. 

3 22 

180 

Inventory 

3sec 


42 « 

Conjures 2 loaves of rye, providing the moge and his allies with something to eat. Conjured items disoppeor if 
loaaed out for more than 1 5 minutes. 

4 32 

285 

Inventory 

3sec 

1# 

10# 

Conjures 2 looves of pumpernickel, providing the moge and his allies with something to eol. Conjured items 
disoDPear if logged out for more than 1 5 minutes. 

5 42 

420 

Inventory 

3 sec 

1« 

50# 

Conjures 2 looves of sourdough, providing the mage and his allies with something to eat. Conjured items disappear 
if loaaed out for more than 1 5 minutes. 

6 52 

585 

Inventory 

3 sec 

4# 


Conjures 2 sweet rolls, providing the mage and his allies with something to eat. Conjured items disoppeor if logged 


out (or more Hion 15m 


CONJURE MAN A AGATE 
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Inventory 

3 sec 


81# 

Conjures a Mono Agote that can be used to instantly restore 375 to 425 mono. Conjured items disappear if logged 
out for more than 15 minutes. 


CONJURE MAN A CITRINE ^ 




■ 

1130 

Inventory 

^1 


3# 10# 

Conjures a Mono Citrine that can be used to instantly restore 775 to 925 mono. Conjured items disoppeor if logged 
out for more than 1 5 minutes. 


CONJURE MAN A JADE : 
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1 

■ 



Conjures a Mono Jade that can be used to instontly restore 550 to 650 mono. Conjured items disappear if logged 
_ out for more than 1^ minutes. 

CONJURE MANA RUBY 
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5# 

30# 

Conjures o Mona Ruby that can be used to instantly restore 1 000 to 1 200 mono. Conjured items disappear if 
logged out for more than 15 minutes. 
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50# 

Conjures 2 (+2 every level) bottles of water, providing the moge ond his allies with something to drink. Conjured 
items disappear if Imnad out for more thon 1 5 minules. 

2 

10 

105 

Inventory 

3sec 




4# 

Conjures 2 bottles of fresh woter, providing the moge and his allies with something to drink. Conjured items 
disoppeor if logged out for more than 15 minutes. 

3 

20 

190 

Inventory 

3 sec 




19# 

Conjures 2 bottles of purified woter, providing the moge and his allies with something lo drink. Conjured items 
disappear if logged out for more than 15 minutes. 

4 

30 

285 

Inventory 

3 sec 




65# 

Conjures 2 bottles of spring woter, providing the moge ond his ollies with something to drink. Conjured items 
disappear if loaned out for more than 15 minutes. 

5 

40 

420 

Inventory 

3 sec 



1# 

10# 

Conjures 2 bottles of mineral water, providing the moge ond his allies with something lo drink. Conjured items 
disappear if logoed out for more than 1 5 minutes. 

6 

SO 
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Inventory 

3sec 



2# 

80# 

Conjures 2 bottles of sparkling water, providing the moge and his allies with something to drink. Conjured items 


If iflogfled out for more than 15 m 


COUNTERSPELL 
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COSTTOTUIN 
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100 

30 yd 


30 sec 

53# 

Counters the enemy's spell, preventing him from casting that spell agoin for 1 5 sec. Generates a high amount 
ofihreol. 


DAMPEN MAGIC 
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COOIOOWN 
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EFFEO 1 

1 12 
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30 yd 



6# 

Dompens magic used against the targeted party member, decreasing damage token from spells by 10 ond healing 
spetts by 20. Lasts 3 min. 

2 24 

140 

30 yd 

1C 


53# 

Dampens magic used ogainst the targeted party member, decreasing damage taken from spells by up to 20 and 
healing spells by up to 40. Losts 3 min. 

3 36 

200 

30 yd 

1C 


1# 50# 

Dampens magic used agoinst the targeted party member, decreosing damage token from spells by up to 30 and 
healina spells by up to 60. Lasts 3 min. 

4 48 

260 

30 yd 

1C 


3# 10# 

Dompens mogic used against the targeted party member, decreosing damage token from spells by up to 40 and 
healing spells by up to 80. Lasts 3 min. 

5 60 

320 

30 yd 

1C 


3# 90# 

Dampens magic used agoinst the targeted party member, decreosing damage token from spells by up to 50 and 


he oling spelb by up to 1 0 0. Losts 3 min . 



1 DETECT MAGIC 
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I N/A 16 35 40yd 
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189 

Detects beneficial mogic effects on the target for 2 min. 
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CASTING TIME 
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Lt J 

1 20 

40 

Self 

1C 


19# 

Absorbs 120 physical damage draining mono instead. Drains 2.0 mana per damage absorbed. Lasts 1 min. 


2 28 

60 

Self 

1C 


81# 

Absorbs 210 physical damage draining mono instead. Drains 2.0 mana per damage absarbed. Losts 1 min. 


3 36 

80 

Self 

1C 

!• 

so# 

Absorbs 300 physical damage draining mono insteod. Drains 2.0 mana per damage absorbed. Lasts 1 min. 


4 44 

100 

Self 

1C 

3# 

30# 

Absorbs 390 physical damage draining mono instead. Drains 2.0 mono per damage absorbed. Lasts 1 min. 


5 52 

120 

__SeN 

1C 


4# 

Absorbs 480 physical damage draining mono instead. Drains 2.0 mono per damoge obsorbed. Lasts 1 min. 

iHB 

6 60 

140 

Self 

1C 

3« 

90# 

Absorbs 570 physical damage draining mono instead. Droins 2.0 mono per damoge absorbed. Losts 1 min. 


POLYMORPH -'H 

^ s 

RANK LEVEL 
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RANGE 

CASTING TIME COOLDOWN 

COSTTOTRA 

IN 

EFfEG \ 

1 8 

60 

30 yd 

1.5 sec 

2# 


Transforms the enemy into a sheep, forcing it to wonder around for up to 20 sec. While wandering, the sheep 
cannot attack or cast spells but will regenerate very quickly. Any damoge will transform the target bock into is 
normal form. Only one target can be polymorphed at a lime. Only work son Boosts, Drogons, Giants, Humonoili 
and Criltefs 

2 20 

90 

30 yd 

1.5 sec 

19# 


Transforms the enemy into o sheep, forcing it to wander around for up to 30 sec. While wandering, the sheep 
cannot attack or cast spells but will regenerate very qukkiy. Any domoge will transform the target back intoils 
normal form. Only one target con be polymorphed at a time. Only works on Boosts, Dragons, Gionts, Humoncdi , 
and Critters. J 

3 40 

120 

30 yd 

1.5 sec 

1# 10# 


Transforms the enemy into a sheep, forcing it to wander around for up to 40 sec. While wandering, the sheep | 
cannot attack or cost spells but will regenerate very quickly. Any damage will transform the target bock intoils 
normol form. Only one torget can be polymorphed at a time. Only works on Beasts, Dragons, Giants, Humenoi 
and Critters. 

4 60 

150 

30 yd 

1.5 sec 

3# 90# 


Transforms the enemy into a sheep, forcing it to wonder around for up to 50 sec. While wandering, the shoop 


cannot attack or cast spells but will regenerate very quickly. Any damage will transform the torget back into its 
normol form. Only one torget con be polymorphed at o time. Only works on Beasts, Dragons, Giants, HumnoA | 



N/A 12 40 Self 




Slows falling speed for 30 sec. 


FIRE SPELLS 

Fire magic has the Fireball spell for long-range bolting, Scorch for fast casting, and Flamestrike for hitting everything in an area. Scorch can be aided considerably by gei| 
that raises Fire damage per spell, but this equipment is hard to come by and lacks high attribute bonuses. 


BLAST WAVE 




WBKk 

RANK LEVa 

MANA RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EEFEO J 

2 36 

270 0 

1C 

45 sec 

40# 

A wave of flame rodiates outward from the caster, damoging all enemies caught within the blast lor 21 6 to 
259 fire damoge, ond dazing them for 6 sec. 

3 44 

355 0 

1C 

45 sec 

80# 

A wave of flame rodioles outward from the caster, damaging all enemies caught within the blost for 296 lo 
352 fire domage, and dozing them for 6 sec. 

4 52 

450 0 

1C 

45 sec 

1# 10# 

A wave of Home rodiates outward from the caster, damoging all enemies caught within the blost for 389 lo 
461 fire damage, and dazing them for 6 sec. 

5 60 

460 0 

1C 

45 sec 

1# 

A wave of flame radiates outward from the caster, damaging all enemies caught within the blost for 508 to 
590 fire damage, and dazing them for 6 sec. 

6 60 

545 0 

1C 

45 sec 

3# 90# 

A wave of flame radiales outword from the coster, damaging all enemies caught within the blast lor 480 to 
566 fire domage, and dazing them for 6 sec. 


1 

FIRE BLAST 






RANK 

LEVEL 

MANA 

RANGE 

CASDNGTIME 

COOLDOWN 

COST TO TRAIN 

aFEG 1 

1 

6 

40 

20 yd 

1C 

8sec 

1# 

Blasts the enemy with fire lot 24 lo 32 lire domage 

2 

14 

75 

20 yd 

1C 

8sec 

. 

Blasts the enemy with fire for 57 to 71 fire damoge. 


3 

22 

115 

20 yd 

1C 

8sec 

42# 

Blasts the enemy with fire for 103 to 127 fire damage. 


4 

30 

165 

20 yd 

1C 

8 sec 

65# 

Blosts the enemy with fire for 1 86 to 222 fire damoge. 


5 

... 38 „ 

220 

20 yd _ 

1C 

_ 8sec _ 

1# 20# 

Blasts the enemy with fire for 257 to 307 fire damage. 



46 

280 

20 yd 

1C 

8sec 

3# 70# 

Blosts the enemy with fire for 349 to 41 4 fire domoge. 



54 

340 

20 yd 

1C 

8$« 

3# 50# 

Blasts the enemy with fire for 453 to 534 fire domage. 



Absorbs 1 05 fire domoge. lasts 30 sec. 


Absorbs 185 fire domofle. Losts 30 sec. 


Absorbs 300 fire domoge. Lasts 30 sec 


20 80Q 


Absorbs 430 fire domofle. Lasts 30 sec. 


30 900 


Absorbs 585 fire domofle. Lasts 30 s«. 


1 1 

30 

30 yd 

1.5 sec 

No Cost 

Hurls 0 fiery hall that causes 14 to 22 fire domoge and on additional 2 damage over 4 sec. 

2 6 

45 

35 yd 

2 sec 

Id 

Hurls 0 fiery boll thot causes 31 to 45 fire domoge and on additional 3 domoge over 4 sec. 

J !2_ 

65 

35 yd 

2sec 

6d 

Hurk 0 fiery boll that couses 55 to 75 fire damage and on additional 6 damage over 6 sec. 

2 18 

95 

35 yd 

2.5 sec 

22 d 

Hurk 0 fiery boll that causes 84 to 1 1 6 fire damage ond on odditionol 1 2 damage over 8 sec. 

5 24 

140 

35 yd 

3 sec 

53 d 

Hurk 0 fiery boll thot causes 1 39 to 1 87 fire damage and on odditionol 20 domoge over 8 sec. 

. 6 30 

185 

35 yd 

3sec 

65 d 

Hurk 0 fiery boll thot causes 1 99 to 265 fire domoge ond on additional 28 domoge over 8 sec. 

1 36 

220 

35 yd 

3sec 

Id SOd 

Hurk 0 fiery boll that causes 255 to 335 fire domoge and on odditionol 32 domoge over 8 sec. 

8 42 

260 

^35jd 

3sec 

Id 50d 

Hurk 0 fiery boll thot causes 334 to 435 fire domoge ond on odditionol 40 domoge over 8 sec. 

J_ 48 

305 

35 yd 

3sec 

3d lOd 

Hurk 0 fiery boll that causes 412 to 531 lire damage and on odditionol 56 domoge over 8 sec. 

10 54 

350 

35 yd 

3 sec 

3d 50d 

Hurk 0 fiery boll thot causes 499 to 639 fire domoge and on additional 64 damage over 8 sec. 

' 11 60 

395 

35 ^!! 

3 sec 

3d 90# 

Hurk 0 fiery boll that causes 589 to 751 lire damage and on additional 76 domoge over 8 sec. 


FLAMESTRIKE 

m LEVa MANA RANGE ttSTINGTIME COOIOOWN COST TO TRAIN 


195 

30 yd 

3 sec 

189 

Calk down a pillar of fire, burning all enemies within the area for 52 to 68 lire domoge ond on additional 48 
domoge over 8 sec. 

330 

30 yd 

3 sec 

53 9 

Colls down 0 pillar of fire, burning oil enemies within the area for 96 to 1 23 fire damage and an odditionol 88 
domoge over 8 sec. 

490 

30 yd 

3 sec 

19 109 

Calk down o pillar of fire, burning oil enemies within the orea for 1 54 lo 1 92 fire damage and on odditionol 1 40 
domoge over 8 sec. 

40 

650 

30 yd 

3sec 19 10 9 

Colk down a pillar of fire, burning all enemies within the area for 233 to 289 fire domoge and an 
odditionol 204 domoge over 8 sec. 

815 

30 yd 

3 sec 

39 109 

Calk down o pillor of fire, burning all enemies within the area for 306 to 377 fire damage and an odditionol 276 
damage over 8 sec. 

990 

30 yd 

3 sec 

49 809 

Calk down o pillar of fire, burning oil enemies within the area for 394 to 482 fire domoge and on additional 356 
_ domoge over 8 sec. 



30 yd 
30 yd 


Scorch the enemy tor S3 to 6S fire domoge. 


Scorch the eiwiny for 77 to 93 fire domoge. 


30 yd 


Scorch the eiwmy for 1 01 to 1 22 fire domoge. 


30 yd 


Scorch the enemy for 1 43 to 1 70 fire domoge. 


30 yd 


Scorch the enemy tor 1 70 to 202 fire domoge. 


30 yd 


Scorch the enemy for 21 0 to 251 fire domoBe. 


30 yd 


Scorch the enomy for 245 lo 289 fire domofle. 


FROST SPELLS 

Frost magic stays high in efficiency, with a good bolt! When area of effect spells are needed. Cone of Cold does immediate damage with Chill effects, and Blizzard ofa 
more damage with the added bonus of being an Instant. Using Ice Armor prevents enemies from having an easy chase after a fleeing Mage (making it an essential buff). 


BLIZZARD 

RANK lEVa MAMA 





20 

28 

320 

520 

30 yd 
30 yd 

1C 

1C 

190 

810 

Ice shords pell the target areo doing 204 domoge over 8 sec. 
Ice shards pek the target area doing 356 damage over 8 sec. 



36 

720 

30 yd 

1C 

10 50 0 

Ice shards pdl the target area doing 524 dcmioge over 8 sec. 



44 

935 

30 yd 

1C 

30 300 

Ice shords pelt the target oreo doing 756 damage over 8 sec. 



52 

1160 

30 yd 

1C 

40 

Ice shords peh the target area doing 988 domoge over 8 sec. 




60 

1400 

30 yd 

1C 

3« 900 

Ice shards peh the target oreo doing 1 256 domooe over 8 sec 


7 



CONE OF COLD 

MHK^ lEVEl MANA RANGE CASTING TIME COOLDOWN 


290 


I# 800 
1 0 50 0 


In front of the cosier toke 98 to 1 08 frost domoiie ond ore slowed lo SOX of nornwl tpeeiHof 1 1 


2 0 80 0 


Ibrnets in o tone In front of the costet take 1 46 to 1 60 frost damage and ore slawed to SOX of normal sperifcti 
fagels in o cone in front of ttw caster lake 21 3 to 234 frost dotnoge ond ore slowed lo SOX of normal 


SO 30 0 


Jargets m o cone In front of the coster take 277 to 304 frost domoge ond ore slowed to SOX of nwmol md l«{ i ■ 


bgaEs in o cone in front of the coster toke 3S2 lo 383 frost domow and ore slowed to SOX of normnl aperitei . 





1 FROST ARMOR 

RANK LEVEL MANA IINGF 



■4" 

M 



r ' 

60 

Self 


i 

i 


No Cost 

Increase ormor by 30. If an enemy strikes the caster, they moy hove their movement slowed by 70X ond otlmls 
slowed by 20X. Losts 30 min. i 

I 2 10 

125 

Self 

1C 




40 

Increoses ormor by 1 10. If an enemy strikes the caster, they moy hove their movement slowed lo 70X ondolta ' 
slowed by 20X. Lasts 30 min. 1 

I 3 20 

270 

Self 

1C 




190 

Increoses ormor by 200. If on enemy strikes the coster, they may hove their movement slowed to 70X ondoMk 
slowed by 20X. Losts 30 min. 

' 

FROST NOVA 

RME 



m 

Ki"' 


1' 

55 







1 2 26 

85 

_0 

1C 

25 sec 


bJO 


1 L « 

115 

0 

1C 

25 sec 

1 0 

10 5 


P 4 54 

145 

^ 

1C 

25 sec 

_Lf. 



blasts enemies neor the caster for 75 to 83 cold dotnooa and freezes them in nloni fnr up lo 8 sec 


1 FROST WARD 

RANK LEVEL MANA 

RANGE 




1 . i 


85 

Self 


30 sec 


Absorbs 1 05 frost domoge. Lasts 30 sec. 

S 2 32 

135 

Self 

IC 

30 sec 

10 lOO 

Absorbs 1 85 frost domogo. Lasts 30 sec. 


195 

Self 

_ If 

30 sec 

1^' 50 C 

Absorbs 300 frost domoge. Lasts 30 sec. 

- 4 52 

255 

Self 

IC 

30 sec 

JJt 

Absorbs 430 frost domooe. Losts 30 sec. 



67 0 


30 yd 


160 

195 


30 yd 
30 yd 


10 lOQ 


laun^s a Wl of frost at the ene my, tnus ing 1 8 to 20 frost domoge ond slowinfl movement speed for Ssk, 

Lounches o bolt of frost ot the enemy, rousing 1 8 lo 20 frost domoge ond slowinfl movement speed fot 5 ac 

Launches o boll of frost ot the enemy, cousing 51 to 57 frost domoge ond^d^^ speed for 6 sec 

Lounches o boh of frost ot the enemy, cousing 74 to 82 frost domoge ond slowing movement speed for 7 sec 

Lounches o bolt of frost at the enemy, tousing 1 26 to 1 38 frost domooe and slowing movement speed for 7 sei 


1 5 


30 yd 


2 0 800 


Lounches o bolt of frost ot the enemy, cousing 1 80 to 1 97 frost domoge ond slowing movement speed for i sic 
frost oLthe enemy, cousing 227 t o 247 fr ost dom oge ond slowing mo vement speed for 8 sec 
Launches o bolt of frost ot the enemy, cousing 307 to 332 frost domoge and shrwing movement speed for 9 sec 


30 yd 


4 0 80 0 


Launches a bolt of frost ot the enemy, cousing 371 to 402 frost domoge and slowing movement speed for 9sec 
Launches o bolt of frost ot the enemy, tousing 450 to 486 frost domooe ond slowiiifl movement speed for 9 sec 
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ICE ARMOR 




5S3 


UIIK 

lEVll 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFEEO 1 

1 

30 

500 

Self 

1C 


65 9 

Increases armor by 290 and frost resistonce by 20. If on enemy strikes the caster, they may hove their movement 
slowed to 70% and attacks slowed by 20%. Lasts 30 min. 

2 

40 

750 

Self 

1C 


1# 109 

Increases armor by 380 and frost resistance by 30. If on enemy strikes the coster, they may hove their movement 
slowed to 70% and ottocks slowed by 20%. Lasts 30 min. 

■ 3 

50 

1000 

Self 

1C 


2 9 80 9 

Increases armor by 470 and frost resistance by 40. If on enemy strikes the coster, they moy hove their movement 
slowed to 70% ond attacks slowed by 20%. Losts 30 min. 


60 

1300 

~ldf 

1C 


3 9 90 9 

Increases armor by 560 and frost resistance by 50. If on enemy strikes the caster, they moy hove their movement 
slowed to 70% and attacks slowed by 20%. Lasts 30 min. 


ICE BARRIER 





, ism. , .. 

m 

lEVtl 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 

2 

‘•8 

360 

Self 

1C 

_ 2 min 

90 9 

Instantly shields you, obsorbing 568 damage. Lasts 1 min. While the shield holds, spells will not be interrupted. 

3 



Self 

\L 


19 10 9 

Instantly shields you, absorbing 571 damoge. Losts 1 min. While the shield holds, spells will not be interrupted. 

± 

52 

420 

yf 

1C 


19 30 9 

Instantly shields you, absorbing 700 damage. Lasts 1 min. While the shield holds, spells vrill not be interrupted. 

5 

54 

435 

yf 

JC 

2min 

39 109 

Instantly shields you, obsorbing 707 damoge. Losts 1 min. While the shield holds, spells will not be interrupted. 

6 


480 

Self 

1C 

2 min 

3,^ 509 

Instantly shields you, absorbing 826 damage. Lasts 1 min. While the shield holds, spells will not be interrupted. 


J8.. 

425 

. Self 

1C 

2 min 

3 9 90 9 

Instantly shields you, absorbing 848 damoge. Lasts 1 min. While the shield holds, spells will not be interrupted. 


1 Domossus 

N/A _ 

30 _ 

.130 

Self 

lOsec 

80 9 

Iritpotls riw coster to Dornassus. 


Innfonii 

H/A 

20 

120 

Self 

lOsec 

30 9 

Teleports the caster to Ironforge. 


jOrgrimmor 


20 

120 

Self 

lOsec 

30 9 

Teleports the coster to Orgrimmar. 


Slormwind 

H/A 

20 

120 

Self 

lOsec 

309 

Teleports the coster to Stormwind. 


Jhunder Bluff 

J/A 

30 

_13fl 

Self 

lOsec 

80 9 

Teleports the coster to Thunder 8luff . 


Undwclly 

J/A 

20 

120 

Self 

lOsec 

309 

Teleports the caster to Undercity. 



PORTAL MAGIC 

A time-savinj{ feature of the Mages is that they are able to Teleport themselves (and later their group as well) to major cities across Azeroth. This power is gained at Level 
. i <ind it limited to the two central cities of your faction at that time. Later, at Level 30, the more distant capital is added. It's after that that group Teleportation becomes 
-sible. 


Dornassus 

N/A 

50 

850 

10yd 

lOsec 

2 9 809 

Creates a portol, teleporting group members that run through it to Dornassus. 

Ironforge 

N/A 

40 

.850 


J0«« 

1 9.10# 

Creates 0 portal^ teleporting group members that run through it to Ironforge. 

1 Orgrimmar 

N/A 

40 

850 

lOyd 


1910 9 

Creates o portol, teleporting group members that run through it to Orgrimmar. 

i — — 

Slormwind 

N/A 

40 

850 

10yd 

lOsec 

19109 

Creates a portal, teleporting group members that run through it to Slormwind. 


Thunder Bluff _N/A 
Undercity N/A 


10 yd 


JO set 
lOs et 


l#10g 


Creates a portol, telepotlinfl group members that run through it to Thunder Bluff, 
(re otes o portol, t eleporting jroup members tho t run th rough it loJJndertily. 


leges drive into a single Talent line even sooner than most other classes. It's wise to 
iooseyour primary line first and focus on that quite heavily until it is completed, 
■ Mto switch into a secondary Talent line. 


tone Talents are wonderful for raising Mana efficiency. Damage, and base 
hctionality for the class. With an improved Intellect buff. Presence of Mind (for 
Wttiallya massive. Instant cast), and Evocation to renew lost mana, this line has 
h to offer. 

e Talents make Mages into even more powerful casters at range (with longer 
> !;«. a chance for Stun, and major damage up front and over time). Chosen often as 
. •=: a primary or a secondary Talent line, the Fire Talents are extremely functional, 
cilded abilities improve the Fire line's power to bring AoE's into a battle (Blast 
T.eiordeal huge damage from surprise attacks (Pyroblast). 

fsl Talents are there to frustrate and halt enemy advances. Though lacking in the 
.• #er to immediately bring down enemy troops in the same way, this specialization 
■ nvestheChill Effects of almost all Frost magic. Also, Root effects are added to 
• "le spells, making it even harder for melee enemies to advance on groups that 
Frost Mages at the ready. Groups with heavy ranged capabilities gain the most 

531 having this line maxed. 






FROST LINE TT FIRE LINEYl ARCANE LINE 


T41ENT NAME 

RANKS PREREQUISITES 

EFEtnS 1 

HArcone Subtlety 
^ Arcone Fook 

3 None 

Reduces Threat of Arcane spells by 20X - Progression: 20 V30 V40% 

5 None 

Reduces Resist rate of Arcane spells by 2 % (Per Ronk) 

O Improved Arcane Missiles 

5 None 

Adds 0 20% chance (Per Rank) to ovoid interruption (by damage) while 
Channeling Arcone Missiles 

kiWondSpedolization 

5 5 Points in Arcane 

liKrease Wand damage by 5 % (Per Rank) 

^ Arcane Concentration 

5 5 Points in Arcane 


LJ Improved Dampen Magic 

2 10 Points in Arcone 

Increase the effect of Dampen Mogk by 25% (Per Ronk) 

C3 Improved Arcone Explosion 

5 10 Points in Arcane 


U Evocation 

I 10 Points in Arcone 

Adds on Instant obility to Channel Mona ot o 1500% rate for B seconds 

Jkl Improved Mono Shield 

2 15 Points in Arcane 

Increase the domoge absorbed by Mono Shield by 50% 
- Progression: 50%/75% 

El Improved Counterspell 

2 15 Points in Arcane 


HArcone Meditation 

5 1 Point in Evocation. 1 5 Points in Arcone 


H Presence of Mind 

I 20 Points in Arcone 

Adds in Instant obility to moke the next spell Instant (must have under a 
10 second costing time) 

HArcone Mind 

4 1 Point in Evocation, 20 Points in Arcone 

Increases moximum Mono by 2% (Per Rank) 

Q Arcane Instability 

3 1 Point in Presence of Mind, 20 Points in Arcane 

Increoses spell damage and critical strike chonce by 1% (Per Rank) 

H Arcane Power 

1 3 Points in Arcane Instability, 30 Points in Arcane 

Adds an Instont obility for 1 5 seconds that raises spell domoge by 35% I 

(costs ore olso raised 35%) | 

H Impact 

5 None 

5 None 

Reduces the (aslinri lime of fiiebnil by 1 seconds (Per Rnnic) 1 1 

H Ignite 

5 5 Points in Rre 

Criticol Strikes by Fire spells cause torgets to burn for B% of the spell's 1 J 

domoge (Per Rank) over 4 seconds H 

‘aJ Improved Rre Blost 

5 5 Points in Fire 

Reduces the cooldown of Fire Blast by .5 seconds 
-Progression: .5/.8/I/1 .3/1.5 

H Flame Throwing 

2 5 Points in Rre 

Increases the range of Fire spells by 3 yords (Per Rank) 

H Incinerate 

2 10 Points in Rre 

Increases your chance for Fire Blost and Scorch to criticol by 2% (Per Rank) 

H Pyroblast 

1 5 Points in Improved Fiteboll, 1 0 Points in Fire 

Adds 0 slow-costing bolt that deols extremely hlah domaae to taroets 

H Improved Ffomestrike 

3 10 Points in Fire 

Increases the chance to critical with Flomestrike by 5% (Per Rank) 

H Burning Soul 

3 10 Points in Fire 

Gives Rre spells a 25% chonce to ovoid deloys when you ore damaged 
- Progression: 25%/50%/65% 

d Improved Scorch 

5 15 Points in Fire 

Bums the torget for an odditioml 5% domoge (Per Rank) over 4 seconds 

H Improved Rre Ward 

2 15 Points in Fire 

Allows Fire Ward to reflect 20% of damage back ot the caster of the spell 
- Progression: 20%/35% 

0 Critical Mass 

3 20 Points in Fire 

Increases the criticol chance for fire spells to critical by 2% (Per Ronk) 

Ji Blast Wave 

1 3 Points in Improved Flomestrike, 20 Points in Fire 

Adds a forward AoE that deals damage ond Dazes enemies for 6 seconds 

Fire Power 

5 3 Points in Critical Mass, 25 Points in Fire 

Increoses Rre sped domoge by 2% (Per Ronk) 

H Combustion 

1 5 Points in Fire Power, 30 Points in Fire 

Adds an Instant ability thot guorantees a critical with your next Rre spell 


!■ Improved Frostbolt 

5 None 

Reduces the costing time of Frostbolt by .1 seconds (Per Rank) 1 f 

Cl Permafrost 

5 None 

Increases the duration of (hill effects by 1 second 1 1 

-Progression 1/1 .5/272.5/3 || 

td Ice Shards 

5 5 Points in Frost 

1 1 

Increose critical strike damage of Frost spells by 20% (Per Ronk) 1 1 

ikJ Winter's Chill 

3 5 Points in Frost 

Increoses the power of Chill effects by 4% - Progression: 4%/7%/IO% 

Improved Frost Nova 

3 5 Points in Frost 

Reduces the cooldown of Frost Nova by 1 second (Per Ronk) 

H Piercing Ice 

3 10 Points in Frost 

Increoses the damage done by Frost spells by 2% (Per Rank) 

HCold Snap 

1 10 Points in Frost 

Adds on Instant ability that completes the cooldown of oil frost 5oells 

Sd Improved Blizzard 

3 10 Points in Frost 

Adds a (hill effect to the spell Blizzord; Movement is slowed by 63% 
-Progression: 63%/43%/2B% 

Arctic Reoch 

2 15 Points in Frost 

“ 

Increose the range of frostbolt and the radius of Frost Nova/Cone of Cold 
by 10% (Per Ronk) 

H Frost Channeling 

3 1 Point in Cold Snop, 1 5 Points in Frost 

Reduces the Mono cost of Frost spells by 5% (Per Rank) 

•Jshotter 

5 3 Points in Improved Frost Nova, 1 5 Points in Frost 

Increoses the chance to critically strike agoinst Frozen torgets by 
10% (Per Rank) 

LJ Improved Frost Ward 

1 15 Points in Frost 

50% of damage absorbed by Frost Word is added to your Mono 

II Ice Block 

1 20 Points in Frost 

Adds in Instont ability that protects you from spells ond melee for 10 seconds 
(you connot move, attock, or cost during this time) 

tJ Improved Cone of Cold 

3 20 Points in Frost 

Increases domoge dealt by (one of Cold by 1 5% 
- Progression: )5%/25%/35% 

fed Frostbite 

5 25 Points in Frost 

Adds a 3% chonce (Per Ronk) for Chill effects to Freeze o target for 
5 seconds 

H Ice Barrier 

1 1 Point in Ice Block, 30 Points in Frost 

Adds on Instant ability to Shield the caster (damage does not interrupt 



costing while the Shield holds) 




Ij) STRATEGIES 


••!jges are all about keen strategy and tactics. This is one of those classes that dies 
! (7 If you aren't fast on your feet and good with your keys, because your Armor 

; If ""g isn't going to stay close to decent. In fact. Mages and damage mitigation 

go together in the sentence. Mages have no damage mitigation. So, avoid the 
:jmage entirely and stay mobile. 

I il is to find ways to maximize the 
I I linets) you enjoy the most. On the 
I i u4ie, Mages use a primary spell line 
jciiltelenients from the other two, and 
more than a Talent issue. Indeed, 
spell lines have entirely different 
1 (wposes, and your strategy should 
I the spells you prefer using (or 

I |j ',>versai. 

ARCANE TRICKS 

TtfArcane line has lots of fun to offer at close and long range. One of the first things 
f j! you get out of this is the ability to create food and drink. Use this to reduce the 
L^time of your character and any allies you group with. Beyond that, giving away 
i Btra supplies of this sort is useful for making friends in a region, even if they aren't 
puped with you. If you have a side goal of meeting new people, scouting for the 
v^il guild, and such, try offering to make people extra food/drink in General Chat. 



‘.'.early as Level 8, you receive the Polymorph spell. To practice its use, save up 
iour full supply of mana and intentionally take on two monsters at the same time. 
Normally, this is a very bad situation, because Mages cannot mitigate damage in 
positive way. So, use your best Fireball to bolt one target and "Sheep" the other 
to prevent them from adding into combat. Use kiting tricks to blow down 
initial target then choose whether to proceed with the second foe (who will soon 
out of Po(ymorph) or run away. 


‘lisler Polymorph and learn which targets are Irest to hit with it. During group battles, 
feer in your career, it's a huge boost to Sheep an incoming caster to prevent them 
flanking your group. Be aware that Polymorph allows enemies to heal quickly, 
Isys always useful to hit fresh targets with Polymorph instead of wounded ones. 


^jcane Missiles can dish out the damage quickly, so learning how to avoid 
^^BTuption is key for its use. Use Frost and kiting techniques to have the range for 
■l^casting when soloing, or wait in groups to unload Arcane Missiles until one of 
TDurallies has consolidated aggro. Either way. Arcane Missiles are bread and butter 
i .^burst DPS against a single mob. 

,|you are even stopped during a kiting run (by nets, rooting, etc.) use Blink to hop 
' ^ of harm's way as soon as possible. Trading blows is a bad idea no matter how 
Ipucut it, and Blink is your best hope for getting out of tight places. 

Arcane Explosion is the ultimate in fast AoE potential. With the right Talents, this 
■ell eventually offers Instant damage with a decent radius that doesn't cost much 
Kana. Parties with a single tank may not benefit as much from this, since they 
bmtnonly kill one foe at a time in each battle. However, groups with a backup tank 
In consolidate more aggro and allow Mages to spam Arcane Explosion against 
lireral foes. This is a solid technique to bring down foes all at once (especially if 
Unbined with a Berserk Stance Warrior as the secondary tank). 



FUN WITH FIRE 

Arcane spells sounded like so much fun, but Fire is just as insane. Damaging single 
targets with Fireball is solid, especially when backed with Fire-enhancing potions/ 
gear. The range (and possible Stun) from this bolt makes it a deadly option for solo 
use and group play. Practice getting the most out of Fireball range by chaining these 
spells together at max range (see how much you can get in before a monster arrives). 
Bolt, bolt, then slam some Instant damage home before taking a single hit. Fireball, 
Fireball, Fire Blast is certainly effective for waking someone up. Frost Nova during 
final enemy approach, then skirt away for more good times. 



Flamestrike does moderate AoE damage at range, and can certainly help you 
contribute to a party that wants to bring down multiple enemies at the same time. 
Yet, Fire-Talented Mages are going to appreciate the Instant use of Blast Wave and 
its potential to Daze opponents. Using this at a "wave" of incoming targets can give 
you maneuvering room while allies get their position against the opponents. 


MAGE 


Pyroblast is a slow spell; you only get this with Fire Talents, and there is much 
to consider before relying on it. Pyroblast takes more time to cast than many 
equivalent spells. The best time to use Pyroblast is in a situation where your enemy 
isn't prepared for the incoming attack (neutral mobs, aggressive foes out of range, 
or unaware PvP targets). Using Combustion and Pyroblast together is certainly an 
option, and this is a fine way to start important battles. 



LEAVING ENEMIES OUT IN THE COLD 

Before your specialization is complete. Frost is a great complement to either of the 
other two lines. Using a fast Frostboll snares your enemies and prevents them from 
reaching allies in time to deal as much damage. It's hard to say no to that. Later on, 
as Mages move away from Frost into other lines or fully become Frost casters, there 
are more tricks to this selection of spells. 

Frost Nova is a spell from heaven for getting out of melee trouble. In both PvE and 
PvP, Frost Nova offers one of the most reliable means to stop melee attackers and 
give you flight time. The moderate root caused by Frost Nova is more than enough 
to get you out to range; use the remaining time to hurl new Frostbolts at your target 
to renew that g(x>d-old Chill effect! 

At higher levels. Cone of Cold and Blizzard are good to tradeoff during AoE combat. 
Blizzard (when improved with Talents) is just incredible for doing damage while 
halting enemies. Adding Chill to this AoE negates the needs to use less-damaging 
spells while slowing enemies. 

Ice Barrier (also gained through Talents), 
gives you a chance to act like a Priest 
on defense. Shield yourself with this 
spell and launch a couple of short spells 
to Chill and wound your opponents. 

Combining the previous spells is useful; 
so, raise Ice Barrier then use Blizzard to 
smash enemies as safely as possible. 







PALA 


Paladins are the high-survivabilHy melee fighters of the Eastern Kingdoms. With their heavy armor and robust 
physique, they have the ability to absorb an enemy's attacks, making them strong tanks. It's in difficult 
situations, though, that Paladins truly shine, and their use of Holy magic allows them some of a healer’s 
powers, including the ability to heal themselves and others and to Resurrect the fallen. Because of their 
mixture of healing and damage-dealing potential, a Paladin makes a wonderfully self-sufficient soloer as well 
as an asset in any good group. 


THE LIGHT STANDS STRONG 


uskwood used to be a forest of brightly lit glades and shining leaves. Now, the sunlight doesn't even (lenetrate to 
tlie woodland floor, and everything is colored with a bluish haze of fog. The townsfolk of Darkshire even whisper 
ihat their allies have forsaken them, as the Undead infest the graveyards and wander the land, attacking any 
unwary traveler. But the Light never leaves any place or anyone's heart fully, and I had come to give what aid I 
( ould in defense of the people. 


That morning, death came to the streets of Darkshire as an abomination stalked through the town itself. I heard the calls 
of the town crier as the Night Watch, the citizen's militia, rallied. Other brave defenders of the Alliance came to the cry as 
well: a strong Warrior, a dedicated Priest, and a slim Night Elf Rogue. Standing beside them, basking in an Aura of Defense, 
I knew that we could outlast whatever the darkness brought. 

We smelled the creature before we saw it, but as it came out of the fog it was obvious that this was no natural beast. 
Cobbled together of sickly pale flesh and putrescent organs, it immediately set upon us. My ffirst attempt to exorcize the 
creature damaged, but did not destroy, it, so I slammed my mace hard into its midsection, whispering a prayer under my 
breath as I did so. 


We fought well and hard that day. Using the strength of the crusader, the Priest and I attacked with Holy magic and strikes. 
The Warrior and Rogue did their parts as well, and I healed them as the monster's blows pummeled down. But this creature 
was strong, very strong. At one point, I was forced to call upon the Light to protect me from the creature's attacks, and its 
fist rained down without effect upon a shield of Light itself. This gave the Priest the time needed to save our group, and as 
I watched, the Warrior ffinally landed the strikes needed to fell the abomination. 

The Rogue had fallen during the course of the battle, but I was able to call the Night Elf back. Together, we had all stood 
against one of the worst horrors ever to walk Azeroth. One day, we will reclaim Duskwood, and all its citizens will roam 
in tranquil gardens and bright glades again. Until that day, may the Light protect and guide you, and give you the strength 
you need to stand against the darkness! 


) INTRODUCTION TO PLAYING THE PALADIN 


rlLike Warriors, Paladins are strong melee fighters with the ability to take large 
llamounts of damage. They have high hit points, and the use of heavy armor (chain 
Hearly on, plate after Level 40) lets them really take the hits. This means that Paladins 
11 outlast their opponents in battles, pounding away at their enemies with attacks while 
■ absorbing any damage that their foe sends their way. 

Paladins are not the class for those that want to hack and slash and wade through 
their enemies. Rather, Paladins are steady and consistent damage dealers, with 
regular attacks that slice away at their target's hit points. Although a Paladin's attacks 
are not weak by any means, it's best to say that this fighter is in it for the long haul. 

What Paladins excel at is surviving things that would bring down any other class. 
Not only do they have the heavy armor and hit points, but they have some very nice 
Holy abilities that allow them to heal themselves (or others) during battle. These 
basic healing spells are augmented by two very powerful abilities: Lay on Hands 
and Divine Favor. Lay on Hands instantly restores all hit points at the cost of all 
the Paladin's mana, and Divine Favor gives the Paladin limited invulnerability. 
Combined, this results in an opponent having to fight through a Paladin two or three 
limes over as the Paladin restores their hit points during the fight. 

I One of the things that Paladins find difficult is dealing with multiple opponents, 
I particularly in group situations. To really get a monster centered on only them, a 
H Paladin has to use their Holy Strike (a powerful Holy-based melee attack) against 
nthe creature. However, this is on a timer, and if there are multiple enemies, one of 


them at least is going to start looking for more vulnerable members of the grou^ 
Paladins also have a harder time against casters, because of taking more damaj 
from magical attacks and lacking abilities that interrupt spells. Instead, Paladins h« 
to rely on what they do best: taking the damage and repeatedly hitting their eneim 

When it comes down to it. Paladins are less active a class than some of the others.« 
you want an active melee class, try Warrior or Rogue.) Paladin combat abilities k 
somewhat limited, and their combat style is predictable. They do not dance in bant 
but, instead, participate in a down and dirty slugfest. 

Because of their healing abilities and 
staying power. Paladins are very good 
soloers, and they are very self-sufficient. 

In a group, though. Paladins can add 
some interesting options, including 
Auras and Seals. Auras provide different 
effects for the entire party, such as 
raising Defense or Attack Power. Seals 
are temporary magical buffs that do a 
variety of things, such as increase (or 
decrease) the amount of threat directed 
toward the person with the Seal, or adding damage against Undead. Only oneSei^ 
and Aura can be active at a time per Paladin in the group. 
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Ir you are looking for a class that can take care of itself and you enjoy melee combat, 
tlw Paladin is a wonderful choice. Your healing abilities have the potential to 
save lives, especially in long fights, and you can rest assured that you will outlive 
.t^opponents. Being a Paladin means being patient and dedicated, and those that 
are looking for a solid fight, or who want to do a lot of tanking and a little healing, 
wiS enjoy this class. 



RACES AND STARTING ATTRIBUTES 

UQ STIENGTH STAMINA AGILITY INTEUEa 


AHRIBUTES APPLIED 


Stiwgrii 


Increoses Domoge and Chance lo Block 


Improves (honce lo Get o Crilicol Nil ond Dodfle 


Improves Nil Point and Magic Point Retovery 


) ITEMS AND EQUIPMENT 


■^ladins are very equipment dependent. To do their best in the field and the 
Pigeon, they need to have up to date armor and weapons, the best that they can 
lord or acquire. To keep taking those hits. Paladins need strong armor; remember, 
:y are always going to be in the middle of the fray. Also, to keep aggro and do 
::iiage, you want as powerful a weapon as you can get, and that means investing 
ind money into your equipment. 


-It should you put the most time and money into first? Having a good set of chest 
1 leg armor is one of the best investments that you can make. This allows you to 
arb the most damage and keeps you in the fight the longest. Having that good set 
ifarmor allows you to conserve your mana to use in damage-dealing Holy Strikes 
Mead of costly healing spells; and, in addition, it means that if you do need those 
—■'g spells, you have the mana available to cast them. So having that good armor 
■: life saver. 

S3U really want to be the ultimate in defensive survivability, use a shield and one- 
imded weapon. A shield can add large amounts to your Paladin's Armor Rating. 
' I Shield Spike on it to add some offensive power and you have a character 
'uses the Paladin's best assets. Keep your eyes open for quests that give shield 
%ardsorlook in the Auction House for one that suits you. 

7 to keep that Armor Rating as high as you can. Don't be worried about being 
Irnty with armor, because it makes up for it a dozen times over. For an extra boost, 
Ytoget very good pieces enchanted or patched to give it that special something. 

(terms of what attributes to look for. Stamina is always appreciated. There is 
'Tver anything wrong with more hit points. If you find that you are soloing often, 
■^entrate a bit more on Strength to raise your damage and shorten the length 
f fights. On the other hand, if you group more, lean a bit more on Spirit and 
fiiigence. This gives you the ability to do more healing work and regenerate the 
“3 you lose to that during a fight. 

-aing a weapon that is up to your level is more important than what type of 
that you pick. However, one-handed maces do not do as much damage as 
eofthe other weapons (swords are often a bit higher on DPS). 





ONE-HANDED VS. TWO-HANDED WEAPONS 

As always, your weapon is a matter of personal choice. Paladins are very flexible 
in terms of moving between one*handed and two-handed weapons because they 
have healing abilities. What a Paladin loses in terms of armor by not having a 
shield they can always make up for by healing themselves during battle. However, 
you may want to put a bit more into Spirit equipment to restore that mana quickly 
during fights if you decide on going for o two-handed weapon. 


0) CHOOSING YOUR PROFESSION 


Your weapon should do as much damage as possible. Some of the slower weapons 
are very nice for that because your regular attacks do more damage per hit and 
your big attack ability. Holy Strike, is on a timer (so you aren't missing out on doing 
anything fancy during the course of the fight). 


Knowing how to make your own equipment is a wonderful thing for Paladins. If 
you want to invest in crafted armor, move into Mining and Blac ksmilhing. Paladins 
are very good at self-sufficiency, and making your own armor/weapons follows that 
perfectly. In addition, it's rather enjoyable to be out gathering usable materials while 
exploring the world at the same time. 


For a PvP Paladin, or one interested in doing a great deal of soloing. Engineering is 
a wonderful thing to pick up. Paladins only gel one interrupt against spell casters: 
(he Hammer of justice — a stun ability. This is on a fairly long timer; by and large 
you only use it once a fight (at best). Using Bombs to interrupt an enemy's spell can 
be very helpful, sometimes making all the difference in difficult fights where magic 
is being tossed at you. 


A Paladin's biggest downtime problem is running out of mana. Alchemy and 
Herbalism can keep that in check by allowing a Paladin to make replenishing Mana 
Potions, which can help in a fix. As long as a Paladin has the mana, they are ready to 
fight, and more fighting means more experience. Because of that, secondary trades 
like Cooking and First Aid aren't as crucial for a Paladin; they can lake care of their 
own healing work and regenerate mana during the fight. 




3 # A strike that causes 1 2 damage and increases the haly damage taken by the target by 6 per Crusader Strike. 

Can be appjied up to 5 times. Costs 30 sec. 

A2 # A strike that causes 27 domage and increoses the holy damage token by the torget by 1 0 per Crusoder Strike. 

Con be oppllad up to 5 times. Losts 30 sec. 

1 • 80 # A strike that causes 46 damage and increoses the holy domage token by the torget by 1 5 per Crusoder Strie. 

Can be applied up to 5 times, losts 30 sec. 

2 # 80 # A strike thot couses 69 damage and increases the holy damage taken by the target by 22 per Crusader Strii. 

Con be oppbed up to 5 times. Losts 30 sec. 

7 # 1 0 # A strike that causes 1 03 damage and increases the holy domoge token by the target by 30 per Crusader Slrii. 

Can be qppM up to 5 times. Losts 30 sec. 



■TTM'', 


1 3 # Increases ottack power of all porty members within 30 yards by 25. Players may only have one Auro on thtm|r 

Polodi n ot ony one time. 

71 # Increoses attack power of oil party members within 30 yords by 45. Ployers moy only have one Auro on tbeni(r 

Palodin ot ony one time. 

' • 80 # Increases ottack power of oil party members within 30 yards by 65. Ployers may only have one Auro on then p 

Paladin at miy one time. 

3 # 30 # Increoses ottock power of oil party members within 30 yards by 95. Players may only hove one Aura on thwip 

Polodin ot ony one time. 

5 # 80 # Increoses attack power of all party members within 30 yords by 1 30. Ployers may only have one Aura on tbeip 

Polodin oHay one time. __ 


HAMMER OF JUSTICE 1 


Stunstheloffle>for3sec. 


90 « 
1 g 60g 


Stuns th e t arget for 4 sec. 


CLASS ABtLtTIES 


CRUSADER STRIKE 


DOMINANCE AURA j 


■ COMBAT ABILITIES 

|H These Melee Combat Abilities are the sum of a Paladin's damage-dealing potential. They can be used at any time at any (sosition in the fight provided that their timer is at!" 
M and the Paladin has the recjuisite amount of mana. 


I There are several types of class abilities that a Paladin can use: Melee Combat, Auras & Seals, and Holy Magic. 


I All of a Paladin's Melee Combat abilities use a certain amount of mana and are on timers, which vary depending on the ability. 
I Auras are buffs that affect the Paladin and everyone in their group (up to a certain range). As Paladins progress in level, they gain 
I different Auras and *nore powerful ones. Seals are temporary buffs that can only be placed on one person each. Many of the 
I Seals are only active for a yery short period, but they have a variety of different effects and can help control the course of a battle. 
I Holy magic includes healing spells. Divine Favor (temporary invulnerability), and offensive spells against the Undead. 
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Utll IM MANA RANGE 

CASTING TtME 

(OOIDOWN 

COST TO TRAIN 

EFEEQ ■ 

1 1 20 0 

Next melee 

lOsec 

No Cost 

Consecrates your weopon, inflicting 10 to 12 additional damage on your next attack. All damage caused is 
considered holy damage. 

2 8 40 0 

Next melee 

lOsec 

29 

Consecrates your weapon, inflicting 20 to 24 odditionol damage on your next ottock. All damage coused is ! 

considered holy domoge. 

3 16 60 0 

Next melee 

10 sec 

18# 

Consecrates your weapon, inflicting 36 to 42 additional domoge on your next attack. All damage caused is 
considered holy domoge. 


Consecrates your weopon, inflicting 58 to 66 additional domoge on your next attack. All damage coused is 


32 

120 

0 

Next melee 

lOsec 1# 50# 

Consecrates your weapon, inflicting 90 to 1 1 2 additional domoge on your next attack. All damage caused is 

considered holy damage. 


Consecrates your weapon, inflicting 1 21 to 1 37 additional domoge on your next ottock. All damage caused is 



7 48 180 ( 

1 Next melee 

lOsec 

4# 20# 

Consecrates your weapon, inflicting 1 57 to 1 77 additional damage on your next ottock. All domoge caused is 

PALADIN 





considered holy domoge. 



Consecrates your weapon, inflicting 201 to 225 additional damage on your next attack. All domoge caused is 
considered holy domom. 


PARRY . 


■Bill 


RANK LEVEL MANA RANGE CASTII 

NGTIME COOLDOWN 

(05T TO TRAIN 

EFFEO 1 


Gives 0 chance to porry enemy melee ottocks. 



RETRIBUTION AURa ' 






RANK LEVU 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 

J 

1 18 
L 

None 

Porty 

1C 


29# 

Causes 4 Holy domoge to any creature that strikes a nearby party member. Ployers moy only hove one Aura on 
them per Polodin ot any one time. 


, 2 28 

None 

Party 

1C 

1# 

10# 

Causes 8 Holy damage to any creature that strikes o nearby party member. Players moy only hove one Auro on 
them par Polodin ot ony one time. 


' 3 38 

None 

Party 

1C 

2# 

30# 

Causes 1 2 Holy damage to any creolure that strikes a neorby party member. Players may only have one Aura on 
them par Polodin ot any one time. 


4 48 

None 

Porty 

1C 

4 <!» 

20# 

Causes 1 6 Holy domoge to any creolure that strikes a nearby porty member. Players may only hove one Aura on 
them par Paladin at ony one lima. 

I 

f 5 58 

None 

Party 

1C 

7# 

10# 

Causes 20 Holy domoge to any creature that strikes a nearby porty member. Players may only hove one Auro on 
them per Polodin at any one time. 


SEAL OF FURY pi 


RANI LEVEL MANA RANGE 1 

[ASTINGTIME COOLDOWN COST TO TRAIN EFFEO 


30 yd 


Places 0 Seal on the porty member, increosing threat caused by 50% for 20 sec. Players moy only hove one Seal 
on them per Polodin ot ony one time. 


SEAL or RECKONING " 



m 

30 yd 



78# 

Places a Seal on a friendly target that lasts 30 sec. Every time the Sealed character strikes an enemy, the Sealed 
choracter gains 16 health. Players moy only have one Seol on them per Polodin ot ony one time. 

1 2 40 

135 

30 yd 

1C 


1# 60# 

Places a Seal on 0 friendly target that lasts 30 sec. Every time the Sealed character strikes an enemy, the Sealed 
choracter gains 24 health. Players moy only hove one Seal on them per Polodin ot any one time. 

r 3 50 

185 

30 yd 

1C 


3# 50# 

Pieces a Seol on a friendly target that losts 30 sec. Every time the Sealed character strikes an enemy, the Sealed 
character gains 35 heahh. Players may only have one Seal on them per Polodin at ony one time. 

f 4 60 

250 

30 yd 

1C 


5# 90# 

Pieces a Seal on a friendly target that lasts 30 sec. Every time the Sealed charocter strikes an enemy, the Seoled 
character goins 50 health. Players may only hove one Seal on them per Paladin at any one time. 

r 

SEAL OF RIGHTEOUSNESS 

RANK LEVEL 

lUMA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEn 1 

1 1 16 

20 

30 yd 

1C 

20 sec 

18# 

Places a Seal on the friendly target. Increasing ottock power by 60 agoinst undeod enemies. Losts 25 sec. Players 
may only have one Seal on them per Polodin at any one time. 

"2 26 

35 

30 yd 

1C 

20 sec 

90# 

Places a Seal on the friendly target. Increosing ottock power by 1 15 against undeod enemies. Losts 25 sec. 
Ployer moy only hove one Seal on them per Polodin at any one time. 

3 36 

55 

30 yd 

1C 

20 sec 

1# 50# 

Places a Seal on the friendly target. Increasing attack power by 1 80 against undeod enemies. Lasts 25 sec. Players 
moy only have one Seal on them per Polodin at any one time. 

4 46 

80 

30 yd 

1C 

20 sec 

2# 80# 

Pieces a Seal on the friendly target. Increasing attack power by 265 agoinst undeod enemies. Losts 25 sec. Players 
moy only have one Seal on them per Polodin at ony one lime. 

5 56 

110 

30 yd 

1C 

20 sec 

6# 40# 

Places a Seal on the friendly torget. Increosing attack power by 370 ogainst undeod enemies. Losts 25 sec. Players 
moy only hove one Seal on them per Polodin at ony one time. 






□ 


I HOLY MAGIC 

■ This includes a Paladin's ability to heal themselves and others, the use of limited invulnerability (self only), and Undead-specific attack abilities. Historically, in A 2 erold 
I Paladin* antagonistic relationship to the Undead, and using all the power that the Light has to remove these unclean creatures is a special gift given7 
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Seals 
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CLEANSE 

MNK LtVEL M AHA IUN6E CASTING DME COOLDOWN COSTTOTMIN EFFEO 


30 yi). 


Cjeonses a friendly target, ri 


ig 1 poison effed J diseose effect, ondjjiagic effect. 


EXORCISM 

hank leve l mana iange casting time cooldown cost to train 


30 yd 


30 yd 


(ouses 84 to 96 Holy domage to an undeod ta rget. 


30 yd 


Causes 1 52 to 1 72 Holy domage to on undeod torqet. 


30 yd 


3 0 30 g 


Causes 217 to 245 Holy domoge to on undeod torget. 


30 yd 
30 yd 


Couses 304 to 342 Holy domoge to on undeod target. 


5» 90# 


Cou^ 3W to 439 Holy ^moge to on undeod torget. 
Causes 505 to 563 Holy domoge to on undeod temet. 


HEALING AURA 

RANK lEVEl MANA RANGE CASTING TIME COOIDOWN COST TO TRAIN EFFEn 


Increases the heolth regenerotion of the Polodin and neorby group members by 10 every 5 seconds. Only wwfc 


HOLY LIGHT 


^ 1 1 35 40yd 2.5sec 

No Cost Heoko friendly targat for 39 to 47. 

2 6 60 40yd 2.5sec 

1 • Heals 0 friendly torget for 76 lo 90. "* 

t 3 14 120 40yd 2.5sec 

12# Heokofriemfly target for 176 to 204. 

4 22 195 40yd 2.5sec 

42 # Heals o friendk target for 322 lo 368. 

; 5 30 260 40 yd 2.5 sec 

T8# Heols 0 friendly targat for 470 lo 532. 


40 yd 


40 yd 


2# 30# 


Heols 0 friendly torget for 639 to 721 . 


40 yd 


Heals 0 friendly toraet for 889 to 997. 


Heols 0 friendly tomet for 1 207 to 1349. 


JUDGEMENT 

«ANR E EVEL mana range casting time COOLOOVyN COSTTO TRAIN EFFEO 


3 # 50 # 
5 0 90# 


Sends bolts of holy povw in oil dlrectloiis, cousino 253 lo 303 Ho^ domoge to oil undeod neor the Polodin. 
Sends bolts of holy power in oil directions, cousing 362 to 428 Holy damooe to oil undeod neor the Polodi n. 
Sends bolts of holy power in oil directions, cousinn 490 to 576 Holy domoge to oil undeod neor the Polodin. 


LAY ON HANDS 

RANK lEVEl MANA RANGE CASTING TIME COOIDOWN COST TO TRAIN EFFEO 




1 10 None 

2 30 

3 50 


20 yd 
20 yd 


78# 


20 yd 


Heals 0 friendly torget for on omount equol to the Polodin's maximum heollh. Drains oil of the Polodin's rtnx 
mono when used. 

Heals 0 friendly torget for on omount equal to the Polodin's moximum health ond restores 250 of their itoihi. 
Droins oil of the Polodin's remotning mono when used. 


Heals 0 friendly target for on omount equal lo the Polodin's maximum heollh and restores 550 of their mo 
Drains oil of the Polodin's rwnnWilB mono when used. 


PURIFY 

RANK LEVEL MANA RANGE CASTING TIME COOIDOWN COST TO TRAIN 


LN/A 6 25 30 yd 


REDEMPTION 

RANK lEVEl MANA RANGE CASTING TIME COOIDOWN 


I # Purifies the friendly torget. removliw I diseose effect ond I poison effect. 


LH/A 40 150 40yd lOsec 1 hour 1# 60# 


0 deod pfnver bock to life with lOOX of their heollh ond mono. 


SENSE UNDEAD 

RANK lEVEl MANA RANGE CASTING TIME COOIDOWN COST TO TWIN 


IN/A 20 None Self 


Shows the location of oil nearby undeod on the minimop until concelled. Only one type of trucking con be idv 


TURN UNDEAD 

RA^NK lEVEl MANA WNGE CASTING TIME COOIDOWN 




1 24 35 

Bb L 2 38 50 


2 0 yd 1.5 sec 30 sec 


^ % enemy will be compell ed to flee for up to 1 0 sec. Onl y one torget con be turned ot o limt 

Lf ? 30# The targeted undeod enemy will be compelled to flee for up lo 1 5 sec. Only one torget con be turned ot otjtnT 

Lf_.-..30 9 The targeted undeod enemy will be compelled to flee for up to 20 sec. Only one torget con be turned ot o line, . 


20yd 1.5se 




Jk 




PROTEaiON 

Seals are short-term buffs that Paladins use on themselves and group members. Only one of these can be active on a person at the same time (per Paladins). An Aura affects 
all members of a group at the same time, and only one such Aura can be active per Paladin. 


DEVOTION AURA 

UM IM lUNA UUIGE CASTING TIME COOLDOWN 


m.: 


1 

1 

None 

Party 

1C 

)0« 

Gives 55 additional armor to party members within 30 yords. Players moy only have one Aura on them per 
Paladin at any one time. 

2 

10 

None 

Party 

1C 

30 

Gives 1 60 odditional armor to party members within 30 yards. Players moy only hove one Aura on them per 
Polodin at any one time. 

3 

20 

None 

Party 

1C 

29 0 

Gives 275 additional ormor to party membe5 within 30 yords. Players moy only hove one Aura on them per 
Polodin ot ony one time. 

4 

30 

None 

Party 

1C 

78 0 

Gives 390 odditional armor to porty members within 30 yards. Players may only hove one Auro on them per 
Polodin at any one time. 

5 

40 

None 

Porty 

1C 

10 600 

Gives 505 additional armor to party members within 30 yords. Players may only have one Aura on them per 
Polodin at any one time. 

t 

50 

None 

Party 

1C 

3 0 50 0 

Gives 620 additional armor to party members within 30 yords. Ployers may only have one Aura on them per 
Polodin at any one time. 

7 

60 

None 

Porty 

1C 

50 900 

Gives 735 additional armor to party members within 30 yards. Players may only have one Auro on them per 
Polodin at any one lime. 


DIVINE PROTECTION 

lANK LEVEL MANA RANGE CASTING TIME COOLDOWN COSTTOTUIN EFEEQ 


4 

15 

Self 

1C 

5 min 

500 


You ore protected from oil physical attacks ond spells for 6 sec, but during that lime you cannot ottock or use 
phjrsicol abilities your self. 

You ore protected from oil physical attacks and spells for 8 sec, but during that time you cannot attack or use 
physical abilities yourself. 


DIVINE SHIELD 


RANK LEVEL MANA RANGE CASTING TIME 

COOLDOWN COST TO TRAIN EFfEO | 


80 « 
3« 50 0 


Protects the polodin from oi l dom oge ond spel ls for lO sec, but reduces ottock speed by 50%. 
Protects the polodin from oil domoge and spells lor 12 sec, but reduces ottock speed by 50%. 


HEALING AURA 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 


2 

12 

None 

Porty 

1C 


Increases the health regeneration of the Polodin and nearby group members by 25 every 5 seconds. Only works 
out of combot. Players may only hove one Amn on them per Polodin at ony one time. 

3 

22 

None 

Porty 

1C 

42 0 

Increases the heolth regeneration of the Paladin ond nearby group members by 40 every 5 seconds. Only works 
out of combat. Players may only hove one Aura on them per Polodin at any one lime. 

4 

32 

None 

Parly 

1C 

10 50 0 

Increases the health regenerolion of the Polodin and nearby group members by 60 every 5 seconds. Only works 
out of combat. Players may only hove one Auro on them per Polodin ot ony one time. 

5 

42 

None 

Parly 

1C 

30 

Increoses the heolth regeneration of the Polodin and nearby group members by 90 every 5 seconds. Only works 
out of combat. Players moy only have one Auro on them per Polodin at any one time. 

6 

52 

None 

Party 

1C 

50 300 

Increoses the health regenerolion of the Polodin ond neorby group members by 1 25 every 5 seconds. Only works 


out of combat. Ployers may only have one Aura on them per Polodin at any one time. 


PLATE MAIL " 

EiL 

RANR LEVU MANA RANGE CASTING TIN 

IE COOLDOWN COSTTOTUIN EFFEG 1 

N/A 40 . N/A 1 ' 60 0 Allows the Warrior to Equip Plale Armor. 


\ RESISTANCE AURA 




1 RANK LEVEL MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EEFEa 1 


1 

28 

None 

Party 

1C 

10 

10 0 

Increases nearby group member's resistance to all magic by 25. Players may only have one Aura on them per 
Polodin at ony one lime. 

2 

42 

None 

Party 

1C 

30 


Increases nearby group member's resistance to all magic by 40. Ployers may only hove one Aura on them per 
Polodin at any one lime. 

3 

58 

None 

Party 

1C 

70 

10 0 

Increoses nearby group member's resistonce to all magic by 55. Players moy only have one Auro on them per 
Paladin at any one time. 


SEAL or PROTECTION 


■ 


J RANK 

LEva 

MANA 

UNGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

ffFEO ■ 

i ' 

8 

20 

30 yd 1C 

5 min 

20 

A lorgeled parly member is protected from all physical attacks for 6 sec, but during that time they connot ottock or 
use physical abilities. Players may only hove one Seol on them per Polodin at any one time. 

1 

20 

30 

30 yd 1C 

5 min 

29 0 

A targeted party member is protected from oil physical attacks for 8 sec, but during that lime they cannot ottock or 
use physical abilities. Ployers may only hove one Seal on them per Polodin ot any one time. 


30 

40 

30 yd 1C 

5 min 

78 0 

A targeted party member is protected from all physicol attocks for 10 sec, but during thol time they cannot ottock 
or use physical abilities. Players may only hove one Seal on them per Polodin at ony one time. 


HOLY 



SEAL OF SACRIFICE 

«ANK lEVQ MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN ffFEO 


N/A 36 60 30 yd 


Pieces 0 Seol on the party member, splitting 50% of all damage token with the coster. Lasts 30 sec. Pleyen ny | 
wonly hove one Seol on t hem per Palodin ot any one time. 


SEAL OF SALVATION 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEO 


I N/A 22 10 30 yd 


Places 0 Seal on the party member, reducing the amount of oil threot generoted by 50% for 30 sec. Ployersai 
only hove one Seal on them per Paladin at any one time. 



WISDOM AURA 


Porty 


[K>TALENT5 



None 

Porty 


CUULUUWN COST IQ TRAIN 

Increases the mono regeneration of party members within 30 yards by 6 every 5 seconds. Players may oolylH^ 
one Aura on them per Palodin at any one time. . 

1 ’ 

None 

Party 

1C 

1# 509 

c 1 

Inaeoses the mono regeneration of porty members within 30 yards by 8 every 5 seconds. Ployers moyonlyb| 
one Auro on them per Polodin at ony one time. ] 

1 3 46 

None 

Party 

1C 

2# 809 

Increoses the mono regeneration of porty members within 30 yards by 10 every 5 seconds. Ployen moyoilr J 
one Aura on them per Palodin at ony one time. | 


Increoses the mono regenerotion of party members within 30 yords by 13 every 5 seconds. Players moyoalrJ 
one Aura on them per Palodin at any one time. 



Improved Loy on Honds 

2 None 

Gives the forget of your Loy on Honds spell a 15% bonus (Per Ronk) to their 1 1 
armor value from items for 1 min. 1 1 

B Spiritual Focus 

S None 

Gives your Flash of Light ond Holy Light spells a 1 4% chance (Per Rank) to 1 1 
not lose costing time when you toke domoge 1 1 

LI Improved Holy Light 

3 None 

Increoses the omouni heoled by your Holy Light spell by 4% (Per Rank) I J 

BRevelotion 

2 5 Points in Holy 

Reduces the cooldown of your Lay on Honds and Divine Intervention spells If 
by 10 min (Per Ronk) H 

IJ llluminotion 

S S Points in Holy 

After getting o criticol effect from your Flosh of Light or Holy Light spell, 1 
gives you o 20% chonce (Per Ronk) to goin mono equol to the bose cost of ■ 
the spell 

B Improved Blessing of Wisdom 

S S Points in Holy 

Increoses the effect of your Blessing of Wisdom by 4% (Per Ronk) 

B Divine Favor 

1 10 Points in Holy 

When octivoted, gives your next Flosh of Light or Holy Light spell o 100% 
criticol effect chonce 

B Improved Seol of Righteousness 

S 10 Points in Holy 

Increases the domoge done by your Seol of Righteousness by 3% (Per Rank) 

iJj Improved Flosh of Light 

3 10 Points in Holy 

Reduces the mono cost of your Flosh of Light spell by 4% (Per Ronk) 

Id Improved CorKentrotiofl Aura 

3 15 Points in Holy 

Increoses the effect of your Concentration Auro by an oddHionol 5% (Per Rank) 

B Divine Wisdom 

S 5 Points in Improved blessing of Wisdom, 1 5 Points in Holy 

Increoses your totol mono by 2% (Per Rank) 

BSonctity Auro 

1 5 Points in Improved Seal of Righteousness, 20 Points in Holy 

Increoses Holy domoge done by porty members within 30 yards by 10%. 
Players moy only hove one Auro on them per Polodin at any one time. 

B Improved Seal of Light 

5 20 Points in Holy 

Increoses the amount heoled by your Seal of Light by 3% (Per Ronk) and 
the duration of your Judgement by 6 sec. 

B Divine Strength 

5 25 Points in Holy 

Increoses your Strength by 2% (Per Rank) 

■■iilHBIHBBBi 

1 1 Point in Sanctity Aura, 30 Points in Holy 

Blosts the target with Holy energy, causing 205-219 Holy damage. 
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aQknadktion 

5 None 

Reduces the mono cost of your Retribution spells by 3X (Per Ronk) 

M Two-Handed Weapon Specialization 

5 5 Points in Retribution 

Increases the domoge you deal with two-honded melee weapons by 



IX (Per Ronk) 

ieJ Improved Seal of the Crusader 

S 5 Points in Retribution 

Increases the Attack Power bonus of your Seal of the (rusoder and the Holy 



damage incraosi of your Judgement of the Crusader by 3X (Per Ronk) 

Deflection 

S 10 Points in Retribution 

Increases your Parry chance by )X (Per Ronk) 


IflVwgaoiKe 


Gives you a 3% bonus (Per Ronk) to Physicol ond Holy domoge you deol for 
8 sec, ofler deoling o crltkol strike 


Fills the Polodin with the spirit of command for 30 sec. giving the Polodin o 
chance to deal additional Holy domoge equal to the damage of the Polodin's 
weapon. Only one Seal con be active on the Polodin ot any one time. 
Unleashing this Seal's energy will judge an enemy for 30 sec. causing 24 
Holy damage any time the enemy becomes stunned. Only one judgement 




UAntidixition 

S 10 Points in Retribution 

Increases your Defense skill by 2 (Per Ronk) 

M Improved Retribution Aura 

5 1 Point in Seal of Commond, 1 S Points in Retribution 

Increases the damage done by your Retribution Auro by S% (Per Ronk) 

l3 Precision 

3 S Points in Deflection, 20 Points in Retribution 

Increases your chonce to hit with melee weapons by 1 X (Per Rank) 

S Consecration 

I 20 Points in Retribution 

Consecrates the land beneath the Polodin, doing 120 Holy damage over 



8 sec. to enemies who enter the oreo 

fll Conviction 

5 S Points in Vengeance, 25 Points in Retribution 

Increases your chance to get o critical strike with melee weapons by 
IX (Per Ronk) 

Ml Blessing of Kings 

1 30 Points in Retribution 

Places a blessing on the friendly target, increosing totol stats by 1 0X for 5 min. 



Players may only have on blessing on them per Polodin ot any one time. 


g)STRATEGIES 


(XKe strategy for being a Paladin is doing whatever you need to keep yourself 
‘rsl alive while harping on your timed combat abilities as much as possible. 
By lime you have the opportunity to use Holy Strike is your chance to do massive 
?; every time you can stun the enemy with Hammer of justice they lose the 
boitunity to attack. In the meanwhile, use regular attacks and healing as needed, 
lowing that you have the hit points to outlast the onslaught. 




First, choose the Aura that fils your role the best. If you aren't sure which one works 
for a given situation, default to Devotion Aura. There is never anything wrong with 
having more armor, and it works well for anything you are likely to come into 
contact with. 


GENERAL TIPS 

The basic strategy for being a Paladin is fairly easy and infinitely repeatable. They 
a limited range of combat abilities, so you get to use nearly all the ones you 
tve early in your career. 


Start off most fights with Holy Strike. This is your most powerful attack, and you 
want to use it as often as you can in the course of battle. As soon as the timer 
becomes active, hit it and slam into the creature. The only time that you may want to 
hold onto it is during the very end of a fight where the creature may try to run away. 
When they get close to the end of their hit points, use Holy Strike to knock them all 
the way down before they can high-tail it away from you. Of course, you shouldn't 
be saving Holy Strike throughout the entire battle; the timer is fairly quick, and you 
should be able to get in at least two of them before you have to wait for the end. 






Hammer of Justice is also very good for keeping enemies from running. Unlike 
Warriors and Mages, Paladins don't have anything to slow down a fleeing enemy. 
That means that Paladins have to follow running opponents as quickly as possible 
before they get away. Stunning the creature as it runs in fear keeps the mob from 
getting away (and possibly bringing friends against you). 

If you aren't fighting a running enemy, use Hammer of justice early in the fight. If 
the fight lasts for a while (lucky for you?) you may get to use the stun twice. This 
ability is also a Paladin's only interrupt. Before you go toe-to-toe with any caster, 
you should have this ability available. Magic users deal nasty damage, and avoiding 
one spell is worthwhile. 


If at all possible, hold off on the healing spells until the end of battle. That way, you 
:an regenerate your mana over the course of a fight and limit your downtime. In 
addition, using drinks like sweet nectar can be expensive, and you want to save your 
Tioney for even better things, like new armor. Paladins are excellent at moving from 
aght to fight with few meal breaks, but mana breaks can be a different matter in the 
ligher levels. To increase your number of kills and slice downtime, find enemies 
hat are tough but deal modest damage over time (perfect for a slow pounder). 


If you need to heal yourself during the fight, there are a couple of options. Casting 
Healing Light is a long process, so you don't want to wait until you are at death's 
door. If the enemy attacks slowly. 


you can absorb the hits and take the 
damage, knowing that your healing can 
handle the abuse. If, however, you are 
with fast attackers, stun them 
A^ith Hammer of justice and heal while 
hey are stunned. For multiple attackers, 
jse your Divine Favor for its limited 
nvulnerability and heal yourself while 
/ou are uninterrupted by attacks. 


I LIFE ON YOUR OWN 

n Paladins make wonderful, reliable sobers. They have the ability to take damage and 
■ the survivability to outlive most engagements. Their healing abilities also let them 
E avoid most downtime. 


I One big concern with being a soloer is that you must choose your targets with care, 
p There are some creatures that Paladins have an easier time fighting than others. First 
Jl off. Paladins are not the class to break camps. Pally pulling, which involves moving 
■I on the outside of a camp just enough to grab one or two enemies, requires skill and 
W practice. Bad luck can result in a Paladin or group being overwhelmed by the entire 
I! enemy camp. So you want to limit yourself to grabbing enemies on the outskirts of 
T camps or single targets. 


I What are good targets for sobers? Well, the best target that any Paladin can have 
Ij is Undead. Holy magic does extra damage to these creatures, and all of a Paladin's 
I combat abilities are centered on that. In addition. Paladins get a wonderful offensive 
J Undead-specific spell to aid them in a fight: Exorcism. This spell is mana-intensive, 
Tj but it does very nice damage against your enemies. Paladins also get a Seal that 
raises their damage against Undead, and a spell called Turn Undead that makes 
I them run in fear. If you find yourself swarmed by too many Undead, you can always 
I force a few of them to flee (giving you time to ditch or heal yourselO- 


Other good targets include most 
beasts. These creatures don't run away 
frequently, which means that you don't 
have to worry about chasing after them. 

It also doesn't really matter too much 
to a Paladin how fast or much they 
attack for, because healing is always 
an option. Even the special attacks 
that some beasts have, like Poison or 
Disease, don't slow down a Paladin 
very much, because they have Holy Magic that can remove these effects (Purify 
Cleanse). Diseases like Rabies, which keep hit points and mana from regeneram 
can be easily removed by a Paladin after a battle instead of the 10-minute waiH 
time that another class would spend crippled. 



JOINING A PARTY 

Most groups love having Paladins because they can serve as a tank and 
healer. So when you go into a group, expect most of them to ask you to cor 
on healing others over dealing raw melee damage. 


a limiij 
incent^ 



The Paladin should always be the first person to do the healing, even (and especii 
if there is a primary healer in the party. 

First, remember that you have all the hit 
points that you need for a long battle. 

Priests and Druids don't have the same 
survivability. Healing spells raise threat 
levels, and if a Paladin is healing, they 
have a better chance of getting the mob's 
attention. Finally, when the Paladin 
runs out of mana, the healer can take 
over, giving the Paladin a chance to 
regenerate. Using a Paladin as a healer 
this way decreases the amount of time 
that the party has to spend sitting and 
regenerating hit points and mana. 


Having a Priest and Paladin combination in the group gives special benefits. Inik 
case, a Paladin can help the Priest not only through healing but also through addi 
to damage. In this case, instead of using Holy Strike first, use Crusader Strike, 
ability raises the damage done by Holy Magic, including any Holy Strikes donet 
the Paladin and Holy Smites done by the Priest. 

Crusader Strike is also good in very long fights, specifically, fights against Elite mot* 
These enemies have high hit points, so any boost to a Paladin's damage is nk£ 
A good technique is to use Crusader Strike, then Holy Strike, and repeat. Youf 
the most damage for the time that you spend attacking and your party gets allk 
healing that it needs to keep fighting. 

GETTING OUT OF TROUBLE 

You have two major get-out-of-trouble abilities: Divine Favor and Lay on HaiJ 
Divine Favor is your limited immunity; you can do it once every 5 minutes, ildoesn 
have a mana cost, but you can't attack or cast offensive spells while it is active.U 
on Hands restores all a target's hit points at the cost of all a Paladin's mana. 

The most important thing to note before you use either of them is how much mj 
you have. If you have a good supply of mana, but few hit points, use Divine fa« 
While you are invulnerable, heal yourself. In the higher levels, your Divine Fa 
lasts long enough that you can get two good Holy Light healing spells through. 


However, Holy Light is mana expensive 
and not mana efficient. There are 
situations where you are reaching the 
low limits of everything, hit points and 
mana, and your potions have already 
been used. You may be outnumbered 
and unable to flee. Or, you can't heal 
someone in your party enough and the 
enemy is not leaving them be. What do 
you do? Lay on Hands. True, you won't 
have any mana for a time, but it makes 
all the difference in life or death situatioi 
cooldown, so you can't use it often. 
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PRIES 


Priests are the primary healers in WarM t>f Warcmft. Without the healing spells of a Priest, many a Warrior 
would be unable to survive grabbing five enemies or a Mage able to live through their spell casting. It is 
these healing spells that make a Priest extremely valuable to groups, and few parties turn down a skilled 
Healer. However, a Priest's usefuliH'ss is not limited to only healing spells. They are also offensive casters, 
doing damage using both Holy and Shadow magic. Left to their own devices, Priests are no fading flowers 
resigned to depenriing on the good graces «f others; instead, they are fully ca|Mble of defending themselves, 
performing damage-dealing spells and avoiding some of the worst aspects of an enemy's attacks. 


15) INTRODUCTION TO PLAYING THE PRIEST 


j are several classes with healing potential, but none of them outheals a Priest. 
I " i 3 class with a wide range of different healing abilities, and Priests have the 
I -ifpverful and efficient healing spells of any other character in the game. 

E.lils healing ability that ensures that Priests always have a valuable place in any 
r-ra. There are always spots available for someone who is willing to keep the rest 
ir:re group dealing damage and killing enemies. 

if 

I'ctwver, Priests are not relegated to only healing duties, and they are capable of 
X igdatnage against monsters on their own. The proper placement of an offensive 
Sdcan do as much to save a party member as a well-timed heal. If a monster 
sAkI, then it can't very well attack your party member, can it? In addition, this 
sfmfhat Priests are perfectly capable of dispatching their own enemies, and they 
cAjineed to be constantly shepherded by escorts. 

u^cinmind, though, that being a Priest is a matter of temperament. If you find that 
i a crioy casting large amounts of offensive spells and hate healing, then a Mage 
-^bemore your cup of tea. Similarly, if you only want to heal CKcasionally and 
. "ttodo more melee damage, a Paladin has some similar abilities to Priests and 
survivability. 


Exactly what Priests don't have is the heavy armor to withstand a determint>d assault. 
Faced with multiple opponents or high-damage enemies, a Priest's cloth armor is no 
barrier. The use of Power Word: Shield, a temporary spell that absorbs damage and 
keeps a Priest from being interrupted, can only go so far. It's best for a Priest to keep 
fights short, sweet, and at range as much as possible. 


If you enjoy saving other people and want to throw in a bit of offensive damage on 
your own, being a Priest is a great choice. You can really have a wonderful time 
with some of the more social aspects of World of Warcraft as well as be a competent 
soloer if you find that is what you want. Being a Priest means that you are a flexible 
and versatile healer first and a caster second. 


?ulanOrc and his head are not easily parted, and Tharil'zun was far from alone. All if took was one of his retinue scurrying 
X -y like a coward to warn the others. Suddenly, we found ourselves overwhelmed by Ores of enormous ferocity, strength, 
■fld the ability to use dark magic. 


At fust, I added what damage I could by smiting the enemy with the Holy magic that springs forth when called upon. But 
rjrgroup was quickly taking damage, and I rushed to their assistance. The Warrior Tielyn nodded at me in response to the 
“' energy that flooded into her and continued her grim task of slicing into the enemy. Suddenly, I heard Anat, a Mage, 

I yout. Standing over her, sword raised high, was a thick-bodied Ore fighter. In another second, that sword would swing 
nwn and cut the Mage's life; I summoned great force of will and shaped the power of the Light into an elegant shield. The 
‘.c'ssword crashed down onto the barrier, but Anat remained unharmed. The Ore even Icxsked surprised as Anat rallied, 
'( :'ng her magic into a bolt that blasted into the Ore's face. 


I Tnarirzun himself came into the battle. Knowing that I would have to ensure that our little group survived his onslaught, I 
t^Hon'y a small amount of offensive Shadow magic against him: enough to ensure a steady decrease of his (X)wer through 
?5imple word— Pain. After that, my attention was completely enwrapped by healing our group, keeping Tielyn, Anat, and 
fr ithers as safe and healthy as possible. Finally, with a last strangled gasp, Tharil'zun fell forward, dead. 

I 

t^iayed many good people of Lakeshire, I know. And, more importantly, none of my friends were lost in the battle. To help 
,c-jrfriends and slop your enemies is the truest thing that anyone can accomplish, and we did a great detxl that day. 

1 - - 


PRIESTLY RECKONING 


hat started as a tiny battle was quickly becoming a widespread conflict. It seemed as though the entire area was 
embroiled with Ores, and there were magical bolts and the sounds of combat all around in a chaotic fray. 


\ehad come to the Redridge Mountains, to Stonewatch Keep, to defend Lakeshire and its citizens from the Horde. In 
“ticular, we were searching for Tharil'zun, an Ore known for his cleverness and aggression, the leader of a group of Ore 
rkimiishers. Lakeshire would never be safe as long as this creature held command, and we could not rest without hard 
■}fof his demise. We would leave Stonewatch Keep only with Tharil'zun's head. 





r ATTRIBUTES APPLIED 1 

I Strength 

Higher Melee Damage 

1 

1 Stamino 

Higher Hit Points 

1 

1 Agility 

Higher Chance to Dodge, More Melee (riticak 

1 

H Intellecf 

Higher Mana Pool ond Greater Chance for Critkol Heals 

1 


Greater Mona and Hit Point Regeneration 




jlfP ITEMS AND EQUIPMENT 


Wh.1t you're equipped with is not as important as what bonuses your equipment 
has. There are three major attributes that your character should concentrate on: 
Intellect, Spirit, and Stamina. 


The choice between Intellect and Spirit is a most interesting one. Intellect increases 
the amount of mana that a Priest has available to them. More mana means that they 
can cast greater amounts of spells before resting (both more healing and damage 
spells). In addition. Priests with high Intellect have a higher chance of landing 
critical hits with those spells, and there is very good damage to lie done with a 
critical offensive spell. 


On the other hand, both healing and damage spells are magic intensive. It's very easy 
for a Priest to cast away all of their mana, leaving them to rely on their melee damage 
or magical wands. This is not a good situation for a Priest to be in, and Priests with 
little mana are very vulnerable. If you have a high Spirit, you can cast your spells 
more freely, knowing that you can regenerate your magic points while doing some 
fighting. It can also decrease your amount of downtime, and that's very useful for a 
Priest, who can spend a lot of time trying to keep their magic points high. 


Choosing between Spirit and Intellect is a very personal decision, and there 
are benefits to each. Try and experiment so that you can find the set of armor 
that works liest for what you want to do. If you find that you run out of magic 
points frequently and cannot cast the number of spells that you want to, 
concentrate more on Intellect equipment. If your casting is high but you can't 
regenerate magic as well (say, in a group where the few heals that you have to make 
very expensive), invest more in Spirit gear. If you think that you are going to be 
many different types of situations, look for balanced equipment. There is no need 
make an either/or choice in the matter: go for both. 


only other attribute to look for in equipment is Stamina. Stamina is tied to how 
many hit points a Priest has available to them. Because Priests don't have heavy 
armor (or even modest armor), even little improvements in Stamina are useful. If 
at all possible, increase your amount of health or armor by supplementing your 
equipment with enchantments or patches. 


RACES AND STARTING ATTRIBUTES 

MCE SntENGTH SUMINA AGILITY IKIEUEa 


I Night Elf 




HOLY AND SHADOW ATTRIBIJTir j 

There ore certain pieces of equipment that increase the power of your Holy or \ 
Shadow spells. Depending on the type of Priest that you make, these items con be | 
very useful to you. If you are a Shadow-based Priest or Holy-based Priest, by all ' 
means go for the rare off-hand item thot raises the power of your spells. 


Investing in a weapon is also a personal decision. Keep an eye out for ones thatrai^ 
the attributes that you want. Maces, Daggers, and Staves are all valid choices,* 
some of them give very nice bonuses to Spirit and Intellect (Staves in parliculi 
Staves are often focused more toward caster attributes, so they are a sou 
investment for many Priests. 



CHOOSING YOUR PROFESSION 


A very good set of Professions to take as a Priest is Herbalism and Alchemy. WN 
you're wandering through Azeroth, you can harvest the herbs that you find. Durii 
some crafting breaks, you can make these into useful potions. These potions ha« 
variety of effects, but they complement a Priest's abilities well. For instance, 
able to manufacture your own Healing Potions and Mana Potions for emerge# 
situations can be a lifesaver. Using a Healing Potion doesn't cost any magic poii 
and can give your Priest the hit points they need to outlast an encounter. 
Potions can make the difference between a group member living and dying wte 
your magic points are gone. 


Wands are important to purchase for 
doing damage when your mana is 
depleted. These ranged weapons cost 
nothing to activate (a huge plus), and 
allow your character to plug away at 
targets, not accruing very much aggro, 
while regenerating mana. It is very nice 
to have a melee weapon that gives you 
the bonuses you need while relying on 
wands for simple damage. 


Enchanting is also an interesting Profession to explore as a Priest. In this Professw 
you break apart equipment pieces into usable components. These components) 
your ingredients for enc banting armor and weapons. Enchanting gives bonuses 
attributes or damage, and these can be either temporary or permanently assod) 
with the piece of equipment. Because a Priest's equipment is so intimately associ4 
with attribute bonuses, being able to c ontrol and boost attributes on equipmeit 
very useful. 

As a cloth wearer. Tailoring allows a Priest to create their own armor. The* 
Tailoring recipes create equipment that doesn't have any major bonuses to attribu| 
but later products are quite powerful. As a Tailor, Priests use the cloth materialsi 
drop from humanoid mobs, so gathering the majority of the crafting ingredient^ 
simply a matter of fighting enemies. 

For secondary skills. First Aid is a nice 
one to pick up. This allows a Priest to 
create bandages that heal themselves or 
group members when not in combat. 

This can significantly reduce the amount 
of downtime that a Priest spends trying 
to regain their magic points. Time spent 
fighting equals time spent gaining 
experience — and then levels. 
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g)CLASS ABILITIES 


ware the tables listing these Class Abilities with their associated information. 


*^also have an Undead-specific targeted spell. Shackle Undead keeps the enemy from moving, casting spells, or attacking, but any damage done to the enemy frees it 
tl 3 the shackles. This form of combat control is vital in PvP against the Horde and is also (|iiite useful against elite monsters that are Undead. 


DISPEL MAGIC ‘ 

Mi 

MNK LBfEl MAM RANGE CASTING TIME COOLDOWN 

COSITO TRAIN EFFEO 


Dispek magic on the target, removing 1 harmful spell from o friend or 1 beneficial spell from on enemy. 
Dispels mogk on the torget, removing 2 hormful spell from o friend or 2 bene ficial spell fr om on enem y. 


Holy power infuses the torget, increosiitfl their Spirit by 29 for 30 mi 


Holy power infuses the torget, inoreosing their Spirit by 35 for 30 mi 


ml 

POWER WORD: FORTITUDE 

: 



M'- 

m 

RANK lEVEl 

MAM 

MNGE 

CASTING TIME COOIOOW 

COST TO TRAIN 

EFFEO 1 

1 I 

60 

30 yd 

l( 

loe 

Holy Power Infuses the lorgei hKrtasuig their Stamina by 3 for 30min. 


2 12 

155 

30 yd 

1C 

80 

Holy power infuses the target increasing their Stamina by 8 for 30 min. 


3 2d 

400 

30 yd 

IL„ 

710 

Holy power infuses the target inaeasing their Stamina by 1 8 for 30 min. 


4 36 

745 

30 yd 

1C 

\ j:- m© 

Holy power infuses the target increosing their Stamina by 42 for 30 min. 


J ^ 

1170 

30 yd 

1C 

4# 20© 

Holy power infuses the target increosing their Stamina by 56 for 30 min. 


' 6 60 

1695 

30 yd 

1C 

4© 70© 

Holy power infuses the target increasing their Stamina by 70 for 30 min. 


Jlhere are three major lines of Class Abilities for Priests: Holy, Shadow, and Discipline. The use of these abilities always has an 
lecii^ted cost in magic points. There are both defensive and offensive effects for Holy and Shadow, and the proper mixture of 
litem is important for a Priest. 
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DISCIPLINE 

pldpline includes many of your defensive abilities. Mainly this is your buff line, but there is also one very important spell here (Power Word: Shield). This spell absorbs a 
certain amount of damage and prevents the target from being interrupted during spell casting. 



POWER WORD: SHIELD 



RANK LEVEL MANA RANGE CAST 

INGTIME COOLDOWN COST TO TRAIN 

EFFEa 


1 6 45 40yd 1C 

2 12 80 40 yd 1C 



Instantly shields the target, absorbing 44 damage. Lasts Imin. While the shield holds, s|iells will not be inleinp 

by physkol ottocks. 

Instantly shields the target, absorbing 62 damage. Lasts 1 min. While the shield holds, spells will not be inlen^ 
by physkol attacks. 

Instantly shields the target, absorbing 1 34 domage. Lasts I min. While the shield holds, spells will not be 
mtewupted by physkol attacks. 

Instantly shields the torget, absorbing 1 94 domage. Lasts 1 min. While the shield holds, spells will not be 
interrupted by physical attacks. 

Instantly shields the torget, absorbing 294 damoge. Losts 1 min. While the shield holds, spells will not be 

interrupted by physid attochs. » 

Draws on the soul of the target to shield them, absorbing 381 domoge. Lasts 30 ser. While the shield holds, spdi| 
will not be interrupted fay physical ottocks. Once shielded, the torget connot be shielded ogoin for 1 5 sec J 
Draws on the soul of the target to shield them, absorbing 484 damage. Lasts 30 sec. While the shield holds, !|id 
will not be interrupted by physkol ottocks. Once shielded, the torget connot be shielded again for IS sei 
Draws on the soul of the target to shield them, absorbing 605 damage. Losts 30 sec. While the shield holds, tfd 
will not be interrupted by physical ottocks. Once shielded, the torget cannot be shielded ogoin for IS sec. 

Draws on the soul of the torget to shield them, absorbing 763 damage. Losts 30 sec. While the shield holds, ipd 
will not be inteff upted by physical ottocks. Once shielded, the torget connot be shielded ogoin foe 1 5 sec 
Draws on the soul of the target to shield them, absorbing 942 domage. Losts 30 sec. While the shield holds, ifd 
will not be interrupted by physical ottocks. Once shielded, the target connot be shielded ogoin for 15 se( 


A burst of HoIy energy fills the coster, increosing her attack power by 20 and ormor by 60 for 3 mi 
A burst of Holy energy filk the coster, increosing her ottock power by 35 and armor by 100 for 3 min. 

A burst of Holy energy fills the coster^ increasing hej^otto^ power ^ 50 on d ormor by 140 for 3 min. 

A burst o f Holy energy filk the coster, i ncr eosing his ottock power by 70 ond armor by 630 for 3 min. 

A b ur st o f Holy energy fills the coster, i ncreo sing his ottock power by 90 and orm or by 780 for 3 min. 

A burst of Holy energy fills the caster, increos ing his ottock power by 1 10 ond ormor by 930 for 3 min, 



1 LEVITATE 

'm:: 



L 11 

RANK LEVEL MANA 

RANGE CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 1 

M 

|- N/A 34 80 

l( 

1# 10# 

Allows the caster to levitote, floating a lew feet above the ground. While levitating, you will loll ot a redutolp 
and travel over woter-like surfoces. Lasts 1 min. _ 



MANA BURN 


RANK LEVU MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFTEQ 


M _ 95 . 
32 140 

40 185 


30 yd 
30 yd 
30 yd 


3sec 

3sec 


225 


30 yd 


270 


30 yd 


71 g Drains 191 to 203 mono from a torget. For each mono droined in this woy, ihe torget takes 0.5 domage. 

1 # 10 # Drains 309 to 329 mono from o torget. For eoch mono droined in this way the torget lokes 0.5 dom oge. 

IQ 30 # , Drains 442 to 468 mono from a torget. For each mono drained in this woy, the target lokes 0.5doffl ogt 

4 # 20 0 Droins 576 to 610 mono from o target. For each mono drained in this woy, the torget lokes 0.5 damoge. 

4 O 80# , Drains 738 to 760 mono from o torget. For eoch mono drained in this woy, the torget takes 0.5 dontNQi, 




SHACKLE UNDEAD 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 



90 

30 yd 

1.5 set 

23# 

Shockles the target undead enemy for up to 30 sec. The shackled unit is unable to move, ottock or cost spdk 
Any damage coused will release the target. Only one target con be shackled at o time. 


120 

30 yd 

1.5 set 

1# 30# 

Shockles the target undead enemy lor up to 40 sec. The shackled unit is unoble to move, ottock or cast spels 
Any damage caused will release the target. Onjy one torget con be shackled ot a time. 

\l 3 ‘0 

150 

30 yd 

1.5 set 

4# 70# 

Shockles the torget undead enemy for up to 50 sec. The shackled unit is unable to move, ottock or cost spdb. 
Any domoge caused will release the target. Only one target can be shackled at a time. 


HOLY 

j Holy abilities include your healing spells. Because of the wide variety in healing spells, you can ensure that you are able to chcxjse just the right one for a given situe^ 
I There are spells to counter poison and disease. Renew heals over time. Flash Heal has a short casting time with fair Hit Point healing. Greater Heal has a long castingti 
but heals high amounts of hit points. 


I There is also an offensive spell, Holy Smite, which does Holy damage against a target. Just because you are interested in healing doesn't mean that you can't dish oui ; 
I of damage. 


S ABOLISH DISEASE 

hn, 



1 RANK LEVEL MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEn 1 


1 32 100 


JO yti 


Attempts to cure 1 disease effect every 5 seconds for 20 sec. 



CURE DISEASE 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEO 




J0ld_ 


Removes 1 diseose from the friendly torget. 




|\ aASH HEAL 


mL 


i 

UM lEVa 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COSTTO TRAIN 

EFFEn 

I 20 

125 

40 yd 

1.5 sec 

23 0 

Heals a friendly torget for 1 70 to 208. 

2 26 

155 

40 yd 

1.5 sec 

67 0 

Heals a friendly target for 226 to 274. 

3 32 

185 

40 yd 

1.5 sec 

1 0 100 

Heols a friendly torget for 327 to 393. ! 

4 3B 

215 

40 yd 

1.5 sec 

2 0 30 0 

Heok 0 friendly target for 400 to 478. 

5 44 

265 

40 yd 

1.5 sec 

2 0 50 0 

Heals 0 friendly target for 51 8 to 61 6. 

6 50 

315 

40 yd 

1.5 sec 

20 800 

Heok 0 friendly target for 644 to 764. 

Jj ^ 

380 

40 yd 

1.5 sec 

4 0 80 0 

Heok 0 friendly target for 81 2 to 958. 



GREATER HEAL 



|| 1 RANK lEVa 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO ■ 

40 

545 

40 yd 4 sec 


10 30 0 

A slow casting spell that heok 0 single target for 1 201 to 1 353. 

Ih— ^ 

665 

40 yd 4 sec 


3 0 70 0 

A slow costing spell that heok o single torget for 1531 to 1717. 


800 

40 yd 4 sec 


5 0 30 0 

A slow casting spell that heok o single target for 1 91 9 to 21 47. 

E#4 58 

960 

40yd 4 sec 


50 300 

A slow costing spell that heok o single target for 2396 to 2674. 


^SHEAl 






^ UNI LEVEL 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO ■ 

1 'IHn 

170 

40 yd 3 sec 


18 0 

HeolyourJorjelfor247lo285. 

Ik 2 22 

265 

40 yd 3.5 sec 


42 0 

Heal your target lor 421 to 481. 

IL_2_ 

375 

40 yd 4 sec 


810 

Heal your target for 670 to 762. 

Ef 4 34 

450 

40yd 4 sec 


le 300 ' 

Heol your target lor 948 to 1072. 


^ HOLY FIRE 





r UNI LEVEL 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG ll 

Jl h 30. _ 

170 

30yd 5sec 

Imin 

20 0 

Cmumes the enemy in flames that causes 1 64 to 208 Rre domoge and on oddilionol 48 Fire damage over 8 sec. 


205 

30yd 5sec 

1 min 

40 0 

Consumes the enemy in Homes that causes 21 1 to 265 Rre damage and on additional 60 Rre domoge over 8 sec. 


245 

30yd 5sec 

1 min 

60 0 

Consumes the enemy in flames ihol couses 267 to 333 Rre domoge and on oddilionol 76 Rre domoge over 8 sec. 

1 r S 48 

280 

30 yd 5 sec 

1 min 

10 100 

Consumes the enemy in flames that causes 320 to 398 Fire domoge and on oddilionol 92 Rre damage over 8 sec. 

I 4 « 

325 

30 yd 5 sec 

1 min 

10 50 0 

Consumes the enemy in flames that causes 391 to 483 Rre domoge and on additional 112 Fire damage over 8 sec. 

jP “ 

365 

30 yd 5 sec 

1 min 

10 60 0 

Consumes the enemy in Homes ihot causes 464 to 570 Fire domoge and on additkmol 1 28 Fire domoge over 8 sec. 

jjs HOLY NOVA 




. 

^ UNI LEVEL 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG ■ 

j 2 50 

265 

1C 

5sec 

70 0 

Couses on explosion of holy light around the coster, causing 1 1 3 to 1 23 Holy domoge to oil targets within 1 0 yards. 
The effect also temporarily reduces your threat level ogoinst neorby targets for 5 sec. 

1 3 58 

R 

315 

1C 

5 sec 

10 30 0 

Causes on explosion of holy light around the coster, cousing 1 43 to 1 57 Holy domoge to oil targets within 1 0 yards. 
The effect also temporarily reduces your threat level ogoinst neorby targets for 5 sec. 


is SMITE 






UNI LEVa 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG ■ 1 

1 1 

25 

30 yd 1.5 sec 


No Cost 

5mite on enemy for 13 to 17 holy damage 

. 2 6 

35 

30 yd 2 sec 


10 

Smite on enemy for 24 to 28 holy domoge. 

3 14 

65 

30 yd 2.5 sec 


90 

Smite on enemy for 54 to 62 holy domoge. 

J. J2 . 

'08 

30 yd 2.5 sec 


42 0 

Smite on enemy for 96 to 1 10 holy domoge. 

X , J?-- 

15.0_ _ 

30 yd 2.5 sec 


65 0 

Smite on enemy for 1 60 to 1 82 holy damage. 

U .. -38 

195 

30 yd 2.5 sec 


2 0 30 0 

Smite on enemy for 2]2 to 240 holy damage. 

[7 46 

245 

30 yd 2.5 sec 


3 0 70 0 

3mrtAon enem 287 to 323 holy domoge. 

L.8. 

295 

30 yd 2.5 sec 


50 800 

Smite on enemy for 371 to 415 holy damage. 


\ LESSER HEAL 




.. 1 

■zuSTTni 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG Bi 

n_i_ 

35 

40 yd 1.5 sec 


No Cost 

Heal your target lor 43-53 I 

L !_ 

50 

40yd 2sec 


500 

Heal your target for 66-80. 1 

J 3 10 

85 

40 yd 2.5 sec 


30 

Heal your target for 142 to 166. I 


js PRAYER OF HEALING 



•- -M-' 

UNI LEVEL 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG ■ j 

I I 30 

410 

3sec 


65 0 

A powerful prayer heok nearby porty members for 293 to 313. 

^ 2 40 

560 

3sec 


30O» 

A powerful prayer heok nearby party members for 444 to 472. 

Y 3 50 

770 

3sec 


20 800 

A powerful proyer heok neorby party nnembers for 657 to 696. 

|l 4 60 

1030 

3sec 


40 700 

A powerful proyer heok neorby porty members for 939 to 991 . 











RENEW 

MNK lEVEl MAMA 


UNGE 


CASTING TIME 


COOIOOWN 



1 8 

30 

40 yd 

1C 

1& 

Heals the forget of 50 damage over 1 5 sec. f | 

2 14 

65 

40 yd 

1C 

9# 

Heals the target of 85 dotnoge over 1 5 set. f J 

3 20 

105 

40 yd 

1C 

23 9 

Heals the target of 150 damage over 15 sec. 

4 26 

140 

40 yd 

1C 

67 9 

Heals the target of 21 0 damoge over 1 5 set. | ■ 

5 32 

170 

40 yd 

1C 

19 109 

Heals the forget of 31 5 damoge over 1 5 sec. 1 1 

6 38 

205 

40 yd 

1C 

20 309 

Heals the target of 400 damage over 1 5 sec. U 

7 44 

250 

40 yd 

1C 

29 509 

Heals the target of 51 0 damage over 1 5 sec. aK 

8 SO 

305 

40 yd 

1C 

2 0 80 9 

Heals the forget of 650 damage over 1 5 set. ■ 

9 56 

365 

40 yd 

1C 

4 0 80 9 

Heols the target of 81 0 dotnoge over 1 5 sec 


1 RESURRECTION 




1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEn 1 

1 1 10 

150 

40 yd 

10 sec 

J9 

Brings o dead ployer back to life with 1 SX of their health and mono. 

1 2 26 

250 

40 yd 

lOset 

2 9 20 9 

Brings a dead player bock to life with 30X of their health and mona. 

Ij 

400 

40 yd 

lOsec 

2 9 20 9 

Brings a dead ployer bock to life with 40% of their health and mana. 

#4 58 


40 yd 

JOset __ 

5 9 30 9 

Brings a dead player back to life with SOX of their heolth and mono. 


ISHADOW 

I Shadow abilities are, in general, centered onto offensive and combat control spells. In this area, you find your strongest offensive spell. Mind Blast, as well as a p( 

H damage over time spell. Shadow Word: Pain. In later levels. Priests also acquire some combat control spells. This includes the ability to make your enemies run awaylH 
I you or allow you to control them temporarily. 





S FADE 




BK 


1 RANK 

LEVEL 

MANA RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 

.1.. 

8 

40 

1 


29 

Fode out, reducing the coster's threat level on all enemies by a small amount for 1 0sec. 

2 

20 

75 

1C 

30 sec 

23 9 

Fode out, reducing the coster's threot level on oil enemies by o medium omount for lOsec. 

3 

30 

125 

•c 


65 9 

Fade out, reducing the coster's threat level on oil enemies by o high amount for lOsec. 

4 

40 

175 

1C 

30 set 

19 30 9 

Fade out, discouraging enemies from ottocking you for 10 set. More effective then Fade (rank 3). 

5 

50 

225 


30 set 

2# 80 9 

Fade out, discouraging enemies from ottockingyou for l O^set. More effective than Fade (rank 4). 

A 

60 

275 



1C 

30 sec 

4 9 709 

Fade out, discouraging enemies from oltocking you for 10 sec. More effective than Fode (rank 5). 

1 

^ MIND BLAST 



7 


1 RANK 

LEVEL 

MANA RANGE 

CASHNGTIME 

COOLDOWN 

COST TO TRAIN 

EFFEn 


1 10 

50 

30yd 

1.5 sec 

8 set 

3« 

Blasts the torget for 39 to 43 sluidow damncu, but causes a high amount of threat. 

J 

2 16 

80 

30 yd 

1.5 set 

8set 

18 0 

Blosts the torget for 72 to 78 shadow damoge, but couses a high omount of threot. 


J 22 

110 

30 yd 

1.5 set 

8set 

42 9 

Blasts the torget for 1 1 2 to 1 20 shadow domoge, but causes a high amount of threat. 


4 28 

150 

30 yd 

1.5 set 

8 sec 


Blasts the target for 1 67 to 1 77 shodow domoge, but couses a high amount of threat. 


„5 31_ 

185 

30 yd 

1.5 set 

8sec 

_Lf 30 9 

Blasts the torget for 21 7 to 231 shadow damoge, but causes o high amount of threat. 

1 

6 40 

225 

30 yd 

1.5 set 

Bsec 

19 309 

Blosts the target for 279 to 297 shodow damoge, but couses o high omount of threat. 



265 

30 yd 

1.5 set 

8 set 

39 70 9_ 

Blasts the torget for 346 to 366 shodow damage, but causes a high amount of threat. 


: 8 52 

310 

30 yd 

JJSM 


1$^30 9 

Blosts the target for 425 to 449 shodow damoge, but causes a high omount of threat. 


’ _58_ 

350 

30 id 

1.5 set 

8set 

59 30 9 

Blasts the target for 503 to 531 shadow damoge, but cauMs a hjgh omount of threat. 




j MIND CONTROL 




1 RANK LEVEL MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 


1 30 

350 

20 yd 

2sec 

65 9 

ConIrok a humanoid mind up to level 32, but slows it's ottock speed by 20X. Lasts 1 min, but the target gelsi 
chance to break free every 5 seconds. 

2 44 

550 

20 yd 

3sec 

2 9 509 

Controls a humanoid mind up to level 47, but slows it's ottock speed by 20X. Lasts 1 min, but the torget gels o 
chance to break free every 5 seconds. 

3 58 

750 

20 yd 

3sec 

59 309 

Controls a humanoid mind up to level 62, but slows it's ottock speed by 20%. Lasts 1 min, but the target gelsi 


chonte to breok free every 5 seconds. 


\ MIND FLAY 







1 RANK RANK LEVU 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 


EFFEO 1 


2 36 

100 

20 yd 

1C 

40 9 

Assault the target's mind with Shadow energy, cousing 1 86 damoge over 3 sec ond slowing the target to SOW 
their movement speed. 

3 44 

135 

20 yd 

1C 

60 9 

Assault the target's mind with Shadow energy, causing 261 damage over 3 sec and slowing the target to SOXd 
their movement speed. 

4 52 

165 

20 yd 

1C 

19 309 

Assault the target's mind with Shadow energy, causing 330 damage over 3 sec and slowing the target to SOX oi 
their movement speed. 

5 60 

205 

20 yd 

1C 

19 609 

Assault the target's mind with Shodow energy, causing 426 domoge over 3 sec ond slowing the target to 50Xd 
their movement speed. 


I MIND SOOTHE 


m iM 

MANA 

UNGE 

CASnNGTtME 

COOLDOWN COST TO TRAIN 

EFTEQ 1 

1 20 

50 

40 yd 

1C 

23 « 

Soothes the torget, reduting the range at which it will ottock you. Only offects targets level 40 or lower. 
LostsISsec. 

2 36 

70 

40 yd 

1C 

50 « 

Soothes the target, reducing the range at which it will attack you. Only offects targets level 55 or lower. 
LostsISsec. 

3 52 

90 

40 yd 

1C 

5# 309 

Soothes the target, reducing the ronge ot which it will attack you. Only affects targets level 55 or lower. 
LostsISsec. 


s MIND VISION 





HANK LEVa MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 


1 22 65 

100 yd 

JC 

42 9 

Allows the cosier to see through the target's eyes for 1 min. 

2 44 150 

100 yd 

1C 

2# 509 

Allows the coster to see through the target's eyes for 1 min. Will not work if the target is in another Instance or on 
another continent. 


PSYCHIC SCREAM 


1 lANt LEVEL MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN EFFEO | 

Jlj 14 100 1C 30 sec 9© The cosier lets out o psychic scream, causing 2 neorby enemies to flee for 8 set. 


81 9 _ The cosier |eh out o psychic stream, cousinfl 3 neorby enemies to flee (or 8 sec. 

2 g 20 6 The Coster lets out o psychk Kreom, (ousing 4 neorby enemies to flee for 8 sec. 

4 80 0 The Coster lets out o psychk soeoin, (misinq 5 neoriiy enemies to flee for 8 sec. 


SHADOW PROTECTION 




MNII LEVEL MANA RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 


1 1 30 

250 

30 yd 

1C 


Increases ihe lorgel's resislonte to Shodow spells by 50 for 1 0 min. 


■ 2 42 

450 

30 yd 

1C 

2 0 20© 

Increases ihe lorgel's reshlonte lo Shodow spells by 75 for 10 min. 


#3 56 

650 

30 yd 

1C 

4 9 80© 

Increases the target's resistance to Shodow sgals by 1 00 for 1 0 mh. 




SHADOW WORD: 

PAIN 



RANK LEVEL 

MANA 

RANGE 

CASTING Tl 

LAE COOLDOWN COST TO TRAIN 

EFFEG 1 


_L ^ 

25 

30 yd 

DL 

50 9 

A word of darkness thot causes 30 damage over 1 8 sec. 


2 10 

50 

30 yd 

1C 

3© 

A word of darkness that causes 66 domoge over 18 sec 


3 18 

95 

30 yd 

1C 

29© 

A word of darkness that causes 1 32 damage over 1 8 sec. 


4 26 

155 

30 yd 

1C 

67© 

A word of darkness that couses 234 domoge over 1 8 set. 


5 34 

230 

30 yd 

1C 

1© 30 •: 

A word of darkness that causes 488 domoge over 24 sec. 


. 6 42 

305 

30 yd 

1C 

2© 20© 

A word of darkness that causes 680 damage over 24 sec 


7 50 

385 

30 yd 

1C 

2© 80 9 

A word of darkness that couses 896 domoge over 24 sec. 

/ 

8 58 

470 

30 yd 

1C 

5© 309 

A word of darkness thot causes 1 1 36 domoge over 24 set. 


)TALENTS 


Spriest Talent lines help to focus their class abilities, making them more powerful or more efficient. That being said, even a heavily Shadow-based Priest can heal or 
•nly4Hsed Priest do damage over time. Rather than limiting the range of a Priest, Talents allow them to become more effective at a given line of spells. 

ijeneral. which Talents you decide to take depend on the role that you enjoy as a Priest. If you enjoy healing and playing in a group, consider focusing in Holy Talents. 
* <Kj like the aggressive, offensive damage found in Shadow or enjoy soloing, then Shadow Talents are useful for you. Discipline, on the other hand, is a very balanced set 
Talents, and raising the strength of buffs and defensive abilities can be valuable. 


r 

U lALLNINAME 

RANKS PREREQUISITES 

EFFECTS 

^£iUnhreokableWill 

5 None 

!ii[ Ki 1 ihdiui lesistStun, Fear, and Silence by 3X 

pi aJ Silent Resolve 

5 None 

Reduces the Threoi (leneroted by your domoge spalk by 456 

[T| bJ Wand Specialization 

5 5 Points in Discipline 

Increases damage I'om wands by 5% 

^1 aJ Improved Power Word: Shield 

3 5 Points in Discipline 

Reduces the duration of Weokened Soul by 5 seconds 

J Imnroved Power Word: Fortitude 

2 5 Points in Discipline 

Increases the effect of Power Word: Fortitude by 15X 

M Mentol Agility 

5 10 Points in Discipline 

Reduces the cost of your Instant spells by 2X 

1 

i 

1 

o. 

e 

n 

■ 

2 10 Points in Discipline 

Decreases the chonce lor enemies to resist Shackle Undeod by 5% 

d Mortyrdom 

2 10 Points in Discipline 

Adds a 50% chonce to gain Focused Casting for six seconds ofter your are 
critically hit 

^ Inner Focus 

1 5 Points in Mental Agility, 1 5 Points in Discipline 

Adds on Instant ability to moke your next spell free of cost and increase Hs 
chonce to critkol by 2SX 

^■^Uediiaiion 

5 15 Points in Discipline 

Increases your Mono Regeneration by 2% 

d Improved Inner Fire 

3 15 Points in Discipline 

Increases the effect of Inner Rre by 1 5X 

Gi Focused Costing 

1 2 Points in Martyrdom, 20 Points in Discipline 

Adds on Instant ability thot lasts eight seconds and negates delays in casting 
from taking domoge 

M Improved Mono Burn 

2 25 Points in Discipline 

Reduces the casting time of Mono Burn by .5 seconds 


1 5 Points in MedHation. 30 Points in D'lsdoline 

Adds on spell that buffs a target's Spirit by 23 for 30 Minutes 




r 



> 

TALENT NAME 

lANKS PREREQUISITES 

EFFECTS n 


-J Im;:' ■ : ' . mite 

3 None 

Inaeoses the critical strike domage ot Holy Smite by 40% 

SBH HoI, ' • on 

5 None 

Inaeoses the chance to land a critical hit with Holy spells by 1% 

^ Subtlety 

S None 

Reduces Threat generated by healing spells by 4% 

Wi Spiritual Healing 

5 5 Points in Holy Specialization, 5 Points in Holy 

Increoses Mono Regeneration by 50% after getting a criticol with 0 heoling 
spell ( 10 % rote if you continue casting) 

LJ Inspiration 

S 5 Points in Holy 

Increases your target's armor by 5% after landing a critical heal ^ 

I 4 J Improved Renew 

5 10 Points in Holy 

Increases the amount healed by Renew by 4% 

^ Improved Resurrection 

2 10 Points in Holy 

Reduces the penalty of Resurrection Sickness by 1 0% 

kJ Holy fire 

1 3 Points in Improved Holy Smite, 1 5 Points in Holy 

Adds a 5 second spell that deals immediate Rre damage and adds a Rre DOI 

LJ Improved Healing 

5 15 Points in Holy 

Reduces the Mono cost of lesser Heol, Heal, and Greater Heal by 2% 

— 1 Improved Flash Heal 

2 1 Point in Inspiration, 1 5 Points in Holy 

Gives 0 35% chance to avoid interruption (by damage) while casting Flash 
Heal 

M Improved Shadow Protection 

2 20 Points in Holy 

Increases the amount gained by Shadow Resistance by 1 5% 

LJ Improved Proyer of Healing 

2 20 Points in Holy 

Reduces the Mono cost of Proyer of Heoling by 1 0% | 

d Comhat Resurrection 

1 2 Points in Improved Resurrection, 20 Points in Holy 

Adds a 2 second spell thot brings 0 deod player bock to life with 50% 
Heolth/Mano ond NO Resurrection Sickness 

Gl Master Healer 

5 5 Points in Improved Healing, 25 Points in Holy 

Increases the effectiveness of all healing spelk by 2% 

LlHaly Nava 

1 30 Points in Holy 

Adds an Instont ability to unleash on AoE Holy attack (deals damoge ond 
temporarily reduces Threat ogoinst nearby torgets for 5 seconds) 


)5> STRATEGIES 


H Spirit Tap 

5 None 

Adds a 20% chonce to goin a 100% bonus to Spirit after killing a target that 
lasts 1 5 seconds (effect halves during continued casting) 

flBhxkout 

5 None 

Gives all Shadow damoge spells a 2% chonce for 0 3 second Stun 

HI Shadow Affinity 

5 5 Points in Shodow 

Reduces the Threat of your Shodow spells by 5% 

H Improved Shadow Word: Pain 

2 5 Points in Shadow 

Intreose the duration of Shadow Word: Pain by 3 seconds 

flshodow Focus 

5 5 Points in Shadow 

Reduces your target's chonce to resist Shadow spells by 2% 

Improved Fode 

2 5 Points in Shadow Affinity, 1 0 Points in Shodow 

Inaeoses the duration of Fode by 5 seconds 

BI Improved Mind Blast 

5 10 Points in Shadow 

Reduces the cooldown of Mind Blast by .5 seconds 

BJ Improved Psychic Scream 

2 15 Points in Shadow 

Reduces the cooldown of Psychic Screom by 2 seconds 

B Shadow Weaving 

5 15 Points in Shodow 

Adds a 20% chance for Shodow spells to inflict 0 Shodow Vulnerability on 
your target (4% increased domage lor 1 5 seconds) 

B Mind Floy 

1 5 Points in Shadow Focus, 1 5 Points in Shadow 

Adds 0 Channeling ability to deal heavy domoge over three seconds and slow 
your target to 50% of their movement rate 

B Shadow Reach 

3 1 5 Points in Shadow 

Increases the range of Shodow damoge spells by 6% 

BVompiric Embroce 

1 20 Points in Shadow 

Adds a debuff to your target such that 20% of Shadow damoge dealt to that 
target couses oil of your potty members to be healed (lasts one minute) 

B Silence 

1 2 Points in Improved Psychk Stream, 25 Points in Shadow 

Adds an Instont ability to Silence your target for 5 seconds (preventing 
casting) t 

BOorkness 

5 5 Points in Shadow Weaving, 25 Points in Shodow 

Increases damage from your Shodow spells by 2% 

B Shadowform 

1 30 Points in Shodow 

Adds an Instant ability to ossume 0 Shadowform, dealing 20% more Shodow 
damage and taking 20% less physical domage (you cannot cast Holy spells in 
this state) 



ALL 

In Wort 
level, a 
on a gn 


The core Priest strategy involves the proper mixture of offensive and defensive spells 
that allows you to keep high amounts of magic points. Much of this depends on 
whether or not you are in a group: that is, whether your primary role is healing or 
doing damage. In a group, concentrate on doing modest damage with melt*e attacks 
or your wand until the primary tank is significantly wounded, then drop down a high 
hit point heal (such as Greater Heal). If any of the lower hit point group members get 
attacked. Power Word: Shield them and/or give them a Flash Heal. 


casters, who need all the hit points they can get. Your tanks w 
getting it either. 


n't complain abo^ 




I aip- 


On your own, use Shadow spells early. Start with Mind Blast, give the enemy some 
Shadow Word: Pain, and then hit them until your Mind Blast in available again. To 
keep yourself from being interrupted in the fight as you cast. Power Word: Shield 
yourself before you start. If at all possible, wait to heal yourself until after the fight; 
casting time is better spent doing damage against your target. 


As you gain in different spells and abilities, keep an eye on which ones are 
mana efficient. If Flash Heal takes less mana to cast, has a shorter casting time, am 
heals for only 100 hit points less than your normal Heal spell, concentrate on usiq 
Flash Heal. Or, if you are Holy-based Priest, using Holy Smite as your primat 
damage-dealing spell makes more sense than using Mind Blast, because your HoJ 
talents decrease the amount of mana that you spend with Holy spells. 


GENERAL TIPS 

Keep your Stamina buff up at all times. Having those extra hit points makes a big 
difference for anyone, and the first thing you should do before moving out into the 
world should be to buff yourself. By the same token, as you add members to your 
group, give them each a Stamina buff. This makes a significant difference for other 


Power Word: Shield is a very powerful ability, but it is very mana intensive. Iri 
a group, only use it in emergency situations. First, it can eat through your man 
reserves. Second, it generates threat against you, and if a monster is hitting you that 
you can't cast effectively. An excellent time to Shield is when a caster is jumped bi 
multiple enemies. A bad time to Shield is right before a Warrior charges into a group 
of enemies (Warriors don't worry about being interrupted and have the hit poink 
to handle the aggro). If the timing is off, you can end up being first on the enein)j 
group's list, and the Warrior has to fight everything off of you. 


yyou are soloing, then Power Word: Shield is good to use right before you start 
ofithe light. This keeps you from being interrupted or having to cast healing spells 
instead of offensive spells. This works especially well if the enemies you fight are 
irMtacking ones, like Wolves or Cats, 
i 

Lhen you are fighting longer battles, make sure to hit the mob with a Shadow 
fijitbid: Pain. The damage over time that this spell gives is a steady drain on an 
"wmv’s hit points and brings them one step closer to defeat. Also, Shadow Word: 
Jhin is not an expensive spell to cast, so you are not hampering your further casting 
I2?l|. Instead, this can make a big difference against enemies with high hit points 
Elites! or high resistances to physical damage (like Turtles). 



ALL BY YOUR LONESOME? 

- World of Warm ft, it's completely possible for every class to solo up to maximum 
d and this includes cloth-wearing primary healers. Instead of being dependent 
•^agroup, Priests on their own are very powerful, independent entities. 


> primary goal as a solo Priest is to minimize the time that you spend regenerating 
first off, if you're sitting, you aren't getting experience. Second, drinks are 
Oielarily expensive, and there are better ways to spend your money (e.g. Training). 

" ""jy consider specializing in Shadow Magic for soloing because that line 
tically improves a Priest's kill rate. Start fights with a Mind Blast and Shadow 
Paintoget your timer started and some damage going it at your enemy. Raise 
flBwer Word: Shield as the foe arrives to reduce your need for future healing, then 
melee/wand damage until the creature is badly harmed. Use a second Mind 
)l*if needed, or switch into Mind Flay if you need to deal damage and slow an 
fs retreat! 


[course if you don't mind downtime at all, just concentrate on offensive spell use. 
Stwilh the Shield to keep from being interrupted during casting and then switch 
i«en Mind Blast and Holy Smite. When the creature is dead, heal yourself as 
Jsded.lt uses up magic points pretty quickly to play like this, but you can often kill 
; or three creatures before you have to fully regain your magic. Having a Mage 
Uddy to supply you with free water from time to time helps a great deal with this 
lahod en if you guys aren't grouped, a trip to buff the Mage and collect some 
links is suitable). 





GROUP DYNAMICS 

Your primary role as Priest in a party is that of healer. Your job is to keep people 
alive and fighting. If the fight is well in hand, you can toss in a few offensive spells 
(just don't Mind Blast to start off the fight), but by and large you let other characters 
do damage while you allow them to keep taking the hits. It's a tradeoff: you don't 
get injured, the monster gets hurt, and people who ordinarily couldn't handle 
concentrated aggro get to do heavy damage. 



Every time that you heal, you generate a certain amount of threat. This really begins 
to come into play when your group is fighting multiple targets. If you heal too soon, 
you become the center of aggression, and that really puts a crimp in further healing 
(or living through the battle). So before you heal, keep an eye on who the enemies 
are fighting and how the fight is progressing. Try to give Tanks enough time to 
Taunt/damage all of the enemies who are incoming before starting your spell work. 
Warriors/Paladins don't need to be at full health all the time anyway; it makes them 
angry not to be at least a little injured. 

There is also a definite order as to who should be healed first. Casters are the most 
fragile and need healing quickly if they are struck; use Flash Heal to get them what 
they need. Losing their damage output could easily turn the tide in favor of the 
enemy. Leather wearers like Rogues, Druids, and Hunters can take a bit more 
damage, and Lesser or standard Heals work very well for them. Paladins and 
Warriors can withstand large amounts of damage and have high hit points: Greater 
Heals when they reach below half health do wonders for them. 

If everyone in your party is looking injured, don't hesitate to use group heals with 
Prayer of Healing. And while it's true that these spells do cause threat, like any 
other heal spell, they do not automatically cause you to be the sole focus of monster 
aggression. Instead, they are a very good and useful way of keeping an entire party 
active and fighting in a nasty situation. 

There are also several things that a Priest can do to avoid enemy attention. Fade 
discourages enemies from attacking you, so use this if you are jumped by a monster. 
Psychic Scream causes enemies to flee from you, which can get multiple monsters 
away from you (they do come back, though). If you find yourself getting hit by 
monsters anyway, the last thing you should do is run around and away from your 
group. Stay calm, let everyone know, and give them a chance to get the enemy off 
of you. If you are leaping about frantically, you make targeting much more difficult 
and can end up bolting into other enemies. 

In terms of combat control at higher levels. Priests do gain the ability to temporarily 
(for one minute) control enemies. This spell is called Mind Control and it only works 
on humanoid targets. The enemies get a chance to break free every five seconds. 
The first move by this enemy is to attack the Priest. So, Mind Control is not without 
its dangers, but it can be a very useful tool in defending the party especially against 
monsters that add on in the middle of a fight. Having two Priests in the party is a great 
strategy for Mind Control users. Have one Priest focus on the healing and the other on 
controlling adds. 



CHANGING YOUR ROLE 

It's extremely difficult to switch mentalities from solo to group to solo, etc. A soloing 
Priest needs a completely different ability set on their hotbar and is constantly using 
abilities and in combat. The role of a party's main healer is much different. Staying 
out of combat is the main idea and, though your spells would definitely add to the 
damage being done to a target, avoiding aggro is also a priority. Learn to curb your 
solo-style gameplay when grouping. Having to fend off opponents and constantly 
yelling, "On me!" is almost a threat to the party itself. 





ROGU 


Rogues are a very interesting and complex melee class 
out of sight (with a bit of luck and planning), and their 
an impressive rale. Though challenged and wary of ene 
the hearts of anyone who isn't hidden under a veil of st 


INTRODUCTION TO PLAYING 


ITEMS AND EQUIPMENT 


Rogues love their wc-apons, as do many melee c lasses. Whc'ther a Ronue is noir 
to go for daggers, swords, or maces depends heavily on their c once|)t with Talert 
playing the biggest ()art. There are a number of issues here, including the factlK 
some abilities are impossible with heavier weapons. Ambush and Backstab, Iv 
hard-hitting attacks in the Rogue’s lineup, are only possible with daggers. 

Slower weapons are used more often with Sinister Strike, dealing immediate dairJ 
without the worry of (X)sition or Stealth. If you prefer the combat aspects of a rJ 
the Sinister Strike model is good for you. If Stealth and massive, sudden damage? 
your goal, a very slow dagger is absolutely divine. 

Slow weapons, regardless of the type, are always the best choice for a Rogue (so loi: 
as they are current). The issue here is that Rogues have many immediate-use abilitir 
Without having to wait for the attack, the issue of weapon speed is avoided. Indeedl 
heavier weapons hit for more with instant attacks because they have higher total damad 
Daggers that are almost up to two-second speeds are good for Stealthy Rogues, while? 
heaviest one-handed blades/maces suit the Sinister Strike Rogue well. 

As for armor, look for Agility and Stamina aplenty. These attributes are needed fc 
just about all Rogue builds. If you plan to do more group work, add more Strengd 
to the mix and lose a bit of the Stamina (since you won't receive as much direoj 
damage with a good tank around). If soloing, keep as much Stamina as possible;!] 
makes a huge difference in what you can survive. 


RACES AND STARTING ATTRIBUTES 

MCE STKEHGTH STAMINA AGILITY 


I Niflht Elf 


" ATTRIBUTES APPLIED ^ 

1 Strength 

Slightly Increased Melee Damage 1 

1 Stomina 

Higher Hit Points [ 

1 Agility 

Subslontial Inaease in Qitical Hit Rote, Improved Melee Damage, Higher Chance to Dodae 1 

1 Intellect 

Foster Rote for Coining Weopon Skills [ 

B Spirit 

Improves Hit Point Recovery [ 


ATTACKING FROM THE SHADOWS 


he night was dark and good, and I was glad for it. As the wind swept over the Barrens, I could hear the Quillboars 
walking all around me, but they are foolish creatures, and I am Saslen; they could see nothing. All they heard was 
the grunting of their fellows. 


I turned back toward a far hill and used my dagger to reflect mcxmlight toward my companions. They could see it well 
enough to understand my message, "Four Quillboars." Gothara, Wertala, .Ind Sinsear were ready to go Moving with 
speed, Gothara rushed the c amp of Quillboars, all shield and metal lashing forth. As the creatures turned to face the Tauren 
Warrior, she roared and put wariness into their hearts. Those who engaged her struck like children. 

I began moving toward the battle, from the side of the fighting. Wertala's voice was steady as she chanted the seven 
Troll words for pam, and one of the (Quillboars was wracked with suffering. Sinsear and his Voidwalker engaged as well, 
bringinj4 dark shadows to boar. Yet, one (jf the Quillboars was undaunted. 

standing in the back, this creature started to bring the |X)wer of elemental flame out of the land. Already heavily engaged, 
the others wouldn't Ire able to bring their full force against this foe. But I had my own plan. 

With a final step I plac ed myself an inch behind the caster. It still knew nothing of my prc.sence, consumed by its spell I 
woke It out of Its reverie by cutting deeply into its back, four tinu-s in quick suc c c-ssion. These sinister blows nearly fell the 
caster, who turnc'cl to look at me with fear-filled eyes. Mumbling, trying to finish the spc>ll, the (Quillboar stumbic'd over the 
words, slurring them. The |X)ison was already in full effec t. 

There were other enemies yet to fell, so I had no time to tarry. A final cut offered rest to the CQuillboar. The creature's 
companions called for assistance-; there wasn't anyone left to hcx-cl their cry. 
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f- ,:«! weapons are key for pulling 
I' \'-‘i don't want to rely on Sap. Get 
'.Tething you're comfortable using 
■^iaJyon that for getting creatures out 
spots. Because these aren't your 
7“sr\' sources of damage, it isn't as 
"flrtant to keep ranged weapons fully 
vitKiate. 




p c.-.ns offer a massive boost to your 
rrs. Rogues are able to use these after 
' ^ -^ng Level 20. Invest in quality poisons and use them frequently when fighting 
-irg of importance. Instant Poison is good for short fights against low-level 
■ 'ers. Deadly Poison stacks well, a solid choice against Elites and other long- 
targets. Mind-Numbing Poison is a gem for disrupting the activity of casters. 


Ip CHOOSING YOUR PROFESSION 


f l ahave a fair number of choices when it comes to their professions. Skinning 
7 1 leatherworking are perfectly fine for getting you into some adequate armor; 
h ri .ible to make pouches for ammo isn't a horrible thing either. At higher k'vels, 
If f fikinning can also help to offset the cost of constant weapon searching and 
f.>n purchases. 



-ore damage, the combo of Mining and Engineering is suitable for all classes, 
v.ijj benefit even more from having Bombs because they are in direc t combat 
Coupled with the innate power of this class to stun enemies all the time, 
-%s are even better! 

r 

-^ndarY skills are very im|M)rtant to Rogues. Without heavy armor or the ability to 
’f magically, Rogues usually fall in love with Cooking and First Aid. Rogues kill 
:Vdy, but take a lot of damage as well, so reducing downtime greatly improves 
efficiency. 



) CLASS ABILITIES 


Rogues have several lines of abilities. Assassination covers a number of Stealth 
attacks and finishing moves. These abilities often do very high damage and are 
critical for starting and ending fights. The Combat line is what a Rogue brings to 
melee when they are engaged without Stealth. Poisons offer weapon enhancements 
to DPS or can give debuffs to enemy casting times/movement speed. Finally, the 
line of Subtlety controls Stealth itself. Vanishing from encounters, combat control 
(Sap), and trap disabling. 


Dtodly toHon 



ASSASSINATION 

This is the line for dealing damage out of Stealth or for stunning opponents. Look to Eviscerate for brutal damage after building combo points, Cheap Shot for a stund 
opener, or Ambush for the best damage coming out of Stealth. ® 



AMBUSH H 


RANK LEVEL ENERGY RANGE 

CASTING TIME COOLDOWN COSTTO TRAIN EFFEO 


7 yd 


7 yd 


Ambush the target, causing 250% weapon damage plus 70 to the target. Must be Steolthed and behind the tngi 
Requtfes a dogger in the main hand. Awords 1 combo point. 


Ambush the target, causing 250% weapon damage plus 100 to the target. Must be 5tealthed ond behind the If 
Requires o dogger in the main hood. Awards 1 combo point. 


7 yd 


7 yd 


Ambush the torget, causing 250% weapon damage plus 1 25 to the target. Must be Steolthed and behind the If 
Requires o dagger in the main hand. Awards 1 c omb o point. 


5 50 60 7yd 


Ambush the target, causing 250% weapon damage plus 1 85 to the target. Must be Steolthed ond behind lheli|i' 
Requires o dogger in the main hond. Awords I combo point. 


6 58 60 7yd 


Ambush the target, causing 250% weapon damage plus 230 to the target. Must be Steolthed and behind Ihef 
Requires a dagger in the moin hond. Awords 1 combo point. 


T 10 # 


Ambush the target, causing 250% weapon domoge plus 290 to the torget. Must be Steolthed ond behind ihtlM 
"" lin hond. Awords 1 combo point. ^ 


CHEAP SHOT ; £ 

RANK LfVEL ENERGY RANGE CASTING TtME COOLDOVYN COST TO TRAIN 




N/A 26 


Stuns the toaet for 4 sec Must be Steolthed. Awards 2 combo poInTs. 


P 

EVISCERATE 




■ 

r: 

RANK LEVEL 

ENERGY 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 

— 


B 1 1 

35 

7 yd 

1C 

No Cost 

Finishing move that causes domoge per combo point: 1 point: 7-1 1 damage, 2 points: 13-17 domoge, 
3 points: 1 9-23 domoge, 4 points: 25-29 domoge, 5 points: 31-35 domoge 


r 2 8 

35 

7 yd 

l( 

2# 

Finishing move thot couses damage per combo point: 1 point: 16-24 domoge, 2 points: 29-37 domoge, 3 iieiiili: | 
42-50 damage, 4 points; 55-63 domoge, 5 points; 68-76 damage 


1 3 16 

35 

7 yd 

l( 

18# 

Rnishing move that couses damage per combo point: 1 point: 29-43 domoge, 2 points: 52-66 
domoge, 3 points: 75-89 domoge, 4 points: 98-1 12 domoge, 5 points: 121-135 domoge 


4 24 

35 

7 yd 

l( 

70# 

Rnishing move Ihol couses damage per combo point: 1 point: 47-67 domoge, 2 points: 84-104 damage, 3 |«t 
121-141 domoge, 4 points: 158-178 domoge, 5 points: 195-215 domoge 


5 32 

35 


1C 

1# 50# 

Finishing move thot causes domoge per combo point: 1 point: 69-99 domoge, 2 points: 123-153 
damage, 3 pobils: 177-207 damage, 4 points; 232-261 damage, 5 points: 285-315 damage 


6 40 

35 

“7 yd ‘ 

1C 

2# 

Rnishing move that causes domoge per combo point; 1 point: 104-148 damage, 2 points: 1 86-230 domogi, 
3 points; 268-312 domoge, 4 points; 350-394 damage, 5 points: 432-476 damage 


7 48 

25 

7 yd 

1C 

4# 20# 

Finishing move thot causes domoge per combo point: 1 point; 158-226 domoge, 2 points; 282-350 
domoge, 3 points: 406-474 domoge, 4 points: 530-598 domoge, 5 points: 654-722 domoge 


8 56 

35 

7 yd 

1C 

6 9 40# 

Finishing move thot couses damage per combo point; 1 point: 216-312 damage, 2 points: 384-480 doiragt, 
3 points: 552-648 domoge, 4 points: 720-816 domoge, 5 points: 888-984 damage 


EXPOSE ARMOR 




RANK LEVEL 

ENERGY 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 1 

1 14 

25 

7 yd 

1C 

12# 

Finishing move thot exposes the torget for 30 sec, reducing ormor per combo point: 1 point: 80 armor, 
2 points: 1 60 armor, 3 paints; 240 ormor, 4 points; 320 armor, 5 points: 400 ormor 

2 26 

25 

7 yd 

1C 

67# 

Finishing move thot exposes the torget lor 30 sec, reducing armor per combo point; 1 point: 145 armor, 3 poUs 
290 armor, 3 points: 435 ormor, 4 points: 580 ormor, 5 points: 725 armor 

3 36 

25 

7 yd 

1C 

1# 50# 

Rnishing move that exposes the torget for 30 sec, reducing armor per combo point: 1 point: 210 ormor, 
2 points: 420 ormor, 3 points: 630 ormor, 4 points: 840 ormor, 5 points: 1 050 ormor 


25 

7 yd 

1C 

2# 80# 

Rnishing move that exposes the target for 30 sec, reducing ormor per combo point: 1 point: 275 ormor, 3 poit 
550 armor, 3 points: 825 ormor, 4 points; 1 1 00 ormor, 5 points; 1375 armor 

y “ 

25 

7 yd 

1C 

6# 40# 

Finishing move that exposes the target for 30 sec, reducing armor per combo point; 1 point; 340 armor, ^ 

2 points: 680 armor, 3 poinis: 1 020 armor, 4 points; 1 360 armor, 5 points: 1 700 armor ! 


1 RANK LEVEL 

ENERGY 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO '1 

D ' 

50 

7 yd 

1C 

12# 

Gorrote the enemy, causing 1 08 damage over 1 8 sec. Must be Steolthed ond behind the torget. 
Awards 1 combo point. 

J 2 22 

50 

7 yd 

1C 

40# 

Gorrote the enemy, causing 162 domoge over 18 sec. Must be Steolthed and behind the torget. 
Awards 1 combo point 

3 30 

50 

7 yd 

1C 

1# 

Gorrote the enemy, causing 222 damage over 18 sec. Must be Steolthed ond behind the target. 
Awards 1 combo point 

4 38 

50 


1C 

1# 80# 

Gorrote the enemy, causing 282 domoge over 1 8 sec. Must be Steolthed ond behind the target. 
Awards 1 combo point 

I 5 46 

50 

7 yd 

1C 

2# 80# 

Gorrote the enemy, causing 348 domoge over 1 8 sec. Must be Steolthed and behind the target. 
Awards 1 combo point 

6 54 

50 

7 yd 

1C 

5# 80# 

Gorrote the enemy, causing 438 domoge over 1 8 sec. Must be Steolthed and behind the target. 

Awards 1 combo point | 



COMI 

The Com! 
From behi 



KIDNEY SHOT 




1 L 

UK IRB ENERGY 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEn Ih 

U| 1 30 25 

7 yd 

1C 

20 set 1 

finishing move ihol stuns the torget. Losts longer per combo point: 1 point: 1 second, 2 points: I 

2 seconds, 3 points: 3 seconds, 4 points: 4 seconds, 5 points: 5 seconds 1 

If 2 50 25 

7yd 

1C 

20sec 4# 70# 

Rnishing move that stuns the target. Lasts longer per combo point: 1 point: 2 second, 2 points: 3 seconds, 3 points: 

4 seconds, 4 points: 5 seconds, 5 points: 6 seconds P 


RUPTURE 

tIK 




UK LEVEL 

ENERGY 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEG 1 

1 20 

25 

7 yd 

1C 

23# 

Finishing move that causes damage over time, lasts longer per combo point: 1 point: 45 domage over 6 secs, 
2 points: 75 damage over 1 0 secs, 3 points: 1 05 domoge over 1 4 secs, 4 points: 1 35 damage 






over 1 8 secs, 5 points: 1 65 damage over 22 secs 

2 28 

25 

7 yd 

1C 

81# 

Rnishing move that causes damage over time, lasts longer per combo point: 1 point: 69 damage over 6 secs, 
2 points: 1 1 5 damage over 1 0 secs, 3 points: 161 domage over 1 4 secs, 4 points: 207 damage over 1 8 secs, 
5 points: 253 damage over 22 secs 

3 36 

25 

7yd 

1C 

1# 50# 

Rnishing move thot causes damage over time. Lasts longer per combo point; 1 point; 96 damoge over 6 secs, 
2 points: 1 60 domage over 1 0 secs, 3 points: 224 domage over 1 4 secs, 4 points: 288 damage 
over 1 8 see, 5 points: 352 damoge over 22 secs 

4 44 

25 

7 yd 

1C 

3# 30# 

Rnishing move that causes damage over lime, lasts longer per combo point: 1 point: 135 damage over 6 secs, 
2 points: 225 damage over 10 secs, 3 points; 31 5 damage over 14 secs, 4 points: 405 damage over 1 8 secs, 

5 poiiris: 495 damoge over 22 sea 

5 52 

25 

7 yd 

1C 

4# 

Rnishing move that causes damage over time, lasts longer per combo point; 1 point; 1 86 damoge over 
6 sea, 2 points; 310 damoge over 10 secs, 3 points: 434 domoge over 14 sea, 4 points: 

558 damoge over 1 8 see, 5 points; 682 domoge over 22 sea 

6 60 

25 

7 yd 

1C 

5# 90# 

Rnishing move thot couses damage over time. Losts longer per combo point: 1 point: 225 damage over 6 secs, 
2 points: 425 damage over 1 0 sea, 3 points: 595 damage over 1 4 sea, 4 points: 765 damoge over 1 8 sea, 

5 points: 935 domoge over 22 sea 


SLICE 

^ UK LEVa ENERGY RANGE 

aSTINGTIME 

COOLDOWN C05T TO TRAIN 

EFFEQ 1 

^ 1 10 25 

l( 

3# 

Rnishing move that increoses melee attack speed by 20X. lasts longer per combo point: 1 point: 9 seconds, 
2 points: 1 2 seconds, 3 points; 1 5 seconds, 4 points; 1 8 seconds, 5 points: 21 seconds 

B 2 42 

1C 

2# 20# 

Rnishing move thot increases melee attack speed by 30X. Lasts longer per combo point; 1 point; 9 seconds, 
2 points: 12 seconds, 3 poimv 15 seconds, 4 pohits; 18 seconds, 5 points; 21 seconds 






COMBAT 

lheCbmb.ll line keeps dam,ige rolling after engagement. From the front, Sinister Strike adds damage and combo points, Kick is your interrupt, while Feint lowers threat, 
fr? behind, Backstab deals impressive damage. Use Gouge to disrupt opponents before fleeing or as a secondary interrupt for casters. 


BACKSTAB 

m 

RANK LEVa 

ENERGY 

RANGE 

(ASTINGTIME 

COOLDOWN COST TO TRAIN 

EFFEH ■ 1 

1 4 

60 

7 yd 

iC 

50# 

Backstab the target, causing 1 50% weapon damage plus 1 5 to the target. Must be behind the target. Requires o 
dagger in the main hand. Awards 1 combo point. 

2 12 

60 

7 yd 

1C 

8# 

Bockslab the target, causing 1 50X weapon domoge plus 30 to the target. Must be behind the target. Requires a 
dogger in the moin hand. Awards 1 combo point. 

3 20 

60 

Tyi 

IC 

23# 

Backstob the target, causing 1 50X weopon damage plus 48 to the torget. Must be behind the target. Requires a 
dagger in the main hand. Awards 1 combo poM. 

' 4 28 

60 

7 yd 

IC 

81# 

Backstab the target, cousing 1 50X weapon damoge plus 69 to the target. Must be behind the target. Requires o 
dagger in the main hand. Awords 1 combo point. 

5 36 

60 

7 yd 

IC 

1# 50# 

Backstob the torget, causing 1 50X weapon damoge plus 90 to the torget. Must be behind the target. Requires a 
dogger in the main hand. Awards 1 combo point. 

6 44 

60 

7 yd 

IC 

3# 30# 

Bockstab the target, causing 1 50X weapon damage plus 1 35 to the torget. Must be behind the target. Requires a 
dagger in the main hand. Awords 1 combo point. 

7 52 

60 


IC 

4# 

Backstob the torget, causing 1 50% weapon domoge plus 1 65 to the target. Must be behind the target. Requires o 
dogger in the main hand. Awords 1 combo point. 

8 60 

60 


IC 

5# 90# 

Backstob the target, cousing 1 50% weapon damage plus 21 0 to the target. Must be behind the target. Requires o 
dogger in the main bond. Awards 1 combo point. 




^ KIDNEY SHOT 


1 RANK LEVEL ENERGY RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 1 

IIn/a 10 


Allows one-hond and off-hand weapons to be equipped ]n the off hand. f 


I 


EVASION 

MIIK LEVR ENERGY RANGE CASTING TIME 


The rogue's dodge ch once w ill increose by SOX for 15 sec 



COOLDOWN 


COST TO TRAIN 


FEINT 

K — : 

RANK LEVEL ENERGY RANGE CASTING TIME COOLDOWN 

COST TO TRAIN EFFEQ I 



7 yd 


Performs a feint, cousing no domoge but lowering ihreol by o smoll omouni, moking the enemy less likely It 
nllock you. 


81 # 


7 yd 


Performs o feint, cousing no domoge but lowering threot by o medium omouni, moking the enemy less kkelyli 
ottock you. 


Performs o feint, rousing no domoge but lowering threot by o large omouni, making the enemy less likely to 
ottock you. 


7 yd 


Performs o feint, cousing no damage but lowering threot by o large omount, making the enemy less likely to 
ot tock you. _ _ 



GOUGE 




M- 


RANK LEVEL 

ENERGY 

RANGE 

CASTING TIME COOLDOWN 

COSTTO TRAIN 

EFfEO 1 

1 6 

45 

7 yd 

1C 10 set 

1# 

(ouses 10 domoge, disorients the opponent for 4 set. and turns off your ottock. Torget must be facing you. 
Any domoge caused will revive the target. Awards 1 combo point. 


45 

7 yd 

lOsec 

29# 

Couses 20 damage, disorients the opponent for 4 set. and turns off your ottock. Torget must be focing you. 
Any domoge caused will revive tbe target. Awards 1 combo point. 

3 32 

45 


l( 10 sec 

1# 50# 

Causes 32 damage, disorients the opponent for 4 sec. and turns off your ottock. Target must be feting you. 
Any domoge caused will revive the target. Awards 1 combo point. 


46 45 

60 


7 yd 

77 


2# 80# 


Causes 55 domoge, disorients the opponent for 4 sec. ond turns off your ottock. Target must be facing you. 

domoge caused will revive the target. Awords 1 jombo point. 

Couses 75 domoge, disorients the opponent for 4 sec. ond turns off your attack. Target must be focing you. 
Any domoge caused will revive the target. Awords 1 combo point. 







ItANK LEVtl EMERGY RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEO 


1 ’ 

25 

7 yd 

1C 

lOsec 


ie_ 

f 2 __26 _ 

25 


1C 

lOsec 


67# 

l[ ^ 

25 

2 yd _ 

1C 

lOsec 

2# 

20# 

f 4 58 

25 

_2yd_ 

1C 

lOsec 

7» 

JO# 


_ A quick kick ihot injures o single foe for 1 5 damage and interrupts the spell being cost for 5 sec. 

* a single foe for 30 dornoge and interrupts the spell being cost fqrj sec. 

A quick kick thol injures o single foe for 45 domoge and interrupts the spell being cast for 5 sec. 

A quick kick thol injures o single foe for 80 domoge and interrupts the spell being cost for 5 sec. 


PARRY 

lANR LEVEL ENERGY RANGE CASIINCTIME COOLDOWN COST TO TRAIN 


Gives 0 chonce to parry enemy melee attacks. 


SINISTER STRIKE 


RANK LEVEL ENERGY RANGE CASTING TIME COOLDOWN 

COSTTO TRAIN EFFEQ 


-X J 

45 

7 yd 

JL 


No Cost 

An instant strike thot rouses 3 domoge in mldiction to youi normal weapon domoge. Awards 1 combo point 

2 6 

^5 


If. 


1# 

•I’al fnuses 6 dornoge in addiction to your normal weapon domoge. Awords 1 combo point 

_J 

45 


1C 


12# 

An instant strike that causes 10 damage in oddiction to your normal weopon domoge. Awords 1 combo poinl 

J 22 

45 

_Xyd_ 

1C 


40# 

An instant strike that couses 1 5 domoge in oddiction to your normal weapon domoge. Awards 1 combo point 

5 30 

45 

lyi 

1C 


1 C 

An instant strike thot causes 22 damage in addiction to your normal weopon domoge. Awards 1 combo point 

_6 38 

45 _ 

2yd 

If 


10 80# 

An instant strike thot causes 33 domoge in oddiction to your normal weapon domoge. Awords 1 combo poinl 

7_ 46 

__i5_„ 

2yd 

1C 


2« 80# 

An instant strike thot touses 52 domoge in oddiction to your normol weopon domoge. Awords 1 tombogoini 

* _ 54 

45 

2yd 

1C 


5# 80© 

An instont strike tbot couses 68 domoge in oddiction to your normal weapon domoge. Awards 1 combo point 

SPRINT 





Pllx” 


RANK LEVEL 

ENERGY 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 

[J »o_. 



1C 

5min 

3® 

lnaeo^therogue'smovomeiitspeedby50Xfof 15 sec. Does not break Steolth. 

PI_34._ 



1C 

5 min 

JjO 80© 

Increoses the rogue's movement speed by 60X for 1 5 sec. Does not break Stealth. 

r 1 58 



1C 

5 min 

7<? 10# 

Increoses the rogue's movement speed by 70X for 1 5 sec. Does not brook Steolth. 


1; POISONS 

irry around several poisons to use for varying situations. Crippling Poison is only useful if you don't have a class nearby to help Snare enemies. Mind-Numbing Poisa 
|j really helps against casters (and is only surpassed if you have a Warlock in your party to sit on them instead). Instant Poison knocks down targets in short fights. De4 
U Poison is the king of longer fights with its higher chance to activate and stacking (very nice to keep on an offhand weapon). 



BLINDING POWDER 

RANK LEVEL SKILL COST TO TRAIN 



Ij 1 34 150 1 20 # 

Create tbe reagent for the 8lind obility. 



7 




CRIPPLING POISON 




RANK LEVEL SKIU COST TO TRAIN 

EFFEO 


— 


4 weapon wth poison kisls for 30 minutes. Eoch strike hos o 30X chonce of poisoning the ene my, slowing their movement speed t o50 X of normol for 12 sec 
Q ° weopon with poison that losts for 30 minutes. Eoch strike hos o 30X chonce of poisoning the enemy, slowing thei r movement speed to 30X of normol for 1 2 sec. 




1 DEADLY POISON 


UNI lEVa m COSTTOTAAIN 

EFFEO 


3 46 210 2 80 9 

4 54 250 5 80 9 


Coats 0 weapon with poison thot lasts for 30 minutes. Eoch strike hos o SOX chonre of poisoning the enemy for 36 Nature damage over 1 2 sec. Stocks up to 5 times on o single 

tor get. 60 chorges. 

Coots 0 weapon with poison thot losts for 30 minutes. Eoch strike has o SOX chonce of poisoning the enemy for 52 Nature domoge over 12 sec. Stocks up to 5 times on o single 

torget J^orges. _ 

Coots 0 weopon with poison thot lasts for 30 minutes. Eoch strike hos o SOX chance of poisoning the enemy for 80 Noture domoge over 12 sec. Stacks up to 5 times on o single 
torget. 90 chorges. 

Coots 0 weopon with poison that lasts for 30 minutes. Eoch strike hos o SOX chance of poisoning the enemy for 1 08 Nature domoge over 1 2 sec. Stocks up to 5 times on o 
siBiiletonut-IOSdwrges. 


INSTANT POISON 

UIIK lEVa Snii COSTTOTKAIM EFRO 




81 f 0 weapon with poison that losts for 30 minutes. Eoch str ike hos o 20X c honce of poisoning the ene my whic h instan tly inflicts 30 to 3 8 Nature domoge. 55 chorges 

36 160 1 50 9 Coots o wenpon with poison thot losts lor 30 minutes. Eoch strike hos o 30X chance of poisoning the enemy which instantly inflicts 44 to 56 Noture domoge. 70 chorges. 

Coots 0 


Ml with p^n thot losts for 30 minutes. Eoch strike hos o 20X chance of poisoning the enemy wh ich instontfy inflicts 67 to 85 Nature domoge. 85 chorges 

Coots 0 weopon with p oison that losts fo r 30 minutes. Eoch s|rike hos o 20X cha nce of poisoning the enemy whkh ins t ontly inflic ts 92 to 1 18 Noture domoge. 100 chorges 


4 44 200 3 JO 9 

5 J1 240 1 

6 60 280 5 90 9 ^ Coots o wwpo n with po i s on thot losts for 3 0 minu tes. Each strike hos o 20X chanc e of poisoning t he en emy which instont ly inflict s 1 1 2 to 1 48 Nature domoge. 1 1 5 chorges 



MIND-NUMBING POISON 


UNA LEVEL SXIll COSTTOTAAIN EFFEO 



1 24 100 70 9 Cools o weapon with poison that lasts for 30 minutes. Each strike hos o 20X chance of poisoning the enemy, jncreosing their carting ti me by 40X for 10 sec. 5 0 charges 

2 38 170 1 80 0 o weopon with poison that losts for 30 minutes. Each strike hos o 20X chonce of poisoning the enemy, increosing their costing lime by SOX for 1 2 sec. 75 chorges 

3 52 240 J Coots o weopon with poison thot losts for 30 minutes. Eoch strike hos o 20X chance of poisoning the enemy, inaeosing their costing lime by 60X lor 1 4 sec. 1 00 chorges. 


SUBTLETY 

t j rise in this line. Stealth speed improves. Sap sains a longer duration, and eventually you receive a few battle additions. Vanish gets you into a slate of Stealth even 
engaged (vital for nailing a target with a second Ambush or for beginning an escape). Hemorrhage is a fine way to keep aggro lower in groups while aiding the total, 


^■•^(Jamage; it also aids in grabbing fast combo points! 



DETECT TRAPS j 

UIW leva ENHGY lAHGC CASTING TIME COOLDOWN COSTTOTMIN EFEEO 


Blinds tlwtargeti causing it to wond er ol 40X of moye^^aed confus ed for up to 10 sec. 


N/A 24 


70 9 


Hidden Imps will become visible for 3 min. 


m lEVa ENEIIGV IIANGE CASTING TIME COOIOOWN COSTTOTHAIN 


5yd 



Sneak up on the Imp in order to disarm H. Don't get loo close or the Irop will go off. 


Throws 0 distraction, ollmding the attention of oil nearby monsters for 10 seconds. Does not break Sleollh. 


An inslont strike thot damages the opponent end couses the target to hemorrhage, increasing any damage deoil to 
the torget by 5. losts 30 chorges or 1 5 secs. Awords 1 combo poin t. 

An instant strike that domoges the opponent and couses the target to hemorrhage, increasing ony domoge deolt to 
the tomot by 7. lusts 30 chorges or 1 5 secs. Awards 1 combo point. 


PICKPOCKET 

HANK lEVa ENEAGY WNGE ttSTINGDME COOIOOWN COSTTOTAAIN EFEEO 




Jyd 


Pick the target's pocket. 


SAP 



4 ^' 

i 


" 


FNFA6Y 

AAN6E 

CASTING TIME 

COOLDOWN 

COSTTOTAAIN 

EFFEO ■ 

1 10 

65 

7 yd 

1C 


39 

Disorients the target for 25 sec. Must be Steolthed. Only works on Humanoids that ore not in combot. Any damage 
rniKud will revive the target. Only 1 target may be sopped at o time. 

2 28 

65 

7 yd 

l( 


81 9 

Disorients the target for 35 sec. Must be Steolthed. Only works on Humanoids that ore not in combat. Any domoge 
caused will revive the lorqel. Only 1 target moy be sapped at o time. 

3 48 

65 

7 yd 

1C 


4 9 20 9 

Disorients the torget for 45 set. Must be Steolthed. Only works on Humonoids thot ore not in combat. Any domoge 
caused will revive the target. Only 1 target may be sapped at o lime. 




3 



\ STEALTH 


try ■ 




1 RANK LEVEL ENERGY 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFTEO 

1 

1 I 

1C 

lOsec 

10 0 

Allows Ihe rogue to sneak around, but reduces your speed to 50% of normol. Losis until tontelled. 

^11 

2 20 

1C 

lOser 

22 9 

Allows the rogue to snook around, but reduces your speed to 60% of normal. Losts until concelled. 


3 40 

1C 

lOsK 

29 

Allows the rogue to sneok around, but reduces your speed lo 65% of normol. Losts until cancelled. 


f 4 60 

1C 

lOsK 

S9 90© 

Allows the rogue to sneak oround, but reduces your speed to 70% of normal, lasts until ronmlU 

jl 




VANISH . "P 

HANK LEVa ENERGY IIAMGE CASTING TIME COOLDOWN COST TO TRAIN EFTEO 


Jlrnin ^0 & Ajlow the rogue to vonish frotn sight, enteringjin improved Sleolth mode for 10 sec. 

5 min 2 ^ 20 Q Allows the rogue to vonish from sight, entering on improved Sleolth mode for 1 0 sec. 




10) TALENTS 


Rogue Talent lines are all about damage and setting yourself up to do more damage. 
The pivotal point between these lines is to figure out when you want to deal said 
damage. Assassination brings better poison possibilities and hits very hard coming 
out of Stealth. Look here to have the best burst DPS early in a fight (including a move 
to start a fight with a critical Ambush at enhanced damage). 


Combat Mastery puts its damage into a steady stream. Ignoring the short burst, the 
Combat line focuses on dealing its best damage over longer fights. Better weapon 
abilities, improvements to Dual-Wielding, and more efficient special attacks are here. 


I Subtlety is indeed a modest line for raw damage, but it reveals its strength through 
h improvements to Stealth movement, anti-detection, reduced costs to several attacks, 
I and better combat control. This is not a soloer's line; rather. Subtlety is for Rogues 
I who want to engage in large amounts of scouting, PvP, and infiltration. 




r" 

z 

lALBiTNAME 

RANKS PIEREOUIStTES 

1 

o 

■ Improved Eviscerate 

3 None 

Increoses the domoge dene by your Eviscerate ability by 5% (Per Rank) 

S 

z 

Qi Remorseless Attacks 

5 None 

Gives you o 20% damage bonus (Per Rank) on your next ottock after killing 
on opponent 


3 Malice 

5 None 

Increoses your critical strike chonce by 1% (Per Rank) 


H Ruthlessness 

3 5 Points in Assossinotion 

Gives your finishing moves a 20% chance (Per Rank) to odd a combo point 




to your torgget 


H Murder 

2 S Points in Assassination 

Increases your chance lo hit while using your Sop, Ambush, Garrote, or 
Cheop Shot abilities by 3% ■ Progression: 3%/5% 


B Improved SIke and Dice 

3 S Points in Assassination 

Increoses the duration of your Slice and Dice obility by 15% (Per Rank) 


3 Relentless Strikes 

1 3 Points in Ruthlessness, 1 0 Points in Assassination 



ti Improved Expose Armor 

3 10 Points in Assossinotion 



B lethality 

S 5 Points in Malice, 1 0 Points in Assossinotion 

Increoses the domage done by your criticol strikes by 10% (Per Ronk) when 
using the Sinister Strike, Gouge, Bockstob, Ambush or Eviscerate ability. 


^ Vile Poisons 

5 IS Points in Assossinotion 

Increases the domoge deoil by your poisons by 3% (Per Ronkl 


H Improved Instant Poison 

5 15 Points in Assossinotion 

Adds 0 2% chance (Per Rank) to apply Instant Poison lo o toroet 


Gl Improved Kidney Shot 

3 20 Points in Assassination 

Reduces the cooldown of your Kidney Shot obility by 2 seconds 
• Progression: 2/4/5 


Q Cold Blood 

1 20 Points in Assossinotion 

InstonI casl-3 min cooldown- When activated, your next Sinister Strike, 
Bockstob, Ambush or Eviscerate is quoronteed a critical strike. 


B Improved Deadly Poison 

5 20 Points in Assassination 

Adds a 3% chance (Per Rank) to apply Deadly Poison to your target 


3 Seal Fate 

5 1 Point in Cold Blood, 25 Points in Assassination 

You hove 0 20% chonce (Per Ronk) to odd an extra combo point when you 
criticol with abilities that odd combo points 


Eil Vigor 

1 30 Points in Assossinotion 

Increases your maximum Energy by 10 





> mmm 


EFFtns 


" 9 Imp'oved Gouqe 

3 None 

Increases the effect duration of your Gouge ability by 0.5 secs (Per Rank) 

^ iiSlmpfoved Sinister Strike 

2 None 

Reduces the Energy cost of your Sinister Strike obSify by 3 - Progression: 3/5 

*i yiiqiilninq Reflexes 

5 None 

Increoses your Dodge chonce by 1% (Per Rank) 

1 9 Improved Bockstob 

3 5 Points in Dagger Speciolizotion, 3 Points in Improved Gouge, 

5 Points in Combat 

Inaeoses the critical strike chonce of your Bockstob obilHy by 10% (Per Rank) 

^ ^ Deflertion 

S 5 Points in Combat 

Increases your Parry chance by IX (Per Ronk) 

g y Predsion 

5 5 Points in Combat 

Increases your chance to hit with melee weopons hy IX (Per Rank) 

Kl M Improved Evasion 

2 10 Points in Combat 

Increases the effect durotion of your Evosion ability by 2 sec (Per Rank) 

H 9 Riposte 

1 5 Points in Deflection, 1 0 Points in Combat 

This Instant ability is usable after o Parry; it deals 1 50X weapon domoge 
and disarms the enemy for six seconds 

9 Imoroved Sorint 

3 ID Points in Combat 

Reduces the cooldown of your Sprint obility by 30 sec (Per Rank) 

H 9 Improved Kick 

2 15 Points in Combat 

Adds 0 SOX chance (Per Ronk) thot your target also becomes Silenced for 
2 seconds after being kicked 

9 DoMOi SpeCHiliZution 

5 IS Points in Combat 

Increoses your chance to get o criticol strike with Daggers by IX (Per Rank) 

£i Dual Wield Soeckilizolion 

5 5 Points in Precision, 1 5 Points in Combot 

Increases the damage done by your offhand weapon by 10X (Per Ronk) 

9 Mote Specifliizotion 

S 20 Points in Combat 

Gives you a 1 X chonce to stun your torget with o more- . ? 

Progression: 1X/2X/3X/4X/6X 

Blade Flurry 

1 20 Points in Combot 

25 Energy, Instont cost, 5 min Cooldown, Req melee weopon- Increases your 
attack speed by 20X. In oddHion your normal melee weapon swings strike 
on additional nearby opponent. Lasts 1 5 sec. ' 

ti Sword Speciolizotion 

S 20 Points in Combat 

Increases your chance to get on extra swing with Swords by 1 X ■ 
Progression: 1X/2X/3X/4X/6X 

9 Rst WeoDon Spedolization 

5 20 Points in Combat 

Inaeoses VTtur chonce to get 0 critical strike vath Fist Weopons by IX (Per Ronk) 

Q Throwing Weapon Speckilizalion 

2 25 Points in Combat 

Increoses the domoge of thrown weapons by 1 0X (Per Rank) 

ZS igqression 

3 25 Points in Combot 

Increases the domoge of Sinister Strike and Ambush by 2X (Per Rank) 

31 Adrenaline Rush 

1 30 Points in Combat 

Instant cost 6 min cooldown; doubles your Energy regeneration rote ! 

for 15 seconds i 


9 Ropid Concealment 

5 None 

Reduces the cooldown of your Steolth ability by 1 sec (Per Ronk) 

MlHaster of Deception 

5 None 

Improves your obilily to ovoid detection with each Rank 

9Camoufloge 

5 None 

Increases your speed while Steolthed by 3X (Per Ronk) j 

(delusiveness 

5 5 Points in Subtlety 

Reduces the cooldown of your Evasion, Vanish, ond Blind abilities by 
15sec(Per Ronk) 

9 Opportunity 

5 5 Points in Subtlety 

Increoses the damage dealt when striking from behind with your Bockstob, ( 
Gorrote or Ambush ohilities hy 4X (Per Ronk) 4 

9lnitiotive 

3 10 Points in Subtlety 

Gives you o 1 5X chance (Per Rank) to odd on additional combo point to | 

your torget when using your Ambush, Gorrote or Cheop Shot ability. | 

9 Ghostly Strike 

1 10 Points in Subtlety 

SO Energy Instant Cost 2D sec cooldown 7yd range- A strike that deok 1 25X ^ 
weapon damage and increases your chance to dodge by 1 5X for 5 sec. i 

Awords 1 combo point. 

9 Improved Gorrote 

2 5 Points in Opportunity, 1 0 Points in Subtlety 

Increases the duration of Gorrote by 3 Seconds (Per Ronk) at o cost of SX 
domoge (Per Ronk) 

l3 Improved Ambush 

3 5 Points of Opportunity, 1 0 Points in Subtlety 

Increoses the criticol strike chance of your Ambush obility by 1 SX ■ 
ProgressionL 15X/30X/40X 

9 Improved Vonish 

3 15 Points in Subtlety 

Increoses your movement speed while vanished by 1 OX (Per Ronk) 

9 Improved Rupture 

3 15 Points in Subtlety 

Increoses the domoge dealt by Rupture by 10X (Per Rank) 

9 Improved Sop 

3 IS Points in Subtlety 

Gives you o 30X chance (Per Rank) to return to Steolth mode after using 
your Sop abdity. 

9 Preparation 

1 20 Points in Subtlety 

Instant cost- 10 min cooldown When activated, this ability immediately 
finishes the cooldown on your other Rogue abilities. 

Improved Oreopshot 

2 20 Points in Subtlety 

Reduces the Energy cost of your Cheop Shot obdity by 10 (Per Rank) 

9 Improved Distract 

2 20 Points in Subtlety 

Increoses the rodius of your Dklroct ability by 3 yds. • Progression: 3/5 

9S.IUP 

3 1 Point in Ghostly Strike, 25 Points in Subtlety 

Gives you o 15X chance (Per Ronk) to odd o combo bubble to your target 
after dodging their ottock. 

9 Hemorrhage 

1 25 Points in Subtlety 

Engages on Instant strike that that odds o combo point and o debuff that 
increoses melee domoge to that torget lor 30 hits or 1 5 seconds 

9Premeditotion 

1 30 Points in Subtlety, Steohh 

10 Energy, 1 sec cost, 2 min cooldown, 7 yd ronge- When used, odds 2 
combo points to your torget. 
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{^STRATEGIES 
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Rogue strategies rely heavily on the Talent line that they favor, but there are some 
tricks that are universal to the class. Many of these can be mastered early in a 
Rogue's career and become even more devastating as you gain experience. 

MONEY! 

Rogues have to spend piles of money on weapons, slightly better armor, 
enchantments, poison, and potions. Add this to food needs and the lost income of 
keeping cloth (for First Aid) instead of selling it, and Rogues seem very poor. Luckily, 
there are skills to counter this! 

Skinning, if taken, offers one route to greater cash. After even a short time. Skinning 
shines as a way to make considerable funds, especially when materials are sold 
through the Auction House instead of vendored. 


Be wary of approaching targets that are higher-level than you without getting' 
behind them first. If you stand in a target's line-of-sight, it takes much higher Sul 
to stay hidden. Once revealed, you are a sitting duck (free to spells, abilities, 
weapons, and general monster aggro). 


The last item in this group sounds out of 
place, but it is wise to get a feel for these 
ranges each time there is a balance in 
the game. Stealth is such a challenging 
ability to balance that a perfect state is 
hard to reach. As this range changes 
over time, adjust your tactics to stay 
current. 
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Pick Pocketing Humanoid monsters is a 
good way to find extra items that vendor 
well. Beyond that, there are sometimes 
higher-quality items on these creatures, 
so this is a skill worthy of using often. 
Humanoid monsters are already a fairly 
good source of income, since they drop 
money in the first place; combining this 
with Pick Pocketing is a pleasant boost. 
Grind against this mobs to make up for 
money shortfalls. 


Lockpicking for other people can pull in a bit of cash for you as well. This skill 
opens Lockboxes that are found out in the wild (especially on Elite monsters). Offer 
to help other groups out by opening these boxes. Ask for a tip if you need money 
and be friendly about it. If the people can't afford to pay you, it's probably wise (and 
certainly kind) to open their boxes anyway. Making an honest request for a tip and 
not demanding one is a wonderful way to make some money and plenty of friends. 
Of course, if you prefer one or the other, vary the strategy to meet your needs or 
character concept. 

SLAPPING ON COMBO POINTS 

Many Rogue builds, regardless of Talents, use combo points heavily. These are 
required for all finishing moves, whether you are trying to score damage, reduce 
enemy armor, or keep those fiends out of commission as long as possible. 

Using Ambush and Backstab isn't going 
to bring in the points quickly (these 
abilities use too much Energy). Instead, 
moves like Sinister Strike, Feint, and 
Hemorrhage are faster. If these moves 
fit your style of play already, use them 
heavily to accrue combo points. Sinister 
Strike can be used well with swords 
to deal high damage while working 
toward potent Eviscerates. Feint can 
get a monster off of you in the group 

situation while you prepare for a Stun or deadly finishing move. To stay low in 
profile, Hemorrhage raises group damage against a foe on the whole while giving 
you a cheap point! 

STEALTH 

I Stealth is both offensive and defensive in nature, depending on who is creeping 
I out in the bushes. Defensively, Stealth takes you away from harm by keeping your 
I Rogue hidden from monsters and dangerous players. At longer range, things simply 
I won't be able to see you; this exact distance of this varies tremendously, so it's wise 
I to test often to get a feel for your "safe" range. 

! What Controls Stealth Detection Ranges? 

Subtlety Rating of the Rogue 
Level Differences Between the Rogue and the Viewer 
Line of Sight (Creatures Don't "See" Behind Themselves) 

Current Generation of the Gome (Stealth Detection Ronge is Likely to Take Time to Balance) 



THE BEST TARGETS 

The best targets are found in enemies who die quickly. This is true for air 
everyone, but Rogues have the ability to take many foes down quickly if theenei 
has light armor. Using high DPS to its fullest, the Rogue can do so much damagelh 
few enemies can ramp up to their full capabilities. 

Part of this rests in going after lower-level targets when you are grinding 
experience. Anything of higher level is going to keep you missing a moder 
amount of the time, and this is a very bad thing for a Rogue (you can't afford: 
whiff on those early attacks). Stick to enemies two or three levels beneath you 
go through them quickly. 

Anything that isn't wearing heavy armor is a good target, but casters are thet 
Right off the bat, you have the ability to Kick and disrupt casting. Add Garroteloth 
for a secondary interrupt, and things are sounding better. To make matters 
for casters, include Mind Numbing Poison to give yourself more leeway. Wait 
moment before interrupting slow spells; get in an extra slice or two before u$i| 
your abilities (this effectively "wastes" the caster's time with a spell that is goingi 
fail either way). 


Adds are very bad for Rogues because 
of the low damage tolerance this class 
displays. Avoid adds by using ranged 
weapons to pull, being aware of your 
grinding area, and starting a fight with 
Sap if two enemies are guaranteed to be 
involved. 









Heed the Earthmother for strength as I looked over the bodies of fallen Tauren, Dwarves, and Goblins. A tremendous 
battle between the fair people of Blood Hoof Village and the defilers of Venture Company had taken place near 
some of the eastern mines. I was returning to Thunder Bluff at the lime, but I heard of the battle from several young 
Warriors who were resting, hoping to make another run at the remaining Venture Company workers. 


bgone to the mines alone, seething with anger, and now the dead were my companions. Begging the grace of the 
■tal the world, I brought the Tauren back to themselves and bid them leave. "Return later and cleanse the place of any 
bmhat remains," I spoke. They must have seen something in my eyes, for it is rarely the place of our people to walk 
^when the land is ravaged, but they obeyed my order (still shaken from the return to their bodies). 


pHib failed, and I had a moment's respite. I used this to heal my wounds and charge my weapon with the power of 
(KThe next Goblin who came forward was bitten foully by my axe's swing and fell to the ground. Still more followed, 
BWtthat my anger had gotten me into a place from which I could no longer retreat. If this was my death, so be it, but 


SHA 


The heart and soul of the Horde centers around its naturalistic Shaman. These mystic people are able to 
fight for the Horde, cast elemental spells, heal the wounded, and drop totems of great power to wound and 
confuse enemies and buff allies. Shaman are able to fill many rules and may seem similar to Druids at first; 
yet, the differences between these classes grow with each level as the Druid becomes better able to focus on 
any single role at a time and the Shaman becomes more of a blend. Later on, tbe Shaman wears heavier arnuir 
(Chain), casts well at range, and gains substantial heals. All this takes a ton of training, practice, and careful 
planning, but it's worth the trouble many times over. 
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jdp^ied my axe and shield tightly and ran into the mines. The workers of Venture Company looked far less than beasts 
«: given the gift of thought and will, yet choosing to twist it against the earth. At first I fouglit like a brave Warrior, 
icfang their attacks and hacking into flesh and bone with the strength of my arms. Yet more of the workers came, and 
Bupervisors followed. Though tested by hundreds of battles, I was not immune to their push. I threw down a Totem of 
Miidnand felt my body harden against the enemy's blows. 


SHAMAN’S RETRIBUTION 


battle 


), as I saw at least six more of the enemies come out from the final room of the mines, I heard steps behind me and knew 
,»WHild be lost if they were Venture Company reinforcements. Yet, it was my people. They had ignored my words after 
llowing like a storm, they crashed into the room and devoured the Goblins with fast and ferocious swings. When all 
the mine was clear. The younger Tauren searched the bodies of the Goblins and found whatever they sought, 
'seemed happy to be alive, and honored to have saved a small corner of our land from harm. 


warmed by our victory. There is a greater joy in serving the world; it was too bad the people of Venture Company 
[turned their eyes from such beauty. 


3) INTRODUCTION TO PLAYING 


' ITEMS AND EQUIPMENT 


1 [RACES AND STARTING ATTRIBUTES 


1 

1 IK! STIENimi 

STAMINA 

AGIIITY 

INTEUEO 

SHRIT 
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23 

19 

22 

22 1 
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ATTRIBUTES APPLIED 


Inrreases Melee Domoge and Chance to Blotk 


Higher Hit Points 


Roises Chance to Get o Melee Critical Hit and Dodge 


Improved Mono Pod, Higher (hoixe for oSpelCrilkol, Faster Rrrte (or GdiiingWeotioiiSkft I 


Hit Point and Mono Recovery, Raises Chance (or Weapon Proc to Enod 


Shaman have plenty of needs when it comes to equipment. Because Shaman are 
so versatile, they need gear that holds up to many tests. High armor, a good shield, 
substantial DPS from a relatively fast weapon, and multiple attribute bonuses are 
desirable. Simply put, equipment is going to take most of your time and money to 
keep up-to-date, but saves you from almost any problem if maintained. 

B For melee, a good shield and solid 
armor pieces make a huge difference. 
Because Shaman are limited to Leather 
armor during the lower levels, it's hard 
to survive major aggro (this improves 
later on by learning how to wear Chain 
at Level 40). The good news and bad 
news is that it isn't hard to find attributes 
you need; the bad news is that you need 
almost everything. 








CHOOSING YOUR PROFESSION 


CLASS ABILITIES 


Strength and Agility are useful, but they are secondary to Intellect, Stamina, and 
Spirit. Work on getting the best bonuses in your three primary stats while leveling 
and try not to focus too much on which 
of the three you are getting from a given 
item (just look for the best total bonuses 
to the three and let that guide you in 
item selection). Later on, you have 
more leeway to decide which direction 
to focus on. Stamina is incredibly useful 
for melee-centered and soloing Shaman, 
saves group on a daily basis. 

Spirit builds are fun for grinding 
and evading downtime. 


\i< lu niy and Herbalism are very good professions for a Shaman. Having constant 
access to various attribute buffs, extra defense, and a supply of Health/Mana Potions 
can turn the time of many battles. 


If you already have friends who are heavily into Alchemy, Enchanting is a great 
profession for a Shaman to master. Being able to customize your equipment without 
the massive expense of going to other players can help direct your finances toward 
higher-end gear. 


Secondary skills don't come into play as often with Shaman as they do with non- 
magic classes. Having the ability to heal makes First Aid and Cooking a bit less 
impressive, but Fishing has a few useful ingredients for some potions. If you find 
yourself soloing, take Cooking and decide whether the others are good for you. 


have three central lines of spells that they use to flow into combat. 
Elemental Combat is a straight-forward damage line that has an interrupt, a variety 
of means to damage targets, and some damage-centered totems. Enhancement is 
better for aiding grouping because it has totems for resisting various damage forms. 
That line also aids a Shaman's ability to melee effectively. Restoration is the final 
line, covering various cast-time healing spells, the ability to Resurrect dead allies, 
and cure poison/disease. 





ELEMENTAL COMBAT 

1 Ifargntal Combat offers the teeth in a Shaman's spell line. These abilities deal direct damage through nukes, DOTs, and AoE totems. The Shaman's primary interrupt is here 
|(rAshocki to instantly damage and interrupt casters. Chain Lightning offers the ability to slam several enemies at once, and Stoneclaw Totems can be dropped to Taunt 
■ fieinies away from you or allies. 



S CHAIN LIGHTNING ' 




UN lEVa MAtU RANGE CASTING TIME COOLDOWN 

COST 

TO TRAIN EFFEO 


1 32 

280 

30 yd 

2.5sec 


19 


Hurls 0 lightning boh at the enemy, dealing 191 to 217 nature domage and then jumping to additional neorby 
enemies. Each jump reduces the domoge by 30%. Affects 3 total torgets. 

1 40 

380 

30 yd 

2.5sec 

6sec 

19 

50 9 

Hurls a lightning boh at the enemy, dealing 277 to 31 1 noture damage and then jumping to odditional nearby 
enemies. Each jump reduces the damage by 30%. Affects 3 total targets. 

3 48 

490 

30 yd 

2.5sec 

6sec 

29 

50 9 

Hurls 0 lightning bolt at the enemy, dealing 378 to 424 nature damage and then jumping to additional nearby 
enemies. Eoch jump reduces the damage by 30%. Affects 3 totol targets. 

4 56 

605 

30 yd 

2.5sec 

6sec 

39 

20 9 

Hurls 0 lightning boll at the enemy, dealing 493 to 551 nature damage ond then jumping to additional nearby 
enemies. Each jump reduces the damage by 30%. Affects 3 total targets. 


EARTH SHOCK 


I 4 30 20yd 



Instantly shocks the target with concussive force, causing 1 7 to 1 9 Nature damage ond disrupts the spell being co 
(or 2 sec. 


2 8 50 20yd 


Instantly shocks the target with concussive force, causing 32 to 34 Noture damage ond disrupts the spell being cost 
for 2 sec. 


5 3 14 

j| 

85 

20 yd 

1C 

6sec 

99 

Instantly shocks the target with concussive force, causing 60 to 64 Nature damoge and disrupts the spell being cast 
for 2 sec. 

t 4 24 

145 

20 yd 

1C 

6sec 

42 9 

Instantly shocks the target with concussive force, cousing 1 19 to 127 Nature damoge and disrupts the spell being 
cost for 2 sec. 

r 5 36 

240 

20 yd 

1C 

6sec 

19 309 

Instantly shocks the target with concussive force, causing 225 to 239 Nature damage and disrupts the spell being 
cost lor 2 sec. 


345 20 yd 


Instantly shocks the target with concussive force, causing 359 to 381 Nature damage and disrupts the spell being 
cost for 2 sec. 


60 405 

20 yd 

1C 

6sec 

3 9 90 9 

Instantly shacks the target with concussive force, causing 543 to 572 Nature damoge and disrupts the spell being 






cost lor 2 sec. 


EARTHBIND TOTEM 


UN lEVa MANA RANGE CASTING TIME COOIOOW 

N COST TO TRAIN 


6 

40 


1C 


19 


Summons on Earthbind Totem with 5 heolth at the feet of the coster for 45 sec that slows the movement speed of 
enemies within lOyonb, 


FIRE NOVA TOTEM 





UNR LEVEL 

MANA RANGE 

aSTINGTIME 

COOLDOWN 

COST TO TRAIN 

EFTEQ 1 

1 12 

115 

1C 

15sec 

89 

Summons a Rre Novo Totem with 5 heolth at the caster's feet thot will cause 48 to 56 fire domage to attackers 
within 1 0 yards 4 seconds ofter the totem is creoted. Losts 5 sec. 

2 22 

210 

1C 

15sec 

36 9 

Summons a Fire Novo Totem with 5 health at the coster's feet that will couse 1 02 to 1 1 6 fire damoge to attackers 
within 10 yards 4 seconds after the totem is created. Lasts 5 sec. 


345 

1C 

15sec 

19 

Summons a Fire Nova Totem with 5 heolth ot the caster's feet that will couse 184 to 208 lire damage to attackers 
within 10 yords 4 seconds after the totem is created, lasts 5 sec. 

4 42 

490 

1C 

15sec 

19 509 

Summons a Fire Novo Totem with 5 heolth ot the caster's feet that will cause 281 to 317 fire damage to attackers 
within 10 yards 4 seconds after the totem is aeoted. lasts 5 sec. 

5 52 

640 

1C 

15sec 

3 9 209 

Summons o Fire Nova Totem with 5 health at the coster's feet that will couse 396 to 442 fire damage to ottackers 
within 10 yards 4 seconds ofter the totem is created, losts 5 sec. 
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1 RANR LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFEEQ 1 

J IL. 

55 


X 

6sec 

49 

Inslontly sears the target with fire, causing 21 damage immediately ond 24 damoge over 12 sec. 

J_ 18 __ 

95 

20 yd 

1C 

6sec 

229 

Instantly sears the target with fire, cousing 45 damage immediately and 44 damage over 1 2 sec. 

3 28 

165 

20 yd 

1C 

6sec 

no 

Instontly seors the torget with fire, causing 86 damoge immediately ond 88 damoge over 12 sec. 

.4 J0_ 


JOyd 

1C 

_ 6jec 

19 509 

Instantly sears the target with fire, cousing 152 damage immediately ond 152 domage over 12 sec. 

1 5 _52 

360 

20 yd 

1C 

6sec 

3 ^ 209 

Instontly seors the torget with fire, cousing 230 domoge immediotely and 232 damage over 1 2 sec. 


FROST SHOCK 



' ■■ ^ 



RANR LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWt 

COST TO TRAIN 


1 20 

115 

20 yd 

1C 

6sec 

23 9 

Instantly shocks the target with frost, causing 89 to 95 domoge and slowing movement speed to 50% of normal, 
losts 8 sec. 

2 34 

225 

20 yd 

1C 

6sec 

19 209 

Instantly shocks the target with frost, causing 206 to 220 damoge and slowing movement speed to 50% of normal. 
Lasts 8 sec. 

^ 3 46 

325 

20 yd 

1C 

6sec 

29 509 

Instantly shocks the torget with frost, cousing 333 to 353 damoge and slowing movement speed to 50% of normal, 
lasts 8 sec. 

4 58 

430 

20 yd 

1C 

6sec 

4 9 30 9 

Instantly shocks the torget with frost, cousing 486 to 514 domage and slowing movement speed to 50% of normal. 



n 

LIGHTNING BOLT 
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RANK LEVEL MANA RANGE 

CASTING TIME COOLDOWN 1 

COST TO TRAIN 

EFEEn 1 



MAGMA TOTEM 

."Sir 

mNK LEVEL MANA RANGE CASTING TIME COOIOOWN COSTTO TRAIN EFTEO 


!• 30# 


Summons a Magma Tatem with 5 health at the feet af the caster for 20 sec thot causes 22 fire damage tooati j 
within 8 yards evecy 2 secands. 


Summans n Magma Tatem with 5 health ot the feet af the caster far 20 sec that causes 37 fire damage to n 
within 8 yards evary 2 secands. 


PURGE 

RANR lEVEl MANA RANGE CASTING TIME COOIDOWN COST TO TRAIN EFFEO 


Summons o Magma Tatem with 5 heolth at the feet of the coster for 20 sec thot causes S4 fire domage lorrah 

within 8 yards every 2 seconds. | 

Summons a Mogma Totem with 5 health at the feet of the caster for 20 sec thot couses 75 fire damoge lo anM 
within 8 yards every 2 seconds. [ 


yjl J_ J2 45 

|y 2 32 75 


30 yd 


30 yd 


9# 


20 # 


Purges the enemy imyei, temovuuj I magic effect. 

Purges the enemy target, removing 2 bene f icial magic e ffects. 


SEARING TOTEM 

«ANK LEVEl MANA RANGE CASTING TIME * COOIOOWN COSTTOTRAiT EFFEO 


' . 




20 65 

30 110 


Summons o Searing Totem with 5 heolth at your feet for 35 sec that ottocks on enemy within 20.0 yards ferlfc 
14 domage every 2 second s. 



Summons a Seoring Totem with 5 heolth at your feet for 40 sec thot ottocks an enemy within 20.0 yords l« Hi 
20 damage every 2 seconds. | 


1 • 50 # Summons a Seoring Totem with 5 health ot your feel for 45 sec that ottocks on enemy within 20.0 yords lor li 

28 damoge every 2 seconds. 

2 # 50 # Summons a Seoring Totem with 5 health at your feet for 50 sec that attacks an enemy within 20.0 yards for 8i 

37 damage every 2 seconds. 

3 • 90 # Summons a Seoring Totem with 5 heolth at your feel for 55 sec that nllocks on enemy within 20.0 yards for T. 

46 damoge every 2 seconds. 


1 STONECLAW TOTEM 

'■ ' c: 




1 RANK LEVEL 

MANA RANGE 

CASTING TIME 

COOLDOWN 

COSTTO TRAIN 

EFFEO 1 

1 8 

20 

1C 

30sec 

20 

Summons a Stoneclaw Totem with 50 health at the feet of the cosier for 1 5 sec that tounts creotures within Ip 
lo attack it. 

1 2 18 

40 

l( 

30s«c 

22# 

Summons a Sloneclow Totem with 1 50 health at the feet of the coster for 1 5 sec that taunts creatures within 1 
yards to attack it. 

^ 3 28 

65 

1C 

30sec 

72# 

Summons a Stoneclaw Totem with 220 health ot the feel of the caster for 1 5 sec thot tounts creotures within 1 
yards to attock H. 

[ 4 38 

95 

1C 

30sec 

1# 40# 

Summons o Stoneclow Totem with 280 heolth at the feel of the coster for 1 5 sec thot taunts creatures within 1 
yank lo attack it. 

* 5 48 

130 

1C 

30sec 

2# 50# 

Summons o Stoneclow Totem with 390 health at the feet of the caster for 1 5 sec that taunts creatures within 1 
yords lo attack H. 


Summons a Stoneclaw Totem with 480 health at the feel of the caster for 1 5 sec that tounts creatures wilhn I 
yards to attack it. 


J ENHANCEMENT 

■ llhe Enhancement line builds on a Shaman's ability to deal damage indirectly while resisting the attacks of their foes. Weapon procs are found here (a number of lhal 
|| damage shields can be summoned instantly and with high mana-efficiency; totems add resistance to melee, ranged, and magical damage; and there are additional to^ 


that adds to the party's attributes. 


j ASTRAL RECALL 

■ 


■ rank level MANA RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEO 1 

\l N/A 30 150 


15min 

90© 

Yanks the coster through the twisting nether bock to his home location. 


FAR SIGHT 





RANK LEVEL MANA 

RANG 

E CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 


Ownges the coster's viewpomt to the targeted locolion. Losts 1 min. Only usable outdoors. 


\ FIRE RESISTANCE TOTEM 


I 


LEVEL MANA 

RANGE 

USTINGTtME COOLDOWN 

COST TO TRAIN 

EFfEO 1 

28 90 


1C 

72# 

Summons a Fire Resistance Totem with 5 health at the feet of the coster for 1 min thot increases the fire resistance 
of party members within 20 yards by SO. 


Summons a Rre Resistonce Totem with 5 heohh at the feet of the coster for 1 min thot increoses the fire resistance 


58 225 1C 


4# 30# 

Summons a Fire Resistance Totem with 5 heolth at the feet of the caster for 1 min thot increoses the fire resistance 
of party members within 20 yards by 1 00. 


FLAMETONGUE TOTEM J 

UIIK LEVEL MANA RANGE CASTING TIME COOLDOWN 




1 28 

110 

1C 

72# 

Summons a Flometongue Totem with 5 health at the feet of the coster. The totem enchants all porty members' 
weapons with fire if they are within 20 yards. Each hit causes 6.4 to 19.6 additional fire damage, bosed on the 
speed of the weapon. Slower weapons cause more fire damage per swing. Losts 1 .50 min. 

2 38 

170 

1C 

1# 40# 

Summons o Flometongue Totem with 5 heolth at the feet of the caster. The totem enchants all party members' 
weapons with fire if they ore within 20 yards. Eoch hit couses 9 to 27.9 additionol fire damage, based on the speed 
of the weapon. Slower weopons cause more fire damage per swing. Lasts 1 .50 min. 

3 48 

250 

1C 

2# 50# 

Summons a Flometongue Totem with 5 health at the feet of the caster. The totem enchonts all party members' 
weopons with fire if they are within 20 yords. Eoch hit couses 1 2.3 to 37.9 additional fire damage, based on the 
speed of the weapon. Slower weapons couse more lire damoge per swing. Lasts 1 .50 min. 

4 58 

340 

1C 

4# 30# 

Summons a Flometongue Totem with 5 health at the feet of the caster. The totem enchants all party members' 
weapons with fire if they are within 20 yords. Eoch hit causes 1 5.8 to 48.7 additional lire damoge, bosed on the 
speed of the weapon. Slower weapons couse more fire damage per swing. Lasts 1 .50 min. 


m 

FLAMETONGUE WEAPON 

WE 

IKl 

m LEVa MANA RANGE CASTING TIME 

COOLDOWN COST TO TRAIN EFFEG | 


I 10 


Imbue the Shaman's weapon with fire. Each hil causes 3.8 lo 1 1 .8 odditional fire damoge, hosed on the speed of 
the weopon. Slower weopons couse more fire domofle per swing. Losts for 5 minutes. 


2 18 no 

3 26 155 

4 36 240 

5 46 345 

6 56 475 


22 # Imbue the Shaman's weapon with fire. Eoch hit couses 5.6 to 1 7.4 additional fire domoge, hosed on the speed of 

the weapon. Slower weapons cause more fire damoge per swing. Losts for 5 minutes. 

67 # Imbue the Shamon's weapon with fire. Each hit causes 8.5 to 26 odditional fire damoge, based on the speed of the 

weapon. Slower weopons cause more fire damoge per swing. Losts for 5 minutes. 

1 • 20 # Imbue the Shamon's weapon with fire. Each hit causes 1 3.5 to 4 1 .6 odditional fire domage, bosed on the speed of 

the weapon. Slower weapons cause more fire domoge per swing. Losts for 5 minutes. 

2 # SO # Imbue the Shaman's weapon with fire. Eoch hit causes 22.1 to 68.2 additional fire damage, bosed on the speed of 

the weapon. Slower weopons cause more fire domoge per swing. Losts for 5 minutes. 

3 # 20 # Imbue the Shoman's weapon with fire. Each hit causes 29.S to 90.8 additional fire damage, based on the speed of 

t he woopon. Slower weopons cause more fire domoge per swing. Losts fo r ^rninuti^ 


1 FROST RESISTANCE TOTEmJ||||| 


RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN 

EFFEn 


1 

24 

90 

1C 

42# 

Summons a Frost Resistance Totem with 5 health at the feet of the caster for 1 min. The totem increoses party 
members' frost resistance by 50, if within 20 yards. 

^ 2 

38 

150 

l( 

1# 40# 

Summons o Frost Resistance Totem with 5 heolth ot the feet of the caster for 1 min. The totem increases party 
members' frost resistance by 75, if within 20 yords. 

3 

54 

225 

1C 

4 # 40 # 

Summons o frost Resistance Totem with 5 health at the feet of the coster for 1 min. The totem increoses porty 
members' frost resistance by 100, if within 20 yords. 


S FROSTBRAND WEAPON H 



te’-. 

RANK LEVEL 

MANA RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 1 

' 1 20 

{. 

120 

1C 


23# 

Imbue the Shaman's weapon with frost. Each hit has a chance of cousing 32 additionol frost damage ond slowing 
the torget's movement speed to 1S% for 8 sec. Lasts for 5 minutes. 

2 28 

170 

1C 


72# 

Imbue the Shoman's weapon with frost. Each hit hos a chonce of cousing 48 odditional frost damage and slowing 
the target's movement speed to JS% for 8 sec. Lasts for 5 minutes. 

3 38 

255 

1C 

1# 

40# 

Imbue the Shoman's weapon with frost. Eoch hit has a chonce of causing 76 odditional frost damage and slowing 
the torget's movement speed to 75% for 8 sec. Lasts for 5 minutes. 

4 48 

370 

1C 

2# 

so# 

Imbue the Shaman's weapon with frost. Eoch hit hos a chonce of cousing 1 22 additional frost damage ond slowing 
the target's movement speed to 75% for 8 sec. Losts for 5 minutes. 

5 58 

500 

1C 

4# 

30# 

Imbue the Shamon's weapon with frost. Eoch hit has a chance of causing 1 59 additional frost damage and slowing 
the target's movement speed to 75% for 8 sec. Losts for 5 minutes. 


'S GHOST WOLF ' ' 


1 UNK LEVEL MANA RANGE CASTING TIME COOLDOWN COSTTO TRAIN EFFI 

■0 1 

|| 1 j 20 100 3sec 3sec 23 # Turns the Shamon into a Ghost Wolf, increosing speed by 40%. 




GRACE OF AIR TOTEM 




1 RANK 

LEVEL 

MANA 

RANGE 

CASTING TtME COOLDOWN 

COST TO TRAIN 

EFFEO 

; 1 

42 

190 


1C 


1# 509 

Summons a Grace of Air Totem with 5 heollh at the feet af the coster. The totem inaeases the ogilily ol poll’ 
members within 20 yards by 43. Lasts 1 .25 min. 

; 2 

1 

56 

310 


1C 


3# 209 

Summons o Grace of Air Totem with 5 health ot the feel of the coster. The totem increoses the agility of penT 
members within 20 yards by 67. Losts 1.50 min. 

1 GROUNDING TOTEM 


z 


itvu 

MANA 

RANGE 

CASTING TU 

E COOLDOWN 

COST TO TRAIN 

EFFEO 1 


30 

80 


IC 

I5sec 

90 9 

Summons o Grounding Totem with 5 health at the feet of the cosier thot obsorbs one harmful spell every 
1 0 seconds for each taarby party member. Lasts 45 sec. 

1 LIGHTNING SHIELD 

-•-J 





ILVtl 

MANA 

RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 

1' 

8 

45 


IC 


29 

The coster is surrounded by 3 bolls of lightning. When a melee or ranged attacker hits the caster, the oltixhid 
be struck for 1 3 Nature damage. This expends one lightning boll. Only one ball will fire every few seconds. 
Lasts 10 min. 

r 

16 

80 


IC 


139 

The cosier is surrounded by 3 bolls of lightning. When o melee or ronged allocker hits the coster, the ottockid' 
be struck for 29 Noture damage. This expends one lightning boll. Only one ball will fire every fewsecoedi 
Lasts 10 min. 

i: 

24 

125 


IC 


42 9 

The coster is surrounded by 3 bolls of lightning. When a melee or ronged oflocker hits the coster, the ollodad 
be struck for 51 Nature damage. This expends one lightning ball. Only one boll will lire every few seconds 
Losts 10 min. 

|4 

32 

180 


IC 


19 

The cosier is surrounded by 3 bolls of lightning. When a melee or ranged otiocker hits the caster, the ottodwd 
be struck for 80 Nolure damage. This expends one lightning boll. Only one boll will fire every few seconds. 
LosblOmin. 

5 

40 

240 


IC 


19 50 9 

The coster is surrounded by 3 bolls of lightning. When o melee or ranged ottacker hits the cosier, the ollocfard 
be struck for 1 14 Nature damage. This expends one lightning boll. Only one ball will fire every few seconds | 
Lasts 10 min. 

' 6 

1 

48 

305 


IC 


29 509 

The cosier is surrounded by 3 bolls of lightning. When o melee or ronged otiocker hits the coster, the ottocfard 
be struck for 1 54 Nolure domoge. This expends one lightning ball. Only one ball will fire every few secoodi. 
LosbIOmin. 

t 

56 

370 


IC 


3 9 20 9 

The cosier is surrounded by 3 bolls of lightning. When o melee or ranged oltocker hits the caster, the ollocbii 
bo struck for 1 98 Nature damage. This expends one lightning boll. Only one boll will fire every few seconds, 
Lasts 10 min. 

RANK 

LEVEL 





1^ 


[ N/A 

■■ 






Armor Proficiency 



NATURE RESISTANCE TOTEM 

WNK LEWI MMA UNGE ttSTIHGUME COOIDOWN COST TO TRAIN EfFEO 


90 # Summons a Nature Resislonte Totem vrith 5 health at the feet of the caster for 1 min that increoses the wlm 

resistance of party members within 20 yards by 50. 

2 • 50 # Summons a Nature Resistonce Totem with 5 health at the feet of the caster for 1 min thot increases the nolm 

resistance of porty members within 20 yords by 75. 

3 • 90 # Summons a Nature Resistance Totem with 5 health at the feet of the caster for 1 min thot increases the nolm 

resistance of porty members within 20 yonls by 1 00. 


jS ROCKBITER WEAPON 



1 1 RANK LEVEL MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 


Imbue the Shoman's weapon, increosing attock power by 30 when using that w eapo n. Lasts f or 5 minutes. 


fj 16_ 

100 

IC 

13 9 

.....wwvw ...V 9 frvwKvii, iiiMvuwiy uiiuiK jAmw uy wiiwi iDifig 11101 wwpon. LOSI 5 lor 3 mmuies. 

Imbue the Shomon's weapon, increasing attack power by 80 when using that weapon. Losts for 5 minutes 

1 4 24 

145 

IC 

42© 

Imbue the Shomon's weopon, increasing ottock power by 1 17 when using that weopon. Lasts for 5 minutes, 

H 5 34 

220 

IC 

1 © 20 0 

Imbue the Shomon's weopon, increosing attack power by 192 when using thot weapon. Lasts for 5 minutes 

1 6 44 

325 

IC 

29 50© 

Imbue the Shaniori) weopon increasing ottock power by 357 when using that weapon. Losts for 5 minutes 


Imbue the Shaman's weopon, increasing attack power by 504 when using that weopoii. Lasts for 5 mi nutes 


^ SENTRY TOTEM 


EZ 


11 1 RANK LEVEL MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 


Summons on immobile Sentry Totem with 1 00 health at your feet for 5 min thot allows vision of nearby oreo^ 
worns of enemies thot ottock it. Hiplit-crKk on buff to switch bock ond forth between totem sii|fi» nnil 




CASTING TIME 


COOLDOWN 


STONESKIN TOTEM 

UM LEVa MANA RANGE 


2 

14 

75 

1C 

9# 

Summons a Stoneskin Totem with 5 health ot the feet of the caster. The totem protects party members within 20 
yards, reducing melee damage token by 6. Losts 1 min. 

3 

24 

110 

1C 

42# 

Summons o Stoneskin Totem with 5 health at the feet of the coster. The totem protects party members within 20 
yards, reducing melee domoge token by 10. lasts 1 min. 

4 

34 

140 

1C 

1# 20# 

Summons a Stoneskin Totem with 5 health at the feet of the caster. The totem protects party members within 20 
yords, reducing melee damage token by 14. Losts 1 min. 

5 

44 

195 

1C 

2# so# 

Summons a Stoneskin Totem with 5 health at the feet of the caster. The totem protects party members within 20 
yards, reducing melee damage token by 20. Losts 1 min. 

6 

54 

260 

1C 

4# 40# 

Summons a Stoneskin Totem with 5 health at the feet of the caster. The totem protects party members within 20 
yards, reducing melee damage token by 27. Lasts 1 min. 


■il 

STRENGTH Of EARTH TOTEM 




UK 

LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEG 1 

m 

1 

10 

30 


1C 

4# 

Summons o Sirengih of Earth Totem with 5 health ot the feet of the caster. The totem increases the strength of 
porty members within 20 yards by 10. Lasts 45 sec. 


2 

24 

80 


1C 

42# 

Summons o Strength of Earth Totem with 5 heolth at the feet of the caster. The totem increoses the strength of 
party members within 20 yards by 20. Lasts 1 min. 


3 

38 

155 


1C 

1# 40# 

Summons o Strength of Earth Totem with 5 health at the feet of the coster. The totem increoses the strength of 
party members within 20 yords by 36. Losts 1 .25 min. 


4 

52 

275 


1C 

3# 20# 

Summons o Strength of Earth Totem with 5 heolth at the feet of the coster. The totem increoses the strength of 
porty members within 20 yards by 61 . Lasts 1 .50 min. 


WATER BREATHING ' 


Allows ihe torgel to breothe underwoter lor 1 0 min. 


WATER WALKING J 




UK LEVEL MANA RANGE 

CASnNGTIME COOLDOWN COST TO TRAIN 

EFFEO 


Allows ihe friendly target to walk ocross water and other woter like surfaces lor 10 min. 



32 

115 

1C 

I# 

Summons o Windfury Totem with 5 health at the feet of the caster. The totem enchants oil party members weopons 
with wind, il they ore within 20 yards. Each hit has a 20% chonce of gronting the attacker 1 extra attack with 31 5 
extra attack powtr. Lasts 1.50 min. 

' 

42 

175 

1C 

1# so# 

Summons o Windfury Totem with 5 health at the feet of the caster. The totem enchants all porty members weapons 
with wind, if they ore within 20 yords. Eoch hit hos a 20% chance of granting the ottocker 1 extro attack with 229 
extra ottock power. Lasts 1 .50 min. 


52 

250 

1C 

3# 20# 

Summons o Windfury Totem with 5 heolth at the feet of the caster. The totem enchants oil party members weopons 
with wind, if they ore within 20 yords. Eoch hit has o 20% chance of granting the ottocker 1 extra ottock with 1 22 
extra (Mock POWK. losis 1 .50 min. 


WINDFURY WEAPON 

1 



RANK LEVEL 

MANA 

RANGE 

CASTtNGTIME 

COOLDOWN COSTTOTRAtN 

EFFEO 

1 30 

185 


1C 

90# 

Imbue the Shaman's weapon with wind. Eoch hit has o 20% chance of granting you 2 extra attacks with 91 extra 
ottock power. Lasts for 5 minutes. 

2 40 

280 


1C 

1# SO# 

Imbue the Shaman's weapon with wind. Each hit has o 20% chance of granting you 2 extro attacks with 238 extra 
attack power. Lasts for 5 minutes. 

3 50 

395 


1C 

2# 50# 

Imbue the Shoman's weopon with wind. Each hit hos o 20% chance of gronting you 2 extra attacks with 497 extra 
ottock powet Losts for 5 minutes. 


Imbue the Shaman's weopon with wind. Each hit hos o 20% chonce of granting you 2 extra attacks with 665 extra 
ottock torn lasts for 5 minutes. 




i 







WINDWALL TOTEI^ 



■ 1 

li(dl 

RANK LEVEL 

MANA RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO I i 


1 36 

140 

1C 

1# 30# 

Summons o Windwoll Totem with 5 health at the feet of the coster. The totem protects porty members within 
_ 20 yards, reducing ranged domoge token by 1 6. Losts 1 min. 


2 46 

210 

1C 

2 # 50 # 

Summons o Windwoll Totem with 5 health at the feet of the coster. The totem protects porty members within 
20 yords, reducing ranged damage token by 25. Losts 1 min. 

A 

3 56 

280 

1C 

3 # 20 # 

Summons o Windwoll Totem with 5 health at the feet of the caster. The totem protects porty members within 
20 yords, reducing ranged damage token by 32. Lasts 1 min. 





RESTORATION 1 

The Restoration line of spells is what Shaman use to keep their allies, and themselves, alive during harsh battles. These spells turn the Shaman into a powerful secon^' 


Healer, ready to draw aggro away from Priests and save Warriors from going down. In the worst events, the Shaman a 
going even after near-wipeouts. 


? ready to Resurrect the fallen and keep the? 



CHAIN HEAL 




1 



RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG 1 


1 40 

260 

40 yd 

2.5sec 

1# 

50 9 

Heals the friendly target for 320 to 368, then jumps to heal additional nearby targets. Each jump reducBsii 
effectiveness af the heal by 50%. Heals 3 total targets. 


; 2 46 

315 

40 yd 

2.5sec 

2# 

50 9 

Heals the friendly target for 405 to 465, then jumps to heol odditional nearby targets. Each jump reductsli | 
effectiveness of the heal by 50%. Heals 3 total targets. 


‘ 3 54 

405 

40 yd 

2.5sec 

4# 

40 9 

Heals the friendly target for 551 to 629, then jumps to heal additionol nearby targets. Each jump reductsh 
effectiveness of the heal by 50%. Heels 3 total targets. 





CURE DISEASE 

RANK lEm MANA RANGE CASTING HME COOLDOWN COST TO TRAIN EFFEG 


1 22 40 30yd l( 


36^ Cures 1 diseqse on the torml. 



CURE POISON 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 


1 16 40 30vJ 1C 


13^ Cures 1 potai effect on the toi 



DISEASE CLEANSING TOTEM 

m ■ 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN EFFEG 


1# 40# 


Summons o Diseose Cleansing Totem with 5 health at the feet of the coster that attempts to remove 1 dii 
from party members within 20 yards evwv 5 seconds. Lasts 1 .50 min, 



HEALING STREAM TOTEM 





RANK LEVEL MANA RANGE CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEG 



Summons o Mealing Slreom Totem with 5 health at the feet of the caster for I min ihol heals group memlnn 
within 20 yards lor 20 every 5 seconds. 


Summons a Healing Stream Totem with 5 health at the feel of the caster for 1 min that heals group membn 
within 20 yards for 25 evary 5 seconds. 


Summons a Healing Stream Totem with S health at the feet of the caster for 1 min thot heols group nwmlxn | 
within 20 yords for 30 every 5 seconds. 


Summons o Healing Stream Totem with 5 health at the feet af the caster for I min that heols group memben 
within 20 yords for 35 wefy 5 seconds. . 



HEALING WAVE 







RANK LEVEL 

MANA 

RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEG 


• 

HI 

_ 2 6 


40 yd 

2sec 

1^ 

Heals a friendly target for 64 to 78. 



■ 

. 3 12 

90 

40 yd 

2.5sec 

89 

Heols a friendly target for 1 29 to 1 55. 



■ 

_ 4 18 

170 

40 yd 

3sec • 

22 V 

Heols 0 friendly target for 268 to 31 6. 



■ 

5 24 

220 

40 yd 

3sec 

42 9 

Heals a friendly target for 376 to 440. 



■ 

_ 6 32 

290 

40 yd 

3sec 

_Li 

Heals 0 friendly target for 536 to 622. 



■ 

^ 7 40 

375 

40 yd 

3sec 

19 500 

Heals 0 friendly target for 740 to 854. 



■ 

8 48 

485 

40 yd 

3sec 

2 0 50 9 

Heals 0 friendly target for 101 7 to 11 67. 




■ 9 56 

615 

40 yd 

3sec 

30 200 

Heals a friendly target for 1 367 to 1 561 . 




LESSER HEALING WAVE . ; 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 


40 yd 


lu ^ 

145 

40 yd 

1.5sec 

729 

Heals a friendly target for 247 to 281 . 


It ^ 

185 

40 yd 

1.5sec 

lO 309 

Heols a friendly target for 337 to 381 . 


1 4 44 . 

235 

40yd 

1.5se< 

j 50 0 

Heols a friendly target for 458 to 514. 


1 , 52 

_305 

41yd 

1.5sec 

30 20C 

Heals 0 friendly target for 631 to 705. 


V 6 60 

357 

40 yd 

1.5sec 

3 9 909 

Heals a friendly target for 832 to 928. 



MANA SPRING TOTEM 

Kt. 




RANK LEVEL 

MANA RANGE 

CASTING TIME 

OOLDOWN 

COST TO TRAIN 

EFFEG 1 

1 26 

120 

1C 



67 9 

Summons o Mona Spring Totem with 5 health at the feet of the caster for 1 min that restores 1 2 mono every 
5 seconds to group members within 20 yards. 

2 36 

t 

150 

1C 


TtT 

30 9 

Summons a Mono Spring Totem with 5 health at the feet of the caster for 1 min that restores 1 6 mono every 
5 seconds to group members within 20 yards. 

3 46 

180 

1C 


29 

50 9 

Summons a Mono Spring Totem with 5 health at the feel of the caster for 1 min thot restores 20 mono every 
5 seconds to group members within 20 yords. 

■ 4 56 

205 

1C 


39 

20 9 

Summons a Mono Spring Totem with 5 heohh at the feet of the coster for 1 min that restores 24 mono every 
5 seconds to group members within 20 yards. , 



The Shan 
Combat I 
abilities, 
also impr 
using! Re 
the abilit’ 
group ma 






Summons o Mono Tide Totem with $ heolth ot the feet of the coster for 1 2 sec thot restores 1 50 mono every 
3 seconds to group members within 20 yords. 


Summons o Mono Tide Totem with 5 health at the feet of the coster for 12 sec thot restores 240 mono every 
3 seconds to group members within 20 yards. 


POISON CLEANSING TOTEM 


Summons o Poison Oeonsing Totem with 5 health at the feet of the coster that ottempts to remove 1 poison effect 
from party members within 20 yards every 5 seconds. Losts 1 .50 min. 


felALENTS 


^Shaman Talent system closely follows the spell lines of this class. Elemental 
l^t takes a Shaman closer toward the ranged-damage (DPS) end of their 
^fes. Enhancement improves a Shaman's melee damage and survivability; it 
nproveson several of the group-enhancing totems that Shaman are loved for 
Restoration improves the efficiency of your totem spells, dramatically raises 
.ability of a Shaman to be a group healer, and even adds a totem that restores 
kipmana. 


li,.. 

b None 


tJ Concussion 

5 None 

Increases tbe damage done by your Shock spells by T , ( Per Rrmk 1 1 ■ 

3i Improved Sloneclow Totem 

5 5 Points in Elementol Combat 

Increoses the Heolth of your Stoneclow Totem by 5X (Per Rank) 1 

iHColl of Flame 

5 5 Points in Elementol Combat 

Increoses the damage done by your fire Totems by 2X (Per Rank) V 

CJ Convection 

5 5 Points in Concussion, 5 Points in Elemental Combat 

Reduces the Mono cost of your Shock spells by 2X (Per Ronk) 

y Improved Searing Tolein 

2 5 Points in Elemental Combat 

Increases the duration of your Searing Totem by 10X (Per Rank) 

y Elementol Focus 

1 10 Points in Elemental Combot 

Gives you o iOX chance to enter a Cleorcosting state after casting any Fire, 
Frost, or Nature domoge spell. The Cleorcosting state reduces the mono cost 

y Coll of Thunder 

5 1 0 Points in Elementol Combat 

Increoses the criticol strike chance of your Lightning spells by 1 X 
■ Progression I/2/3/4/6 

iJ Reverberation 

5 5 Points in Convection, 1 0 Points in Elemental Combat 

Reduces the cooldown of your Shock spells by 0.2sec (Per Rank) 

y Improved Fire Novo Totem 

2 ISPoinfsindemenlalCoffllMt 

Reduces the delay before your Rre Novo Totem octivotes by 1 sec (Per Ronk) 

y Elemental Fury 

1 5 Points in Coll of Thunder, 20 Points in Elemental Combat 

Increoses the critical strike domoge done by your Fire, Frost, ond Noture 
spells by lOOX 

y Improved Mogmo Totem 

2 20 Points in Elemental Combat 

Reduces the Memo cost of your Mogmo Totem by lOX (Per Rank) 

Ei Lightning Mastery 

5 25 Points in Elemental Combat 

Reduces the cost time of your Lightning Bolt and Chain Lightning spells by 
0.2 sec (Per Rank) 

y Improved drain Lightning 

2 25 Points in Elementol Combat 

Increoses the domoge deoh by your drain lighming sped by 5X (Per Rank) 

fl Elemental Mastery 

1 1 Point in Elemental Fury, 30 Points in Elemental Combat 

Instant Cost, 5 min cooldown When octivoted, this spell gives your next Fire, 
Frost, or Nature domoge spell o 1 0OX critical strike chonce 




RESTORATION Wf ENHANCEMENT 


jERtQUISIRS 


EFFEnS 


M Ancestral Knowledfle S None Increoses your maximum Mono by IX (Per Ronk) 


M Shield Spedolizotion 

5 None 

Inaeoses you chonce to block attacks with o shield by 1% (Per Ronk) 

iUi Improved Stoneskin Totem 

3 5 Points in Enhancement 

Increoses the omount of domoge absorbed by your Stoneskin Totem by 1 % 
-Progression: 7V14%/20% 

M Thundering Strikes 

5 5 Points in Enhancement 

Improves your chance to get o criticol strike with your weapon ottacks by 
n (Per Rank) 

fli Improved Ghost Wolf 

2 5 Points in Enhancement 

Reduces the cast time of your Ghost Wolf spell by 1 sec (Per Rank) 

M Improved Ughtning Shield 

3 5 Points in Enhancement 

Increases the damage done by your Ughtning Shield orbs by 5% (Per Rank) 

fid Improved Strength of Earth Totem 

3 10 Points in Enhoncement 

Increases the amount of Strength raised by your Strength of Earth Totem by 
5% (Per Rank) 

HI Two-Honded Axes and Maces 

1 10 Points in Enhancement 

Allows you to use Two-Honded Axes and Iwo-Honded Maces. 

Hi Anticipation 

5 10 Points in Enhancement 

Increases your defense skill by 2 (Per Rank) 

H Flurry 

5 5 Points in Thundering Strikes, 1 5 Points in Enhancement 

Increases your ottock speed by 10% lor your next 3 swings after dealing o 
critkol strike. ■ Progression: 10V15V20X/25V30X 

Improved Rockbiter Weapon 

2 IS Points in Enhancement 

Increoses the Attock Power bonus of your Rockbiter Weapon by 5X (Per Ronk) 

Hi Improved Flometongue Weopon 

2 20 Points in Enhancement 

Increases the domoge done by your Flometongue Weapon effect by 
5X (Per Rank) 

01 Parry 

1 20 Points in Enhoncement 

Gives 0 chonce to porry enemy melee ottocks. 

HJ Improved Frostbrond Weapon 

2 20 Points in Enhancement 

Increases the domoge done by your Frostbrond Weapon Effect by 
5X (Per Ronk) 

EJ Improved Windfury Weapon 

2 20 Points in Enhancement 

Increoses the chonce to octivote the Windfury Weopon effect by 2X (Per Rank) 

Hi Toughness 

5 1 Point in Parry, 25 Points in Enhancement 

Increases your ormor volue from items by 2X (Per Ronk) 

M Improved Grounding Totem 

2 25 Points in Enhancement 

Increoses the frequency that your Grounding Totem will absorb o spell by 
2 sec (Per Ronk) 

Mstormstrike 

1 30 Points in Enhancement 

440 Mono, Instant cost, 25 sec cooldown, 7yd range Gives you on extra 
attack. In addition, the next 2 sources of Noture domoge dealt to the target 
ore increosed by 20X. Lasts 1 2 secs. 

kJ Improved Groce of Air Totem 

3 30 Points in Enhoncement 

Increases the omount of Agility raised by your Groce of Air Totem by 
5X (Per Rank) 



H Improved Healing Wave 

5 

None 

Reduces the casting time of your Healing Wave spell by 0.1 sec (Per Rank) 

^Tidol Focus 

5 

None 

Reduces the Mona cost of your healing speNs by 1 X (Per Ronk) ; 

Improved Rebirth 

2 

5 Points in Restoration 

Reduces the casting time of your Rebirth spell by 2 sec (Per Ronk) 

HAncestrol Healing 

5 

5 Points in Restoration 

Increases your target's armor value from items by 5X (Per Rank) for 1 5 sec 
after getting a criticol effect from one of your heoling spells. 

liTotemic Focus 

5 

5 Points in Restoration 

Reduces the Mono cost of your totems by 2X ( Per Rank ) H 

M Eventide 

5 

10 Points in Restoration 

Increases the duration of your Healing Stream and Mono Spring totems by V 
3X (Per Rank) B 

M Combat Endurance 

1 

10 Points in Restoration 

Allows 1 OX of your Health regeneration to work while in combat E 

H Improved Lesser Healing Wove 

5 

10 Points in Restoration 

Gives you 0 1 SX chance (Per Rank) to avoid interruption caused by damage E 
while casting Lesser Healing Wove. E 

H Improved Healing Streom Totem 

5 

5 Points in Eventide, 1 5 Points in Restoration 

Increases the eKect of your Healing Stream totem by 4X (Per Ronk) ! 

SiridolMostery 

5 

IS Points in Restoration 

Increases the critical effect chonce of your heoling and Noture domoge spells i 
by IX (Per Rank) 

Hi Improved Mono Spring Totem 

5 

5 Points in Eventide, 20 Points in Restoration 

Increoses the effect of your Mono Spring Totem by SX (Per Rank) 

Nature's Swiftness 

1 

5 Points in Tidal Mastery, 20 Points in Restorotion 

Instant Cost 3 min cooldown. When activated your next Nature spell with o 
costing time less thon 1 Osec. Becomes on instant cost spell 

B Purification 

5 

25 Points in Restoration 

Increases the effectiveness of your heoling spells by 2X (Per Rank) : 

Obi Mono Tide Totem 

1 

5 Points in Improved Mono Spring Totem, 30 Points in Restoration 

20 Mono, Instont Cost, 5 min cooldown. Summons a Mono Tide Totem with S 
health at the feet of the caster for 1 2 sec that restores 1 20 mono every 3 







/ 


STRATEGIES 


frne primary factor in determining Shaman strategy rests on the duration of an 
; jinning fight. In longer fights, Shaman bring more and more interesting things 
ha group (and even to some extent gain this complexity when soloing). Shaman 
most efficient and exiting when pressured into using many of their special AoE 
Bems, which are pivotal in distinguishing this class from its rivals. 


SURVIVAL 

you and your group are threatened, the class has many tricks to come out on 
SI In battles where there is risk to the party and a powerful monster (or a number 
diesserfoes), it's amazing to see what the totems can accomplish over time. Drop 
Stoneskin totem and reduce incoming damage right off the bat! The effect of 
totem belies the modest numbers on its description. 

icing each enemy attack by six points (for example), adds up to hundreds of 
sdmana in healing when a group goes through 1 5 to 20 rounds of attacks against 
lefoes. Considering that this totem lasts for an entire minute, those numbers 
jBentirely legitimate. Add that this totem costs less than equivalent healing for that 
an's level and it becomes even more beneficial! 


tesame math applies to the Healing Stream Totems. Though each tick seems 
fea trivial sum of health to restore, these powerhouses of HOT efficiency costs 
(V little to drop, take no time to prepare, and account for about an entire Lesser 
Wave worth of health to each member of the party who is damage during 
fcnext minute. You just can't beat efficiency like that, even if only one or two party 
15 are taking damage. 



BACKUP HEALING 

Sanan have the ability to fight up close and do magical damage, so there are times 
tt^n it doesn't seem like it is a Shaman's "duty" to heal. This is a complex issue, 
.wi a great deal of personal decisions enter into it, but there are a few important 
f; Its to make. 




Shaman have the ability to save lives, as do all healing classes. Dealing damage 
saves lives when the damage brings down a target that is threatening the group. 
Healing saves a life when it restores a person who would have fallen before the 
attacking enemies were slain. If you are in a group that is about to lose a member 
due to an attack, it is your responsibility to drop into healing duties for a time. Even 
in a selfish sense, everyone benefits from keeping each member alive during a fight 
because losing a person leads to major downtime (for a corpse run), or a substantial 
loss in capabilities for the next few minutes (if Resurrected and sick). 


And, from a mana perspective, it costs 
much more to bring someone back from 
the dead than it does to give them a bit 
of healing. 


Looked at from a different angle, there 

is a great deal of good to be done by a secondary healer. Shaman have much better 
armor than Priests, especially in the later game. Healing a wounded character saves 
the primary healer from getting aggro; this is doubly important when the person 
being healed is the primary healer. 


Shaman specced in the Restoration Talent line actually become quite skilled in 
healing. Combining this and an Intellect equipment build, a person can support 
entire groups as if playing a traditional Priest. 

WORKING WITH OTHER SHAMAN 

Shaman can only drop one totem from a given element at a time. Having other 
Shaman around is nice from the beginning because you can divvy totem duties (to 
stack various long-term positive effects for the tougher battles). Consider having one 
perhaps handle the buff totems while the other is responsible for bread and butter 
selections. This way, groups can have Tremor and Stoneskin at the same time, for 
example. 

As for additional duties, they can be divided as well. If healing is in good shape with 
just one of the Shaman staying on backup duty, the other can switch over to a more 
aggressive posture and get the enemies knocked down faster with more Earth Shocks 
and Chain Lightning. Use Lightning Shield and deal even more damage, efficiently, 
in the event that your casting draws brief aggro. This militant style of casting is better 
later on, when Shaman have Iwtter armor, but it works well enough in the early days 
as well, so long as you don't overdo it on any single creature. 







WAR! 


Warlocks are a class of mystery and challenges that must be hidden, by necessity, from the normal village 
who populate the Horde and Alliance. While others shun the power of demon summoning and control, a rai 
few understand that power is merely a tool to be used as one sees fit. Without taking advantage of power, • 
we are sure to be the victims of it. 


These casters are different than Mages, though damage can still be a focus for them. Warlocks use a mu 
of direct, magical assault and demonic pets to accomplish various tasks. Synergistically, these forces allou 
Warlocks to kill very efficiently over time. One great joy is that these summoners are able to choose from 
different types of pets as they level (starting with a Mage-like imp, but leading toward pets that act as Warrior 
Rogue, Priest, Mount, and so forth). ' ■ ■ 


Warlocks start with the mystic staples: bolts from range, some direct damage, and so forth. From therr 
however, the variety expands again, as Warlocks master multiple forms of damage over time and debuffs to 
weaken their opponent. To top of the pile of tricks, these casters can create stones to instantly heal thcmscivn 
(or allies if given away) and other stones that bring back the dead! Warlocks can even summon grouped allih 
from other parts of the world, instantly joining them with the bulk of the party before heading into danger. 


Warlocks may sound challenging, or even a little daunting; they are! And, it's worth your time and pradki 
to learn about these clever casters. If you want power at range and thrive on complex tricks and technique 
don't listen to those Mages who pretend to understand true power. Keep reading to learn the truth. 


INTRODUCTION TO PLAYING THE CLASS 


r ATTRIBUTES APPLIED I 

1 Strength 

Almost Nothing 

1 Stomina 

Higher Hit Points 

1 Agility 

Improved Dodge Rote i 

1 Intellect 

Improved Mono Pool, Higher Chance for o Spell Critical ' 

1 Spirit Improved Hit Point and Mono Recovery t 




HIDDEN KNOWLEDGE 
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Though I had never been here, I had heard from others where to seek my trainer. There, in the dark storage room under the 
tavern, I found barrels of aging whisky and ale. The place smelled dry and a bit stale, but there was something else hovering 
in the air; an almost imperce|)tible hint of excitement and energy. 


"Who are you?" a voice queried from the darkness. 


I concentrated for a few moments instead tjf responding, bringing a powerful energy to bear in the room and a light shone 
where before there was nothing. Out of that stepped one of my Imps, snarling for a moment in its petulant manner. 


"I come as a man who wishes to learn," I said to the shadowy figure near the wall. "I have already begun my journey, but 
there is much still that I do not understand. Others have said that you are a person who can help me." 


"We must all help ourselves," the other said while stepping slightly forward. "Yet," he added, "I can guide you toward 
greater things." 


The stairs above us creaked for a moment, sounding as if someone was about to descend. Both of our hands readied into 
the folds of our robes, bringing out wands that c racked with a dark aura. Nothing approac hed; it was merely some buffoon 
upstairs who had wandered too heavily on the floor. 


I smiled as I put my wand away. "I am ready." 


he door swung shut, but a cold wind had blown into the tavern. Several of the locals looked up at me, but they 
didn't stare long. Mages came through Goldshire all the time, and to them I seemed about as common as any c aster 
with a mind for flame and glory. I purr based some basic supplies and made myself a fixture of the rexim for a time, 
waiting until nobody knew or cared what I was doing, then I slipped into the bac k room and down the stairc ase. 


''races and starting attributes 



RACE 

STRENGTH 

STAMINA 

AGIIITY 

INIEllEO 

SPIRIT 

1 Gnome 

20 

21 

22 

24 

22 1 

1 Human 

21 

22 

21 

23 

22 1 

lore 

22 

22 

20 

22 

23 ■ 

^Jndeo^^ 

20 

HHH 


hIhi 






ITEMS AND EQUIPMENT 


isaren'tas dependent on equipment as a number of their rivals and comrades, 
.having a good wand and high bonuses to Spirit and intellect are enough by 
es to place Warlocks in a fairly gocxl spot. These casters have many facets 
at revolve around the timing of their ability use, so stats are reduced slightly 
;e (not to the point of being on the sidelines, of course). 

fv focus for a Warlock is to collect a heavy supply of Intellect and Spirit 
• With proper pel use. Warlocks can have some very effective and long fights 
in difficult opponents. A high Spirit stat gives you the chance to regenerate 
ghtocome back into the fight after some wand use. Intellect is always there for 
iagood mana pool. With Warlocks, it's hard to focus on one over the other, 
»lh play such a critical role. 



ds have already been mentioned; these ranged weapons are perfect for adding 
Ittor group damage when your mana is depleted (or when you wish to start 
fating mana as a monster dies of your DOTs). Stay current with these weapons 
in as possible and practice their use and timing to make sure you gel the 
m amount of damage out of their use. 



) CHOOSING YOUR PROFESSION 


bean be happy with several choices in tradeskills. Tailoring and Enchanting 
re allure because of their wide use in creating and improving mcxlerate to 
quality items for casters. This is a very good route for the solo Warlock. 

bin large guilds may prefer Herbalism and Alchemy, for the potion potential, 
tolocks don't use potions quite as often as some of the other casters because 
ir ability to shift mana into health and health into mana (though different 


se Warkxks get dinged up from time to lime and like to use their health 
kxjs projects, it's very nice to have Ccx)king and First Aid to improve the 
:y of these powers, f^uickly increasing your mana supply on the move and 
rst Aid to shore up any health problems can keep a Warlock in top form. 




D CLASS ABILITIES 


Warlock abilities are able to cause 
massive trouble to enemies through 
DOTs, debuffs, and some direct 
damage. In addition, a Warlock's choice 
of pet modifies which buffs are cast on 
allies and how militant the Warlock is 
against enemies (Imps for damage at 
range, Succubus for melee damage, 
Voidwalker for defense, etc.). 
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Cwnufci 3 74 AHIklipii 
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Drain Sail t t4 AHIklion 


DtMUtwbimibiby N/A » D«innolo;y 
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SlafanMl S t» Dwrartion 

DnnionAniw t 30 

Drain IK. 1_ jp Afflirtin ' J 

tmlow Dnmon _ L _ * Dnmcnebgy 


DhUiCiI 3 SI 


S«»i n9Pnln 
ShnlMWotil ~ 


DMnflAraw 4_ 50^ 

Del «(1 Cranial Inviiiliaiy N/A 5D 


CraUtllMetSHfclont H/A AO 


(intolHiaflanienh 3 60 




OtnUUalnffirailona li/'A 56 


(wMoUadilniiiaH 4 56 



I AFFLICTION 

■ Affliction is the line for debuffs, DOTs, and various foul tricks. Warlocks are able to place long-term damage on targets with Corruption and Curse of Agony. LifeTapij 
I to convert health into mana, which is always a fine way to limit downtime (especially when food or First Aid can be used). Against enemies who are focused on yourj 
t various allies, Drain Life restores some of your health at the expense of your target, while Drain Soul is the key to stealing the souls of your foes. 



S BANISH 






MB- 

1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EfFEO 1 

II N/A 28 

100 

30 yd 

Iset 

20min 

50 « 

Banishes the enemy target, preventing oil action but making it invulneroble for up to 30 sec Only one lergn 







be bonished at o time. i 

.. . _ 1 

S CORRUPTION 

1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EfFEO 1 

. f 4 

35 

30 yd 

2se< 


1# 

Corrupts the torget, cousing 42 damage over 1 8 sec. 

2 14 

55 

30 yd 

2sec 


9# 

Corrupts the target, causing 91 damage over 21 set. 

3 24 

100 

30 yd 

2sec 


50# 

Corrupts the torget, causing 1 84 damage over 24 sec. 

4 34 

160 

30 yd 

2sec 


1#10# 

Corrupts the target, causing 324 domoge over 27 set. 

5 44 

225 

__30yd 

2set 


1#70# 

Corrupts the target, causing 486 domoge over 27 sec. 

6 54 

290 

30 yd 

2sec 



Corrupts the target, cousing 666 damage over 27 sec. 


1 8 25 30yd 

2 18 50 30 yd 


Curses the target with ogony, causing 60 damage aver 30 set. Only ane Curse per Warlock can be activew| 

one target. _ _ „ _ __ ^ 

Curses the torget with agony, cousing MO domoge over 30 sec. Only one Curse per Worlock can be octivuj| 
torget. 


'3 28 90 

30 yd 

1C 

50# 

Curses the target with agony, cousing 280 damage over 30 set. Only one Curse per Warlock can bo ocIrNii 


! 



OMtorgil. 



CURSE OF AGONY 

ML 1 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN 

EFFEn 1 



4 38 130 30 yd 

1C 

1#40# 

Curses the target with agony, causing 450 damage over 30 sec. Only 

one Curse per Warlock con be adnei || 




one tergal. 

j B 

5 48 : 170 30yd 

^ ! L 

1C 

2#50# 

Curses the target with ogony, causing 640 domoge over 30 sec. Only 

OMiBWi. 

one Curse per Worlock con be oPiwiii 1 


6 58 215 30 yd 


Curses the target with ogony, causing 870 domage over 30 sec. Only one Curse per Warlock con be oclwil 





CURSE OF RECKLESSNESS 



RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEa 1 

1 14 

40 

30 yd 

1C 

9# 

Curses the torget with recklessness, increasing otiack power by 20 but reducing armor by 140 for 3 mio.(il 
MWiias will not flee and will ignore fear effects. Only one Curse per Worlock can be octive on imy 0Nll| 

2 28 

70 

30 yd 

1C 

50# 

Curses the target with recklessness, increosing attack power by 45 but reducing ormor by 290 lor 2 mit d 
enemies will not flee and will ignore feor effects. Only one Curse per Worlock con be octive on ony oNkf 

3 42 

100 

30 yd 

1C 

2 # 20 # 

Curses the target with recklessness, increasing ottock power by 65 but reducing ormor by 465 for 2 iim. w 
enemies will not flee and will ignore feor effects. Only one Curse per Warlock con be active on any one M 


130 30 yd 


Curses the target with recklessness, increosing attock power by 90 but reducing ormor by 640 for 3 niiitn ^ 
enemies will not flee ond will ignore feor effects. Only one Curse per Worlock con be active on any oeelqj 


1 CURSE OF SHADOW 



1 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEQ 


1 44 150 30 yd 1C 

I#70# 

Curses the target, reducing Shadow ond Arcane resislonces by 60 for 2 min. Only one Curse per WarlodmH 
active on any one torget. ^ 


56 200 30 yd 


Curses the torget, reducing Shodow and Arcane resistances by 75 for 2 min. Only one Curse per Worlodiiif 
octive on aiy one torget. 


\ CURSE OF THE ELEMENTS - ^ 

M- H 

1 RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COSTTOTRA 

ilN EFFEn 1 


1 32 100 


30 yd 


Curses the torget, reducing Rre ond Frost resistances by 45 for 2 min. Only one Curse per Worlock ton ki 


r- - 

2 46 150 

30 yd 

1C 

2#20# 

Curses the torget, reducing Rre and Frost resistances by 60 for 2 min. Only one Curse per Warlock conk Jfi 
ony one target. 

r 3 60 200 

--J 

30 yd . 

1C 

2#90# 

Curses the target, reducing Rre and Frost resistonces by 75 lor 2 min. Only one Curse per Worlock tonkiU 
.iwonetaigei. Ji 



CURSE OF TONGUES 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN 


30 yd 


70 # Fortes the target to speak in Demonk, slowing the costing time of oil spells by 50X. Only one Curse p« 



|[ 2 50 no 

30 yd 

1C 

2#80# 

Forces the target to speok in Demonic, slowing the costing time of oil spells by 60%. Only one Curse pB 





con be active on any one target. Lasts 30 sec. | 





CURSE OF WEAKNESS 



^ 

Wtm LEVIL 

MANA 

RANGE 

ASTINGTIME 

COOLDOWN COST TO TRAIN 

EFFEO 1 

' 1 4 

35 

30 yd 


1® 

Domooe coused by the torqet is reduced by 3 for 2 min. Only one Curse per Worlock con be octiwe on any one target. 

2 12 

65 

30 yd 

IC 

69 

Domoqe caused by the lorqel is reduced by 6 for 2 min. Only one Curse per Worlock con be active on any one torget. 

' 3 22 

105 

30 yd 

1C 

40 9 

Domooe caused by the tomet is reduced by 1 0 for 2 min. Only one Curse per Worlock con be active on any one target. 

\ 4 32 

155 

30 yd 

_ IC 

19109 

Domoqe coused by the target is reduced by 1 5 for 2 min. Only one Curse per Warlock can be active on any one target. 

[ 5 42 

225 


JC 

2 # 20 © 

Domoge caused by the toroet is reduced by 22 for 2 min. Only one Curse per Warlock con be active on any one target. 

hii: 

310 

30 yd 

IC 

3#209 

Domoae coused by the target is reduced by 31 for 2 min. Only one Curse per Warlock con be active on any one torget. 


DEATH COIL 





, Jl RANK LEVE 

MANA 

RANGE CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFEEG 1 


230 

_30jd 1L__. 

lOmin 

19 509 

Droins 287 of the enemy torgel's heolth, returning lOOX to the caster. 

■ K 50 

290 

30 yd IC 

lOmin 

2 9 809 

Drains 375 of the enemy target's health, returning 100% to the coster. 


350 

30 yd IC 

lOmin 

2 9 709 

Droins 470 of the eimny target's health, retwidno 1 00% to the caster. 


K 1 

14 

55 

20 yd 

IC 

99 

Tronsfers 1 0 heolth every second from the target to the coster. Losts 5 set. 


Eilf 1 

22 

85 

20 yd 

IC 

40 9 

Transfers 17 heolth every second from the target to the coster. Lasts 5 sec. 



30 

135 


IC 

60 9 

Transfers 29 health every second from the target to the coster, lasts 5 set. 


lul 

38 

185 

20 yd 

IC 

19 409 

Tronsfers 41 health every second from the target to the coster, losts 5 set 


■V 

46 

240 

20 yd 

IC 

2 9 20 9 

Transfers 55 health every second from the torget to the coster. Lasts 5 sec. 



54 

300 

20 yd 

IC 

49409 

Tronsfers 71 health every second from the target to the caster. Lasts 5 sec. 










drain MANA 

■'i: 

K' 




imm 

LEVa 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEn 



Mdl 1 

24 

95 

20 yd 

IC 

509 

Tronsfers 42 mono every 1 sec from the target to the caster. Lasts 5 sec. 


■■[ 2 

34 _ 

155 

20 yd 

IC 

19109 

Transfers 68 mono every 1 sec from the target to the coster. Lasts 5 set. 


3 

44 

225 

20 yd 

IC 

1 9 70 9 

Tronsfers 99 mono every 1 set from the target to the coster. Lasts 5 set. 



54 

310 

20 yd 

IC 

4 9 40 9 

Transfers 1 36 mono every 1 set from the target to the coster. Losts 5 sec. 




DRAIN SOUL 







UiUl 



COOLDOWN COSTTOTUIN 

EFFEn 1 


1 10 

55 

30 yd 


39 

Drains the soul of the torget, cousing 55 domoge over 1 5 sec. If the target dies while being droined, ond yields 
experience, the coster gains a Soul Shard. Soul Shards ore required for other spells. 


[ 2 24 

125 

30 yd 

IC 

509 

Droins the soul of the target, tousing 1 55 domoge over 1 5 set. If the target dies while being droined, ond yields 
experience, the caster goins a Soul Shard. Soul Shords ore required for other spells. 

■ 

|, 

210 

30 yd 

IC 

19 409 

Droins the soul of the target, causing 295 domoge over 1 5 sec. If the target dies while being droined, and yields 
experience, the caster gains o Soul Shard. Soul Shords ore required for other spells. 

H 

i< S! 

fi 

290 

30 yd 

IC 

39209 

Droins the soul of the target, cousing 455 damage over 1 5 sec. If the torget dies while being drained, and yields 
experience, the caster gains o Soul Shard. Soul Shards ore required for other spells. 



f g 

35 

20 yd 

1.5 

29 

Strikes feor in the enemy, causing it to run in fear for up to 1 0 set. Only 1 target tan be feared at o time. 

f 2 32 

55 

20 yd 

_ 1.^ 

19109 

Strikes fear in the enemy, cousing it to run in fear for up to 1 5 sec. Only 1 target con be feared at o time. 

>Hr 

80 

20 vd 

1.5 set 

49 409 

Strikes fear in the enemy, cousing it to run in feor for up to 20 sec. Only 1 target con be feared at o time. 


S HOWL or terror ' 






1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 1 


40 s« 

40se ( 3»50» 


Howl, tousing all enemies within jO^ds to flee in lerror for 10 s et. 
Hw»l amsing oil enemies within 1 0 yds to flee in terror for 1 5 set. 


II lUl mm HP RANGr " CASTING TIME COOLDOWN COST TO TRAIN EFFEO It 

rr^ 

14 

IC 

19 

Converts 14 heolth into 20 mono. 


1 2 16 

57 

IC 

189 

Converts 57 heolth into 65 mono. 


^ — 
3 26 

112 

IC 

709 

Converts 1 1 2 heolth into 1 30 mono. 


. 4 36 

182 

IC 

19 

Converts 182 heohh into 210 mono. 


[ 5 46 

294 - 

IC 

29 209 

Converts 294 heohh into 300 mono. 



404 • 

IC 

69409 

Converts 404 heohh into 420 mono. 

.. 


mi 


, 'V) 




DEMONOLOGY 

y Many of a Warlocks buffs and special abilities are found in the Demonology line. Demon Skin/Armor is used to improve armor and health regeneration (and should|| 
[j be active). Using Soul Shards, you can create Healthstones (instant health items that can be traded to allies). Various other stones are used to protect against magicaliT 
[■ (Spellstones), or assist in dealing elemental weapons damage (Firestones). 





CREATE FIRESTONE 




mm 

m 

ABILITY 

RANK 

LEVEL 

MANA 

RANGE 

CASTING TIME COOLDOWN COST TO TRAIN 

EFFEO 

Creole Lesser Firestone 

N/A 

28 

500 


3sec 50# 

Creotes o Lesser Firestone which con be equipped in the off hand. When equipped, enchonb the mi] 
weopon with fire, granting each attack o chance to deal 25 to 35 odditionol lire damoBe. J 

Create Rrestone 

N/A 

36 

700 


3sec - 1 # 

Creotes o Firestone which con be equipped in the off hand. When equipped, enchonts the moin hdi 
with lire, granting each ottock o chance to deal 40 to 60 additional fire damage. 

Create Greater Firestone 

N/A 

46 

900 


3sec 1#90# 

Creates o Greater Rrestone which con be equipped in the oil hand. When equipped, enchants them 
weopon with fke, granhng each attack o chance to deal 60 to 90 odditionol lire domoge. 

Creole Mojor Firestone 

N/A 

56 

1100 


3sec 3 #90# 

When equipped, enchants the main hand weopon with lire, granting each attack o chance to dedlH 
odditionol lire damage. 


CREATE HEALTHSTONE 

1. 



ABILITY 

UNK 

lEVU 

MANA 

RANGE 

CASTING TIME COOLDOWN COST TO TRAIN 

EFFEO 1 

1 Creote Minor Heolthstone 

N/A 

_ >0 . 

95 


3sec 3 # 

Creates o Minor Heolthstone thot con be used to bistoiiliy restore 100 health. 

! Creole Lesser Heolthstone 

N/A 

A.. 

240 


3sec 40# 

Creotes a Lesser Heolthstone that con be used to instantly restore 250 health. 

[ Creole Heolthstone 

N/A 

34 

475 


1 QIO# 

Creotes o Heolthstone thot con be used to instantly restore 500 heolth. 

[ Creole Greater Heolthstone 

N/A 

46 

750 


3sec 2 #20# 

Creotes o Greater Heolthstone that con be used to instantly restore 800 heolth. 

Creole Major Heolthstone 

N/A 

. 58 

1120 


3 sec - 4 #30# 

Creates o Mojor Heolthstone that con be used to instantly restore 1 200 heolth. 

CREATE SPELLSTONE 


w 


ABILITY 

RANK 

LEVEL 

MANA 

RANGE 

CASTING TIME COOLDOWN COST TO TRAIN 

EFFEO 1 

1 Creole Spelktone 

L 

N/A 

36 

500 


Ssec 1# 

Creates o 5pelktone lor the caster. When equipped and used, the 5pelktone removes oil mogkellitl 
the cosier and will absorb 400 mogic domoge for 1 min. 

1 Creole Greater Spelktone 

N/A 

48 

750 


5se< 2 #50# 

Creates o Greater 5pelklone lor the coster. When equipped and used, the Greoler Spelktone renna 
magic effects from the coster ond will absorb 650 mogic domoge lor 1 min. 

Creote Major Spelktone 

N/A 

60 

1000 


Ssec 2 #90# 

Creates o Mojor Spelktone lor the caster. When equipped ond used, the Mojor Spelktone removtidi 
effects from the coster ond will obsorb 900 magic damage for 1 min. 



CREATE SOULSTONE 


RANK lEVEl MANA RANGE CASTING TIME COOLDOWN 


Creoles a Souktone ihol can be used oiler death to restore its owner lo life. 


1 DEMON ARMOR 



'■.f 

1 RANK LEVEL 

MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEO 

1 20 

275 

1C 

M© _ 

Prolects the coster, increasing armor by 210, shadow resistonce by 10 ond health regeneration lor 30 ■ 

2 30 

520 - 

1C 

60# 

Protects the coster, increasing armor by 300, shadow resbtonce by 20 and health regeneration lor 3Qiii 

3_ 40 

800 

1C 

2# 60# 

Protects the caster, increosing armor by 390, shodow resbtonce by 30 ond health regeneration lor 30 ■ 

' 4 .50 

1150 

1C 

ir 80# 

Prolects the coster, increasing armor by 480, shadow resbtonce by 40 and heolth regeneration lor 30 ek 

5 60 

1580 

1C 

2# 90# 

Protects the coster, inaeosing armor by 570, shadow resbtonce by 50 ond heolth rogonoration lor 30 h 


DESTRUC 

The Destructior 
direct damage a 
Is gained later c 
during this time 



DEMON SKIN 

RANK LEVEl MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 




«g armor by 120 and health regeneration lor 30 min 



DETECT INVISIBILITY 


ABILITY RANK LEVEL MANA RAN 

IGE CASTING TIME COOLDOWN COST TO TRAIN EFFEG 


N/A 26 50 30yd 

N /A 38 90 30 yd 


Detect Greoter lnvisibaitY N/A 50 140 30 yd 


70 C 

2# 80 # 


Allows the friendly target to detect lesser invisibility lor 10 min. 
Allows the friendly torget to detect InvisibilitY lor 1 0 m 


Allows the frien dly torget to delect greater invisibility lor 10 min. 



ENSLAVE DEMON 

RANK LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN EEFEa 


lo 



1 30 300 


30 yd 


2 44 500 


30 yd 


3 58 700 


30 yd 


Enslaves the target demon, up to level 32, forcing it to do your bidding. While ensloved, the demon's ollili|i. 
is slowed by 30tC and its costing speed is slowed by 30%. Lasts 5 min, but the target gets o chonce lo tralij 
every 5 seconds. _ 

Enslaves the target demon, up to level 47, forcing it to do your bidding. While enslaved, the demon's oM 6^ 
is slowed by 30% and its costing speed is slowed by 30%. Losts 5 min, but the target gets o chance lo bridi 
every 5 seconds. _ 


Enslaves the target demon, up lo level 62, forcing it to do your bidding. While enslaved, the demon's otiiilg 
b slowed by 30% ond Hs casting speed is slowed by 30%. Lasts 5 min, but the target gets o chonce lo trail 
every 5 seconds. 


EYE OF KILROGG (SUMMON) 




RANK LEVEL MANA RANGE CASTING DME COOLDOWN COST TO TRAIN EFFEO 


jg^LN/A n 


50000 yd 


Summons on E y e of Kilrogg ond binds your vbi on lo H. The eye is steollhy ond guide, but very ftogiR, 









ipped, enchants the main ho 
fire dama ge. , 


xk a chance to deal 80 to 120 


sN HEALTH FUNNEL 




W" 

\\ m LEVEL 

HP 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 

U 

11 +5/ sec 

20 yd 

1C 

6® 

Gives 1 2 heolth to the caster's pet every second for 1 0 sec os long os the caster channels. 

1 2 20 

IS + 10/ sec 

20 yd 

1C 

20 <9 

Gives 24 health to the coster's pet every second for 1 0 sec os long os the caster channels. 

f 3 28 

24 + 17/ sec 

20 yd 

1C 

SO 9 

Gives 43 health to the coster's pet every second for 1 0 sec os loag as the caster channels. 

1 4 36 

39 + 24/ sec 

20 yd 

1C 

10 

Gives 64 health to the caster's pet every second for 1 0 sec os long os the caster chonnek. 

F 5 44 

45 + 33/ sec 

20 yd 

1C 

1 0 70 0 

Gives 89 health to the caster's pd every second for 1 0 sec as long os the coster chonnek. 

f 6 52 

62 + 42/ sec 

20 yd 

1C 

30200 

Gives 119 health to the caster's pel every second for 10 sec os long as the caster chonnek. 

Ij. 

79 + 52/ sec 

20 yd 

1C 

20900 

Gives 1 53 heolth to the coster's pel every second for 1 0 sec os long os the caster channels. 


RITUAL OF SUMMONING 


RANK LEVEL MANA RANGE CASONGTIME COOLDOWN COST TO TRAIN 

EEFEO 


the ritual. In order to portidpote, oil ployen must right-dklc the porto l ond not move until the cituol is ce 


SENSE DEMONS 




RANK LEVEL MANA RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFEEO 1 


Shows the location of oil nearby demons on the minimop until cancelled. Only one type of tracking con be used 


1 SHADOW WARD 

■ 


'' m 

ISi: 

RANR LEVEL 

MANA 

RANGE 

CASTING TIMI 

COOLDOWN 

COST TO TRAIN 

EFFEG 1 

[ 1 32 

135 


l( 

30 sec 

1# 10O 

Absorbs 1 85 shadow domoge. Losts 30 sec. 

42 

195 


1C 

30 sec 

2# 20# 

Absorbs 300 shadow domoge. Lasts 30 sec. 

M 52_ 

255 


l( 

30 sec 

30 200 

Absorbs 430 shadow domago. Lasts 30 sec. 


emoves oil magic effects tron 
oler Spellstone removes oN 
' Spellslone removes oil mogic 



ved, the demon s attack speed 
gels 0 chance to break free 


ved, the demon's attack speed 
gets a chance to break free 


ved, the demon's attack speed 
gets a chance to breok free 


;, Out very frogile._ 


UNENDING BREATH ' 


RANR LEVEL MANA RANGE CASTING TIME COOLDOWN COST TO TRAIN 

EFTO 


\ HELLFIRE 





1 RANR LEVEL 

MANA 

RANGE CASTING DME 

COOLDOWN 

COST TO TRAIN 

EFFEQ 1 

!' V 

645 

l( 


60 0 

Ignites the area surrounding the coster, cousing 83 fire damage to himself and 83 fire domoge to oil nearby 
enemies every 1 sec. Losts 1 5 sec. 

[ 2 42 

955 

l( 


2# 600 

Ignites the oreo surrounding the coster, causing 139 fire damage to himself ond 145 fire damage to oil neorby 
enemies iviry 1 sec. Losts 15 sec. 

hi 

1274 

1C 


4 0 40 0 

Ignites ihe area surrounding ihe caster, causing 208 fire domoge to himself ond 21 6 fire domoge to oil neorby 
enemies wary 1 sec. Lasts 15 sec. 


DESTRUaiON 

Tr* Destruction line should be most familiar to players who like playing Mages; these spells include your primary bolt (Shadow Bolt), another DOT (Immolate), and other 
J’cct damage attacks, such as Searing Pain. Warlocks are able to use AoE attacks through the Destruction line, with Rain of Fire being one of the safer spells to use; Hellfire 
v end later on and deals massive AoE damage at tremendous risk to the Warlock (don't forget to use Spellstones and other forms of protection to reduce damage taken 
this lime). 


^ IMMOLATE 





nj RANR LEVEL 

MANA 

RANGE 

CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEa 1 

IjL >_ ' . 

25 

30 yd 

2sec 

10# 

Burns the enemy for 8 damage and then on additional 20 damage over 1 5 sec. 


45 

30 yd 

2sec 

30 

Burns the enemy for 1 9 domoge ond then on additional 40 domoge over 1 5 sec. 

Hi 3 20 

90 

30 yd 

2sec 

20 0 

Burns the enemy for 45 damage and then on oddilionol 90 damage over 1 5 sec. 

■ [4 30 

155 

30 yd 

2sec 

60 0 

Burns the enemy for 90 domoge and then on odditionol 1 65 domoge over 1 5 sec. 

BF 5 40_ 

216 

30 yd 

1.8sec 

2 0 60 0 

Burns the enemy for 1 73 domoge and then on odditionol 330 domoge over 1 5 sec. 

Ht 6 50 

295 

30 yd 

1.5sec 

2 0 80 0 

Burns the enemy for 255 domoge and then on odditionol 485 damage over 1 5 sec. 

Hr 7 60 

370 

30 yd 

1.5 sec 

2 0 90 0 

Burns the enemy for 343 domoge and then on additional 645 damage over 1 5 sec. 


RAIN or FIRE 

IMK LEVEL MAIU RANGE USTINGIIME COOLDOWN 


30 yd 


30 yd 


Calls down a fiery rain ta burn enemies in the area of effed for 1 74 domnga aver 9 


30 yd 


Calk down a fiery roin to burn enemies in the oreo of effect for 408 dmniige over 9 sec. 


30 yd 


Calk down o fiery roin to burn enemies in the areo of effect for 654 domoge over 9 sec. 


30® 


Colk down o toy rain to burn enemies in the orea of effect for 954 datnoge over 9 sec. 


SEARING PAIN 



U//] RANR LEVEL MANA RANGE CASDNGTIME COOLDOWN 

COST TO TRAIN 

EFFEO 1 


1 18 

50 

30 yd 

1.5 sec 

22 0 

Inflict seoring poin on the enemy target, causing 41 to 51 Fire domoge. Causes o high omount of threat. 


75 

30 yd 

1.5 sec 

40 0 

Inflict searing pain on the enemy target, causing 59 to 71 Fire damage. Causes o high omount of threot. 

3 34 

100 

30 yd 

1.5 sec 

90© 

Inflict searing pain on the enemy target, cousing 86 to 1 04 Rre domoge. Causes o high amount of threat. 

4 42 

127 

30 yd 

1.5 sec 

1© 500 

Inflict searing pain on the enemy target, cousing 1 27 to 1 52 Rre damage. Couses o high amount of threat. 

5 50 

152 

30 yd 

1.5 sec 

2 0 80 0 

Inflict seoring pain on the enemy target, causing 164 ta 196 Rre domoge. Couses o high omount of threat. 

6 58 

185 

30 yd 

1.5 sec 

20 700 

Inflict searing poin on the enemy target, causing 220 to 259 Rre damage. Causes o high omount of threat. 




FIREBOLT 

RANK LEVEL MANA HANGt CASTING TIME (OOIDOWN COST TO TRAIN EFFEO 


2 8 20 30 yd 2 sec Deols 1 2 to M domoge to a target. 

3 18 35 30j[d 2»( 29 # Deals 22 to 26 domoge to a target. 

J 28 50 30 yd 2j« SO Q Deok 33 to 37 domoge lo o target. 

5 38 70 30j«j 2«( ^ IQ 40® Deok 48 to 54 domofle lo a tofget. 

6 48 95 30 yd 2 see ^ 4 ^ 20 ® Deok 67 to 7 5 damage to o target. 

7 58 115 30yd 2se< 300 Deok 83 lo 93 domoge to o target. 


1 SHADOW BOLT 


■ . 



1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEn 


2 6 

40 

30 yd 

2.2 sec 

IQ 

Sends a shadowy bolt ot the enemy, cousmg 23 to 29 shodow damage. 


3 12 

70 

30 yd 

2.8 sec 

6# 

Sends a shodowy bolt ot the enemy, cousing 48 to 56 shadow domoge. 

^ 

4 20 

110 

30 yd 

3sec 

20 Q 

Sends a shadowy bolt at the enemy, cousing 86 to 98 shadow domoge. 

-J 

5 28 

160 

30 yd 

3sec 

50Q 

Sends a shodowy bolt at the enemy, cousing 1 42 to 1 62 shadow domoge. 


6 36 

210 

30 yd 

3sec 


Sends o shadowy bolt at the enemy, causing 204 to 230 shadow domoge. 


7 44 

260 

35 yd 

2.8 sec 

IQ 70Q 

Sends a shodowy bolt at the enemy, causing 281 to 31 5 shadow domoge. 


8 52 

309 

35 yd 

2.8 sec 

3 Q 20 Q 

Sends a shadowy bolt at the enemy, causing 360 to 402 shodow damage. 


9 60 

363 

35 yd 

2.8 sec 

2Q 90Q 

Sends a shodowy bolt at the enemy, causing 455 to 507 shadow damage. 



\ SOUL FIRE 



WBm&k - ' 



1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN COST TO TRAIN 

EFFEO 



8urn the enemy's soul, co using 6 7 1 to 843 Fire domoge. 
8urn the enemy's soul, caus ing 764 to 956 Fire domoge. 


) PET ABILITIES 


Each of the Warlock's pets offers a different line of abilities. Take advantage of 
the variety and try to find the pet/ability combo that works best for you in each 
situation. 
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IMP ABILITIES 

Warlocks are able to do more damage at range through the Imp pet. This little creature won't stand up to direct punishment and acts much like a Mage, so don't bn* 
out when soloing; groups that want to blow down targets quickly and aren't worried about the Imp's volatile reputation will enjoy the Stamina buff and damage 
gained by having the little guy around. 


VOIDWA 


Your Voidwalk 


alive during da 


SMMnjKns 
Luih ol Pom 


BLOOD PACT 


20yd 






Increoses party members' Stamina by 2. 
Increases porty members' Stamina by 7. 
Increau^rty members' Stamina by^16. 
Inaeoses porty memliets' Stamina fay 27. 
Increases party members' Stamina by 38. 




Surrounds the target in a shield of lire. Every strike agoinst the torget causes 5 Fire damage to the ottoclH 

The cos ter cann ot cost Fire S hield on himself . 

Surrounds the torget in o shield of fire. Every strike against the torget causes 7 Fire domoge to the altocit ' 

The caste r connot cost Rre Shield on himself. 

Surrounds the target in a shield of fire. Every strike agoinst the target causes 9 Fire domoge to the oltodiK 
The caster connot cost Fire Shield on himself. 

Surrounds the torget in a shield ol fire. Every strike against the torget couses 1 1 Rre domoge to the oltodu 

The caster cannot cost fire Shield on himself. 

Surrounds the target in o shield of fire. Every strike against the target causes 1 3 Rre damage to the attodi • 
The caster connot cost Fire Shield on him 




SUCCUBUS ABILITIES 

' toing like a Rogue, the Succubus is a high-DPS pet that gets into melee and smacks creatures around. In parties with a good Tank, the Succubus is very effective (getting 
X-Jnd targets and using Lash of Pain for decent shadow damage). 


LASH OF PAIN 

■■1 




uiit lEva 

MANA 

UNGE 

CASnNGTIME 

COOLDOWN 

COST TO TRAIN 

EfTEO 1 

2 28 

_ J .. 


Instont 

12$e< 


Lashes the target, causing 44 Shadow domoge. The Succubus must be behind the torget. 

3 36 

105 

7 yd 

Instont 

I2$e( 

500 

Lashes the torget, causing 60 Shadow damage. The Succubus must be behind the target. 

4 44 

125 


Instont 

I2set 

19 700 

Loshes the tvgot, (ausing 73 Shadow damage. The Succubus must be behind the torget. 

5 52 

145 

7 yd 

Instont 

I2s« 

3 9 20 0 

Lashes the target, causing 87 Shadow damage. The Succubus must be behind the torget. 

1 6 60 

160 

8yd 

Instont 

12 sec 

3 0 90 0 

Lashes the target, causing 99 Shadow domoge. The Succubus must be behind the tvget. 


^ LESSER INVISIBILITY 

■Bi^ 


lillANI LEVEL MANA RANGE CASTING TIME 

COOLDOWN COSTTOTUIN 

EFFEG 1 

IJn/A 32 100 Instant 

10 10 0 

Gives the Succubus Lesser Invisibility for up to 5 min. 


SEDUCTION 



VN COSTTO TRAIN EEEEO | 


SOOTHING KISS 






MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EEFEa 1 

J 1 22 

30 


Instont 

. A»c _ 

30 0 

Soothes the target, increasing the chance thot H will ottock something else. 

■ 2 34 

50 



JM 

Instant 

4 sec 

10 100 

Soothes the torget, increosing the chonce thot it will ottock something else. 


75 

lOyd 

Instant 

4 sec 

2 9 20 0 

Soothes the target, inaaosing the chance that it will ottock something else. 




Soothes the torgat, iiKrtosIng the chorrce thol it will ottock soiwelhliig else. 


I VOIDWALKER ABILITIES 

“jr Voidwalker is a friend beyond doubt. This demon can Taunt and hold enemies away from you. Indeed, this is the sobers best bet for avoiding aggro and keeping pets 
vr during dangerous fights. It's even possible to Sacrifice the Voidwalker for temporary invulnerability (good for escapes when too many enemies join an encounter). 
Aalkers can heal themselves between fights, have impressive health, and are just plain tanky in disposition. 


1 CONSUME SHADOWS 





HARR 

LEVEL 

MANA 

RANGE U 

STING TIME COOLDOWN 

COST TO TRAIN 

EEEEO 1 

1 

18 

85 

7 yd 

Instant 

22 0 

The Voidwalker consumes nearby shodows to bolster Hs form, recovering 325 health over 10 sec. Connol be used 
while in combat. 

■ 2 

26 

150 

7 yd 

Instont 

40 0 

The Voidwalker consumes neotby shodows to bolster Hs form, recovering 575 health over 10 sec. Connol be used 
while in combat. 

i 3 

34 

215 

7 yd 

Instant 

90 0 

The Voidwalker consumes nearby shadows to bolster its form, recovering 840 health over 10 sec. Connol be used 
while in combat. 

' 4 

42 

285 

7 yd 

Instant 

10 500 

The Voidwalker consumes nearby shadows to bolster its form, recovering 1 1 30 heohh over 1 0 sec. Connol be used 
while in combat. 

5 

50 

380 

7 yd 

Instont 

10 80 0 

The Voidwalker consumes nearby shadows to bolster its form, recovering 1 505 heolth over 10 sec. Cannot be used 
while in combat. 

6 

58 

481 

7 yd 

Instont 

20 700 

The Voidwalker consumes nearby shadows to bolster its form, recovering 1930 heolth over 10 sec. Cannot be used 
while in combol. 


SACRIFICE 





RANR 

LEVa 

MANA 

RANGE CASTING TIME COOLDOWN 

COST TO TRAIN 

EFFEG 1 




50000 yd 

Instant 

15 C 

Socrifices the Voidwolker, making Hs owner invulnerable for 10 sec. 


S SUFFERING 






1 RANK LEVEL 

MANA 

RANGE 

CASTING TIME 

COOLDOWN 

COST TO TRAIN 

EFFEG 1 

_ l_ 24 

150 


Instant 

2min 

40 0 

Taunts all neorby enemies, inaeasing the chance thot they will attack the Voidwalker. 

[ 2 36 

300 

7 yd 

Instont 

2min 

10 

Taunts all nearby enemies, increosing the chance thot they will attack the Voidwalker. More effective than 

Suffering (Rank 1). 

^ 3 48 

450 

7yd^^ 

Instant 

2min 

2 0 500 

Taunts all nearby enemies, increasing the chance that they will attack the Voidwalker. More effective than 

Suffering (Rank 2). 

1 4 60 

600 

7yd 

Instant 

2min 

2 0 90 0 

founts oil nearby enemies, increasing the chance that they will attack the Voidwalker. More effective thon 


Suff»ring(llaBk3). 



Taunts the owitufB, UKreosing the chonce thol it will ottock the Voidwolker. More effective thon Torment (Ronk 5). 


3 # 90g 




J 




Fi 


>■ 

lAIfNI NAMI 

RANKS PRiRlQUISlIiS 

[[[(CIS n 

g 

kl Improved Heolthstone 

2 None 

Inaeases the omount of health returned by o Heahhslone by 1 0% (Per Rank) 

0 

7 

H Improved Imp 

3 None 

Increases the effect of on Imp's Fireboh, Fire Shield, ond Bloodpoct 
by lOX (Per Rank) 

0 

s 

H Demonic Embrace 

5 None 

Increases your totol Stomino by 3X (Per Rank) at a loss of IX of your 
Stomino (Also Per Ronk) 

fi 

H Improved Health Funnel 

2 S Points in Demonology 

Increases the amount of health returned by Health Funnel by 10X (Per Ronk) 


H Improved Voidwolker 

3 5 Points in Demonology 

Increases the effects of your Voidwolker's Torment, Consume Shadows, and 
Suffering by 8X • Progression: 8X/16%/25% 


fliFel Intellect 

5 S Points in Demonology 

Increases the maximum mono of your pets by 3% (Per Ronk) 


D Improved Succubus 

3 10 Points in Demonology 

Increases the effect of your Succubus' Lash of Poin, Soothing Kiss, and Lesser 
Invisibility by 8X • Progression: 8X/1 6X/25X 


Fel Dominotion 

1 10 Points in Demonology 

Adds on Instant ability that reduces pet summoning timgity 5.5 seconds, and 
lowers mono cost by 50X 


fl Fel Stomino 

S 5 Points in Fel Intellett, 1 0 Points in Demonology 

Increases the maximum health of your pets by 2X (Per Ronk) 


M Master Summoner 

2 1 Point in Fel Domination, 1 5 Points in Demonology 

Reduces the summoning time of your pets by 2 seconds (Per Ronk) ' 


H Mosler Conjuror 

2 IS Points in Demonology 

Reduces the mono cost and costing time of oil stone-creation spells 
by 20X (Per Ronk) 


HI Improved Enslave Demon 

S 20 Points in Demonology 

Reduces the ottock speed/costing speed penalty of your controlled demons 
by 2X (Per Rank) 


HJ Demonic Socrifice 

1 20 Points in Demonology 

5ocrifices your pet for o 30 minute buff • Progression: Imp (Increoses Fire 
Damage by )5X), Voidwolker (Increoses health by 15X), 5uccubus 
(Increases Shadow Damage by 15%), FeHiunter (Increases mono by 20%) 


HI Improved Rrestorw 

2 20 Points in Demonology 

Increases the domoge done by your Firestones by ) 5X (Per Ronk) 


S9 Unholy Power 

5 S Points in Fel Stamina, 25 Points in Demonology 

Increoses melee domoge done by your pets by 3% (Per Rank) 


HiSoulUnk 

1 1 Point in Demonic Sacrifice, 30 Points in Demonology 

Adds on Instant ability that splits damage taken between you ond your pet 
for 30 seconds 


Ql Improved Spellstone 

2 30 Points in Demonology 

Increases the amount of domoge absorbed by your Spellstones 
by 15% (Per Ronk) 


Fire resistance i 
Warlocks just lik 
damage. Using f 


I iRemember that 
Soul Shards. Ki 


Give various st 
useful at any p< 
are the ones th 




■■ 


(better damag 


?nts to impran 



I Q Improved Shadow Boh 


Your Shadow Boh criticol strikes increase the next 4 sources of Shodow 
domoge deolt to the torget fay 4X (Per Rank) 


Reduces the Mono cost of your Destruction spells by IX (Per Ronk) 


5 Points in Destruction 


B After moth 


Reduces the costing time of your Shadow Boh and Immolate spells 
by 0.1 sec (Per Ronk) 


5 Poinls in Destruction 


Gives your Destruction spelsQ2X chance (Per Ronk) to dene the target fa 5 sei 


U Improved Fireboll 

2 10 Points in Destruction 

Reduces the costing time of your Imp's Rrebolt spell by O.S sec (Per Rank) 

B Improved Lash of Pain 

2 10 Points in Destruction 

Reduces the cooldown of your Succubus' Lash of Pain spell by 3 sec (Per Rank) 

B Devastation 

5 10 Points in Destruction 

Increoses the critical strike chonce of your Destruction speRs by 1% (Per Rank) 

flshodowburn 

1 10 Points in Destruction 

130 mono, Instant cost IS sec cooldown 20yd range Reagents: Soul Shord- 
Instontly blosts the target with 1 25 to 1 50 Shadow damage. This spell 
generates less threat than would normally be caused. Requires 1 Soul Shard. 
Awards 1 Soul Shard if the target dies from Shodowburn. 

y Intensity 

2 IS Points in Destruction 

Gives you o 359L chance (Per Rank) to resist interruption coused by damage 
while channeling the Roin of Rre or Hellfire spell. 

B Destructive Reach 

2 IS Points in Destruction 

Increases the range of your Destruction spells by 10X (Per Rank) 

id Improved Searing Pain 

S 1 S Points in Destruction 

Increoses the critical strike chonce of your Searing Pain sped by 2% (Per Rank) 

ill Pyroclosm 

2 2 Points in Intensity, 20 Points in Destruction 

Gives your Rain of Fire and Hellfire spells o 1 2% chance to stun the torget 

for 3 set. ■ Progression; 1 2%/7S% 

B Improved Immolate 

S 20 Points in Destruction 

Increoses the initiol domoge of your immolate spell by 5% (Per Rank) 

ffl Holocaust 

1 S Points in Devastation, 20 Points m Destruction 

Increoses the damage done by your criticol strikes by 100%. 

B Inferno 

S 2S Points in Destruction 

Increases the domoge done by your Fire spells by 2% (Per Ronk) 

y Conflogrote 

1 S Points in Improved Immolate, 30 Points in Destruction 

220 Mono 1.5 sec cost 10 sec cooldown 20yd range Ignites o target that is 
olreody afflicted by Immolate, dealing 214 to 256 domoge ond consuming 
the Immolote spell. 



) STRATEGIES 



Olay, it's time to head out into the field and bring down enemies. There are great 
tivslodo this as a Warlock, especially if you're patient. After Level 10, when 
louhave the choice of Imp or Voidwalker as pets, the game gets quite interesting, 
idoing is quite solid when you have the Voidwalker, so a great deal of strategy 
around using the dark guy when you're alone. 

SOME GENERAL TIPS 

ibiff Curses make a huge difference in the outcome of a battle, whether you are 
feneor in a group. Curse of Tongues is the best way to say hello to casters, Curse 
liWeakness helps in groups to reduce incoming damage by a fraction. Curse of the 
^noenls is vicious in groups with multiple casters or for times when you plan on 
washing many fire spells. 


fit resistance is very important to Warlocks who enjoy using Hellfire. In general, 
liadaks just like to hurt themselves, so it's good to find ways to reduce the effect of such 
dtnage. Using fire resistance to counter Hellfire's negative aspects is such a case. 

Always keep a heavy supply of Soul Shards around. These items are needed for so much 
rfa Warlock's utility that it's very dangerous to run out of them. Summoning allies. 
Lobbing more important pets, and even some of the special class spells later down the 
nad cost shards. [Don't be shy about having an entire bag dedicated to keeping extra 
dards, and replace these as soon as possible when the supply starts to drop. 


that only enemies that are worth experience to your Warlock can drop 
Soul Shards. Killing rabbits and cows is not going to get you what you need. 

Ove various stones to your allies in a group as soon as possible, since they can be 
oKhil at any point. Be sure to give Life/Soul Stones to group Healers first, since they 
aethe ones that are most important to protect from a party wipeout. 

STANDING ALONE 

As stated, the Voidwalker is critical to powerful soloing. This tank is able to keep 
tnemies attention fairly well. For you to do your part, stick with DOTs and watch 
l« creatures fall into death without realizing that you are the one to blame. Slap 
iption, Curse of Agony, and an Immolate on targets^ce the Voidwalker has 
tern in melee and switch to wand action as the DOTs do tneir dirty work. 


For adds that your Voidwalker can handle, slap DOTs on them as well (to get them 
started while the first enemy is failing), just at a slower pace. However, a dangerous 
add can be Feared to give yourself time to bring down the first target. If it lcx)ks like 
Fear is going to backfire (by drawing more monsters), slam the initial target with a 
spam burst of Searing Pain. Kill that creature and get out of the area before a train of 
enemies comes back to haunt you. If necessary. Sacrifice your Voidwalker for extra 
time when the enemies are too plentiful or fast to avoid. 

Against targets that attack quickly but do light damage to make life easier on your 
Voidwalker. Throwing a Curse of Weakness on these enemies instead of an extra 
DOT stops the foe from doing nearly as much to your Voidwalker. 

Another type of solo work altogether (and not for the faint of heart or light of skill) 
is to ping-pong enemies. If you are confident of your abilities, bring out the Imp or 
Succubus and trade off aggro between yourself and the demon. Use higher-damage 
spells (bolts and fire magic), then kite the enemy while your ally smacks on its back. 
Once aggro exchanges, turn and repeat the onslaught. 

IN A GROIJP 

Bring out the beloved Succubus or Imp in a group and watch the DPS of your 
extended character improve. Though the Imp is a dangerous creature if it stays ir 
active mode, you can keep from pulling as many accidental enemies by setting 
the beast to passive mode and controlling him carefully. With the Imp's bolts and 
damage shield, he adds quite a percentage to a group's overall performance. 

The Succubus is only at her best when a skilled tank is at the lead of a group. Work 
with the tank so that they know to keep the Succubus at the enemy's back at all 
times (for the best damage and good, old Lash of Pain). 

Searing Pain draws way too much aggro for early use in a fight, but this spell is a 
good finisher for enemies who are about to drop. 

Against enemies who love to run away and get you into wicked amounts of trouble, 
Curse of Recklessness can help. Put this on the target to reduce its armor and prevent 
flight; the modest attack bonus this provides your enemy is offset by the armor 
decrease. This isn't normally needed against light targets, but elites in tightly-packed 
areas are dangerous to have running around (sometimes even with Hamstring or 
other abilities slowing their movement). 





WARl 


Warriors are the protectors in the World of Warcran. These brave souls fight for both the Horde and Allian« 
and neither side would survive for long without their perseverance. Focusing primarily on melee comiui 
Warriors use their heavy armor and damage mitigation to endure the attention of monsters; their role iiu 
group is to gather as much of that aggression as possible. By doing this, weaker classes are left free toiixj 
their healing, higher DPS, and other such abilities without fear of reprisal and death. Both in the field and in 
dungeons. Warriors always have a place in a skilled group. 


Strength 


Agility 


Intellect 
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A WARRIOR’S STORY 


RACES AND STARTING ATTRIBUTES 

m STRENGTH STAMINA AGILITY INTELEn n 


Nighi EH 22 21 22 23 JM maces. One-ha 

Ore 24 22 20 20 a a shield), while 

Touren 25 23 l9 20 T; when paired wi 


Troll 23 22 20 20 look into dual v 

Undeod 22 23 19 21 


I slew none of the plagued Gnomes that time, though I wounded them all during the fray. Yet, as we 
walked deeper into the realm of Gnomeregan, the others thanked me. I protected them as I protect 
Mulgore, tradition, and the honor of the Horde. 


If being a group leader, saving lives, and ripping monsters off of your friends s:. 
like a great deal, keep reading and go forward with pride. On the other fc 
getting into a melee class for raw, close-up damage is your goal, readt 
the Rogue class. Rogues are the kings of melee damage, despite a Warriuf' 
muscles and shining weaponry. Or, if survival is more important to you lhan| 
allies. Paladins are similar in style, but have a tad more staying power at Ihef^; 
of their group-saving tricks. 


Paladins are tough as nails too, you sayf It's true, they sure are. In fact. Paladins can 
survive a few things that would fell even a seasoned Warrior. What makes us better 
for a good fight? It's the ability to grab and hold aggro from monsters. 

Not only do Warriors have a high survivability rate in combat, we are much better 
and ensuring the safety of others through Taunt, Mocking Blow, and other such 
powers. Paladins are pretty darn good at grabbing a single target, but they fail to 
approach the combat versatility of a Warrior. We can grab and hold multiple targets 
with far more dependability. Add special abilities that slow enemies down, stop 
their healing, and so forth, and Warriors sound even better! 


Dwgrf 

Gnome 

Human 


he smell was worse than anything you could imagine, my friends. We approached the ancient 
homeland of the spiteful Gnomes, and a stench filled the air we breathed. It was more than the 
smoke that surrounded us; it was the very Gnomes that burst from the earth around our party. They 
were fouled with disease and hatred, a fate worse than many would have wished even for the 
wasteful beasts. 


I heard llliathu, our Shaman, cry out. Three of the demonic things had charged toward her, and I knew 
even her strength would fail before long against such an onslaught. Crying with all the strength the 
Earthmother grants me, I ran over and leapt onto the first. I stood still for a moment, paralyzed with fear 
even as my axe struck home. The others would have continued their attacks on llliathu, intent on her 
falling Totems, but I was on them as well. 


Swinging left and right, mocking their horrid faces and torturous heritage, I got their attention every 
way I knew how. They turned to me and struck helplessly against the finest steel our crafters can forge. 
The earth's bounty protected me, and in so doing I saved llliathu. She used her time well, and even our 
blasted Mage (Undead scoundrel that he is) came forward to show great power. 


Warriors are a common and beloved class, but there is something to put on the table 
irom the first moment you consider playing this fine class; we are not the highest 
damage dealers in the game. Even specced for high damage and using Battle Stance 
to its fullest, we are hard pressed to rival a Mage or Rogue for bringing foes down. 
That isn't to say we are weak in direct combat, but it is our ability to sustain damage 
and maintain the attack that puts us at the head of a column. 


Warriors gain enough hit points to take a few more hits than the other classes. 
Combine this with our heavy armor (chifin armor early on, plate after gaining 
level 40) and many of the strongest enemies in the game won't have an easy time 
knocking us out of a fight. That is why so many groups want to have a Warrior in 
front; having a Warrior in a party makes every healer's mana efficiency improve. 
A blow that would do 100 hit points to a Priest may strike for a quarter of that to a 
well-equipped Warrior. In the long run, that saves mana and lives. 
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ITEMS AND EQUIPMENT 


AnRIBUTELOVE 

VAm deciding what attributes are most important to you (in terms of equipment 
bcMses), consider that many DPS Worriers need critied hits to do their best 
dsnMge.This meons Agility con octuolly surpass Strength in terms of usefulness. 
Hoving more critied hits con leod to incredible amounts of Rage. 


.‘.amors are nxire dependent on equipment than just about any other class. We need 
weapons to be as high as possible when it comes to DPS (for the damage and for 
V ‘ ^gonlo aggro). We also need armor that is extremely up-to-date, and peripheral 
•Tthat raise Stamina and Strength as much as possible. Add bandages, food, and 
some explosives to the mix, and Warriors are often laden with goodies. 

so what are your priorities? As a Warrior, whether you solo or join a group, a 
-'"k-e investment in armor is paramount. Unless you're going with a two-handed 
a shield is one of your best items. Keep searching for quests with shield 
■■ardsand look for Instances where high-quality shields drop. Be sure to combine 
Siield Spike to your shield for a bit of extra damage (it makes a difference). 

* .QUf Armor Rating as high as possible while being somewhat picky about 
, rh pieces you grab. When available, armor pieces with similar stats should be 
Uinguished by the attributes they raise. A Warrior who goes for survivability wants 
" have as much Stamina as possible on their equipment. Enchant your items and 
'.CIVS be on the lookout to replace gear that isn't quite right for your stats with 
“:r pieces. 


Choosing a weapon is an important matter, being that Warriors are a melee class. 
Look into the Talent lines ahead of time and decide whether you're going to 
ipecialiae in a specific weapon variety. This only happens if you are free to spend 
B points in the Arms Line, so there is a decent chance you won't need to worry 
idxxjt which weapon to use if you're defensively oriented. 


Wialever the case, be aware that swords and axes do a tad more damage than 
nces. One-handed weapons are critical for a defensive Warrior (combined with 
ashidd), while two-handed weapons deal more damage over time and are deadly 
when paired with the Arms Line. If you wanUo make a DPS (high damage) Warrior, 
jhk into dual wielding or a very slow two Y^ided weapon. In the later levels, two- 
tunded weapons are devastating in the hands of a good Warrior. 


ATTRIBUTES APPLIED 1 

StrM|ik liKreoses Damage and Chance to Block 

1 

SloMo Higher HH Points 

1 

Ully Raises Chance to Get o Critical HH ond Dodge 

1 

hlelecf Foster Rale for Gaining Weopon Skills 

1 

Ml Imoroves Hit Point Recovery 

1 




Creating your own arms and armor is rarely a bad thing. If that sounds fair to you, 
choose Blacksmithing and Mining as your professions. These complement each 
other perfectly, and you only need to grab items outside of these lines on rare 
occasions (for (xld potions, leather pieces, or some Alchemy metalwork now and 
then). In terms of self-sufficiency, these are truly wise choices. 


For a PvP Warrior, Engineering is a solid choice (also paired with Mining). Having 
bombs and some of the gadgets that Engineering provides is effective for turning 
the tide of nasty battles, especially if you're a very active fighter. Charge ahead of 
your group, use bombs to disrupt the incoming enemy lines, and continue forward | 
for the softer targets. A short stun and some extra damage is more than enough to 
push initiative in your group's favor, and a frontline c haracter has a greater chance 
to make these things hapj^en. 

Even more useful to a Warrior in action, 
however, are the secondary trades. 

Cooking and First Aid are very powerful 
for reducing downtime and limiting 
your need to buy expensive foexi from 
local vendors. Keep both of these trades 
at a fair level and use them heavily to 
improve your kill rate. Even in groups 
this does very good things (reducing 
the burden on your healers can greatly 
shorten quest and Instance times). 


- I 




g) CLASS ABILITIES 


Warriors have many abilities that are meant to be used in melee. These are not 
used through mana or energy, but instead with a system that is unique to this class. 
Rage is on a scale from 0 to 100, and unlike other classes, it stays at zero most of 
the time. When a Warrior strikes enemies or is hit by them, the Rage meter goes up. 
Using points from this bar engages various abilities to defend the Warrior, do extra 
damage, help the group, or otherwise aid in combat. 





WARRIOR 
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Bottle 
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BATTLE STANCE i 

: Battle Stance is the first stance that your Warrior uses. Startins from first level, this is your tried-and-true selection of abilities. Though there are no modifiers to your A"* I 
Defense from being in Battle Stance, this is still considered to be a very aggressive style of play. Warriors engage sooner (through Charge), gain more Rage by susIainkJ^ 
damage, and deal quite a bit more harm to enemies in their path. 


Nc 

OVERPOWER sA 

-V- '1 

RANK lIVtL 

RACE 

COSI 10 IRAIN 

EffECI 

1 12 

•5 

8» 

Instontly overpower the enemy, (ousing weopoii liiiap 
plus 5. Only useable oher the torget dodges. Hie 
Overpower (onnot be blorked, dodged or porried. 

2 28 

■5 

1 I0« 

Instontly overpower the enemy, (ousing weapon liiiiN 
plus 15. Only useable after the torget dodges. Hie 
Overpower (onnot be blodted, dodged or parried. 

3 44 

■5 

3< 30# 

Instantly overpower the enemy, (ousing weapon dtrsp 
plus 25. Only useoble after the torget dodges. Hie 
Overpower (onnot be blorked, dodged or porrieii 

4 60 

•5 

S 90# 

Instantly overpower the enemy, (ousing weapon deM| 
plus 35. Only useoble after the target dodges. Hie 
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' 

-10 

50# 

Wounds the target causing them to bleed for 1 5 damage 
over 9 sec. 


i 10 

•10 

3# 

Wounds the target causing them to bleed for 28 domoge 
over 12 set. 


3 20 

•10 

29# 

Wounds the target causing them to bleed for 45 domoge 
over IS sec. 


! 5T 

•10 

1 30# 

Wounds the target causing them to bleed for 66 damage 
over 18 set. 


S 40 

-10 

1 * 30# 

Wounds the torget causing them to bleed for 91 domoge 
over 21 sec. 


I sT 

•10 

3 SO# 

Wounds the target causing them to bleed for 1 1 9 domoge 
over 21 set. 


7 60 

•10 

5« 90# 

Wounds the target causing them to bleed for 1 96 domoge 
over 21 set. 

i 
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1 6 

-20 

1# 

8losts nearby enemies with thunder slowing their attack 
speed by 10% for 10 sec ond doing 7 Nature domoge to 
them. Affects up to 4 targets. 

2 18 

-20 

29# 

blasts neorby enemies with thunder slowing their ottock 
speed by 1 0% for 1 0 sec ond doing 1 3 Noture damage to 
them. Affects up to 4 targets. 

3 28 

-20 

1 10# 

blasts nearby enemies with thunder slowing their attack 
speed by 10% for 10 sec and doing 23 Nature damage to 
them. Affects up to 4 targets. 

4 38 

-20 

2 30 # 

blosts nearby enemies with thunder slowing their ottock 
speed by 10% for 10 sec and doing 33 Nature damage to 
them. Affects up to 4 torgets. 

5 48 

-20 

4 20 # 

8losts nearby enemies with thunder slowing their ottock 
speed by 10% for 10 sec and doing 47 Noture damage to 
them. Affects up to 4 targets. 

6 58 

-20 

7 10# 

blasts nearby enemies with thunder slowing their attack 
speed by 10% for 10 sec ond doing 56 Nature damage to 
them. Affects up to 4 targets. 




(k Stance is extremely aggressive. Characters in this stance receive more damage from enemy attacks (20% more damage taken) and deal more damage through 
d attack speed (a 10% improvement). Warriors in Berserk Stance have options to attack more often (through Slam) and to hit multiple opponents without delay 
!). These, by themselves, create a stance where damage is done with fair speed. 





I COMBAT ABILITIES 

pCeneral Combat Abilities are used by Warriors in all three stances. These shouts and special moves are able to complement almost all forms of attack and defense, so they 
H « especially important to master early on in your career. 


ST CemtE SHOUT 

. . .. 'T 



(OSI 10 IRAIN 

IIIKI 

2 

•20 

10# 

The worrior shouts, increasing the party's attack power by 
15.losts2min. 

2 ii" 

•20 

8# 

The worrior shouts, increasing the party's attack power by 
35. lasts 2 min. 

3 22 

•20 

56# 

The warrior shouts, increasing the parly's ottock power by 
55. Losts 2 min. 

4 M 

-20 

1 10# 

The worrior shouts, increasing the porty's ottock power by 
85. Lasts 2 min. 

5 42 

•20 

4 40 # 

The worrior shouts, increasing the party's attack power by 
130. Losts 2 min. 

6 52 

-20 

5 30 # 

The warrior shouts, increasing the porty's ottock power by 


CCHAUEN GINC S HOUT 

VII kiM.i (iiM III m/iifi rrrrn 


Tounts nil nearby enemies. 
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Gives 0 chance to oorrv enemv melee oNocks. 1 



Ij^TALi 


Warriors Talents 
Iveapon choice p 
with the Arms lin 
to boost shouts, E 


I 

(m 20 


f INTIMTDATINC SHOUT 


RtNK UVtl RAGi (OSI 10 IRAIN (FFtO 


The warrior shouts, causing the targeted enemy to 
in terror. In addition, oil other nearby enemies will flee in | 
feor. Losts 8 sec. 




DEFENSIVE STANCE 

Defensive Stance offers abilities that reduce damage to you and your party. When in 
this stance you increase by ten points in your Defense (effectively acting two levels 
higher in that stat), but your damage drops considerably liecause of losing many of 
the powerful Battle Stance and Berserk Stance abilities. Defensive Stance is almost 
unusable without having a shield, and many abilities directly require one. 
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|g)TALENTS 


nTalents really help to push your characters toward either the defensive or aggressive ends of the spectrum. It's hard to walk the middle ground with a Warrior, and 
- choice plays into this quite distinctly. The Protection line encourages one-handed weapons, a shield, and the use of Defensive Stance. Arms works in conjunction 
the Arms line, and it becomes stunning at high levels with two-handed weapons (because of its instant attacks and major damage improvements). Fury is a good place 
IwBt shouts, Berserk Stance, and raise damage (especially against multiple targets). 


r— ^ 

1/) TAKNINAME 

RANKS PREREQUISItES 

EFEEGS I 

kJ Improved Heroic Strike 

3 None 

Reduce Cost of Heroic Strike by 1 Rage (Per Ronk) 1 

Deflection 

S None 

increoses Omnce to Porry by 1 X (Per Ronk) I 

Improved Rend 

3 None 

Increoses Rend Domoqe by 1 5% • Progression: 1 5%/25%/35% 1 


2 5 Points in Arms 

Increoses Roge from Charge by 3 (Per Rank) 1 

M Tnrticol Mostery 

5 5 Points in Arms 

You Retain up to 5 Roge (Per Rank) When Changing Stances H 

1*0 Imnroved Thunder Clop 

3 S Points in Arms 

Increases Damage of Thunder Clop by ) 5% - Progression; ) 5 V30V40)T~I 

ifl Improved Overpower 

2 10 Points in Arms 

Increoses Chonce for Overpower to Critically Strike by 25X (Per Ronk) H 

Anger Monogement 

1 5 Points in Toctkol Mostery, 1 0 Points in Arms 

Reduced Roge Decoy by 30% ■ 

H Hpep Wounds 

3 3 Points in Improved Rend, 1 0 Points in Arms 

Critical Strikes odd o 20% DOT (Per Ronk) Over 1 2 Seconds 1 

M Tam-Hondod Waopon Siwdafaation 

5 15 Points in Arms 

Increoses Two-Handed Weapon Oomoge by 1 % (Per Ronk) H 

Ell Imnole 

2 3 Points in Deep Wounds, 1 S Points in Arms 

Increoses Critkol Strike Damage from Abilities by 10% (Per Rank) in All Stances H 

HllAxeStMciolization 

5 20 Points in Arms 

Increase Chance to Critically Hit WHh Axes by 1 % (Per Rank) I 

li Sword Soeciolizotion 

5 20 Points in Arms 

Adds 0 1 % Chance (Per Rank) to lond o Free, Second Hit | 

Mote Speciolizotion 

S 20 Points in Arms 

Adds a 1 % Chance (Per Ronk) to Stun Your Torget Eoch Hit E 

- Progression: l%/2%/3%/4%/6% 

Sweeping Strikes 

1 20 Points in Arms 

Your Next 5 Attacks in Melee Con Hit on Added Target 
(Most Abilities Are Included) 

BSoeor and Poleorin SgedolizaHon 

5 25 Points in Arms 

Increases Chance to Ditkolly Hit with Spoors ond Poleorms by 1 % (Per Ronk) 

B Improved Homstring 

2 25 Points in Arms 

Increases the Snare Effect of Hamstring by 10% (Per Rank) 

Mortal Strike 

1 30 Points in Arms 

Adds a 20 Roge New Ability in Bottle Stonce (Oeols on Instant 220% Attack 
that Debuffs Healing on the Target: 6 Second Cooldown) 



'M Imgtoved Bailie Shoul 

5 None 

Increoses the Durotion of Bottle Shout by 30 Seconds (Pec Rank) j 

B Cruelty 

5 None 

Increase Chance to Criticolly Hit by 1 % (Per Ronk) 

y Booming Voice 

5 5 Points in Fury 

Decreases Target's Chance to Resist Shouts by 2% (Per Ronk) j 

B Improved Demaralizino Shout 

5 5 Points in Fury 

Increoses the Attock Debuff of Dem Shout by 5% (Per Rank) I 

B Unbridled Wroth 

5 . 5 Points on Fury 

Adds on 8% Chance (Per Rank) to Gain 1 Free Roge With Every Attack 

B Piercing Howl 

i 5 Points in Improved Demoralizing Shout, 1 5 Points in Fury 

Adds 0 1 0 Roge Ability that Instantly Causes Neorby Enemies to be Dozed • 

for 6 Seconds ! 

B Enrage 

5 10 Points in Fury 

Adds on 8% Damage Bonus (Per Rank) (or 4 Attacks After You Are Critkolly Struck 

B Improved Intimidoling Shout 

3 15 Points in Fury 

Adds 0 75% Chonce for You to Cause Another Target (Per Rank) to Cower 

B Improved Inner Rage 

5 15 Points in Fury 

Reduced the Cooldown of Inner Roge by 40 Seconds (Per Rank) 

B Improved Slom 

2 20 Points in Fury 

Reduces the Casting Time of Siam by .5 Seconds (Per Rank) ^ 

B Death Wish 

1 20 Points in Fury 

Adds 0 10 Roge Ability That Increases Melee Domoge by 20%, Mokes You 
Immune to Feor, but Lowers Defense Against All Domoge by 20% (Berserk 
Stonce Only) T 

B Blood Craze 

3 5 Points in Enroge, 20 Points in Fury 

Allows 6% of Your Heolth Regeneration During Combat for 5 Seconds After L 

1 Being Critically Struck - Progression: 6%/i 3%/20% | f 

II Improved Cleave 

2 20 Points in Fury 

Adds 0 Torget (Per Rank) to Your Cleave Attocks 1 ! 

B Improved Challenging Shout 

2 25 Points in Fury 

Reduced the Cooldown of Chollenging Shout by 2 Minutes • Progression: 2/3 1 r 

B Flurry 

5 25 Points in Fury 

Increoses Attack Speed by 1 0% for 3 Swings After Scoring o Criticol Hit 1 ! 
■ Progression: 10%/1S%/20%/25%/30% I ' 

B Bloodihirst 


Your Next melee ottock AFTER oIGNing Blow does 100% domoge | 






z 


g 

M Anticipotion 

5 None 

Increoses Your Defense by 2 (Per Rank) 

h- 

u 

iiri Shield Spedolizotion 

5 None 

Increoses Your Chance to Block by IX (Per Rank) 

UJ 

H 

M Improved Bloodroge 

3 5 Points in Protection 

Reduces the Delay of Rage Gained by Bloadrage by 2 Seconds 
• Progression: 2/4/5 


Toughness 

5 5 Points in Protection 

Increose Your Armor Value from Items by 2X (Per Ronk) 


fi Iron Will 

5 5 Points in Protection 

Increases Your Chonce to Resist Chorm/Stun by 3X (Per Rank) 


Blast Stand 

1 3 Points in Improved Bloodroge, 1 0 Points in Protection, 

3 Points in Improved Bloodroae 

Adds 30X nf Your Maximum Hit Points to Your Current Totol (These Hit Poiei- 
Fade in 20 Seconds-Beware) 


&0 Improved Revenge 

3 10 Points of Protection 

Adds a 20X Chance for o 3 Second Stun to Your Revenge Attacks 
- Prooression; 20X/30X/40X 


B Improved Taunt 

2 10 Points in Protection 

Increases the Effectiveness of fount by 10X (Per Rank) 


B Improved Sunder Armor 

3 15 Points in Protection 



Bi Improved Shield Block 

3 5 Points in Shield Specialization, 1 5 Points of Protection 

Adds .5 Seconds to Shield Block ond Allows o Second Attack to be Blocked 
■ Progression: .5/1/2 


fl Defiance 

5 2 Points in Improved Taunt, 1 0 Points in Protection 

Increoses the Threat Generated in Defensive Stance by 3X (Per RonkI 


BI Improved Shield Bash 

2 20 Points in Protection 

Adds 0 SOX chance (Per Rank) to Silence the target for 3 seconds 


B Concussion Blow 

1 3 Points in Improved Revenge, 20 Points in Protection 

Adds a 1 5 Rage Ability With o 1 Second Casting Time that Stuns a Target 
for 5 Seconds 


B Improved Shield Well 

2 3 Points in Improved Shield Block, 20 Points in Protection 

Increases the Durotion of Shield Well by 3 Seconds • Progression; 3/5 


B Impioved Disorm 

3 25 Points in Protection 

Adds 2 Seconds (Per Rank) to the Duration of Disarm 

1 

B (ombot Endurance 

5 25 Poinis In Protection 

1 30 Points in Protection 

Increoses One-Handed Weapon Damooe by IX (Per Ronk) 
Allows 10X of Health Regeneration During Combot 
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Taunt is the best 
is quite powerful 
fighting in challe 
quite heavily. Ea< 
from that acids u 
much Rage to sp 
your favor, but bi 




One fine way to 
is to wait severa 
people are headi 
holding back urr 
gratification of g< 
needs, but havin 
those Warriors m 
'means more Raf 
aggro without us 


STRATEGIES 


The core Warrior strategies revolve around keeping enemies trom doing their proper 
damage. Charge into battle for the free Rage, using Hamstring to snare opponents, 
nail the targets in the back while higher DPS classes draw aggro but aren't 
attacked because they are standing at range. Or, try soloing and use Charge, 
Demoralizing Shout, Rend, and Heroic Strikes for the long haul (battles that are 
certain to last 12 seconds or longer). 


Hamstring is your key snare; this makes sure that enemies can't run away frail 
go after other targets quickly, or do anything effective in melee without payir 
major time in moving around. Being an instant, Hamstring is stunningly pc 
save this for the end of battle against enemies who run to ensure a longse 
back attacks and easy hits. Use it early in PvP against enemies who needloi 
mobile (all casters. Rogues, etc.). 


^ Sunder Armor 
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GENERAL TIPS 

Strategy comes down to using your abilities in the right order to keep enemies 
debuffed as much as possible while dealing maximum damage for the Rage. Use 
early Rage to get a Demoralizing Shout off, substantially reducing enemy damage 
for a low cost. This is pretty much free during a Charge, because of the initial Rage 
boost, so Charge and Demoralizing Shout even if you are a Defensive Warrior (you 
always switch stances affifr using the free Rage). 


Rend is always an ability with some controversy surrounding its use. Foravsi 
cost. Rend provides an immediate DOT against your opponent. In terms of i 
per point of Rage, this is a very sound investment (the damage is not mitiga 
armor, so comparing Rend to Heroic Strike in that light further improves I 
efficiency). The rub is that you need to have the target survive for the entire du 
of Rend for all that efficiency to get through. At higher levels, that can iw 
seconds of fighting. Thus, Rend is a good tool for soloing Warriors or those 
going against elites or creatures with high armor. In groups where the killsar- 
use Heroic Strike for general damage instead. 


llun, get Battle Shout going. ^his is a several minute ability that affects the entire 
so it's critical to have it up all the time. If you're having trouble getting extra 
Rage because of missed strikes and such, drop into Defensive Stance and use 
Bloodlust to snag more Rage and pull off that extra Battle Shout (it's a large boost to 
and an even greater one to Rogues and Paladins grouped with you). 


Make use of your abilities in the best possible way in each battle. Heroic Strike is 
wonderful, certainly, but the best uses of things like Hamstring, Sunder Armor, and 
Mocking Blow can turn the tide of battle far more than a dose of extra damage. Learn 
when to use these. 


Untimidating Sh( 
AoE shout fore* 
instead. Feared 
damage, so this 

Thunder Clap is not a damage dealer, nor does its debuff last long enough low factors are need 
throwing 20 Rage down the pipe. Instead, use Thunder Clap as a way togr^ Intimidating Sh< 
enemies' attention quickly. Use Thunder Clap and a Demoralizing Shoul to J for the eight-set 
I'Ubt aggro and reduce the damage being done by a new swarm of enemisj join in the fray, 
gives the group a bit more time to fight the targets before your healers start a 
and drawing anything off of you). 


TIMED Al 

Your timed abili 
free Rage every 
your Fury line), 
where your Rag 
adds come in ju 
usefulness. 


I You have interrupts in both Battle and Defensive Stance (Pummel and Shield Bash 
I respectively). These abilities are able to stop a target that is casting a spell or using 
: a channeling ability; in the case where your target has a consistent casting time, use 
these interrupts at the latter stage of the casting to waste as much of your enemy's 
time as possible. 


Keep a ranged weapon and at least a single stack of ammunition around atalll 
even if you don't like to pull with these items. In PvP and against some ma 
you're likely to be rooted from time to time. Standing around doing nothing wM 
rest of your group takes damage can be grueling. At least give yourself the i 
shoot back, wound/disrupt casters, and so forth. If you need room on your quit 
for other things, put the ranged icons on a spare bar that can quickly be readie^ 


(Challenging Shi 
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PROTEaiNG YOURSELF AND A PARTY 

fcijthe best (and sometimes the worst) aspect of Defensive Stance. This ability 
5<pne powerful, have no doubt, but it is a consuming master. In a large group, 
feing in challenging Instances, a Defensive Warrior is going to be using Taunt 
|»heavily. Each target requires at least a couple taps of the button, and the Rage 
I 'siiilwtadds up very quickly. Indeed, large fights prevent Warriors from having 
raiRage to spare for anything else. Taunt saves lives and leaves a group long in 
‘ piavor, but be ready to tap the key often. 


Blocked 

|nkp 

forget 


Ml 




in away from you, 
hout paying some 
nningly powerful; 
a long session of 
to need to remain 


way to act as a defensive tank without needing to spam Taunt as often 
G3wail several levels past the normal spot for hitting various Instances. If most 
|“jie are heading into Deadmines a bit after 20, you may have a much better time 
Scfog back until passing into your mid 20s, or even a bit beyond. The delayed 
;s3cation of getting better gear may invalidate this suggestion, depending on your 
sds, but having Warriors who are higher level than the rest of the group makes 
I L:\Varriorsmuch more effective without needing to Taunt as often. Fewer Taunts 
1 C' more Rage (which means more damage, and more damage leads to more 
I ;^powithout using Taunt, etc.). 

. itider Armor is a common use of 
jjjwhen Taunt isn't being spammed, 
ftduces your target's armor (thus 
6cii ability to sustain damage falls 
rdalanlially). This helps the most 
!5?inst targets that are specifically 
toward melee attacks, such as 
Ir-rwin golems, turtles, and Instance 
Though your Warrior still isn't 
Jr one doing the most damage from 
■(si. Sunder Armor opens the way for 
piadinsand Rogues to be even more deadly in the battle. Use Sunder Armor more 
fe ingroup settings where there are more melee folks in the party. 



TIMED ABILITIES 
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*ijar limed abilities are quite good, and they come into play often. Inner Rage offers 
fceRage every five minutes (and that timer can be lowered dramatically through 
fiurFury line). Because this instant ability costs nothing, it's vital during battles 
i»Vie your Rage is depleted and much remains to be done; longer fights where 
adds come in just as you are finishing major foes are perfect examples of Inner Rage 
rafulness. 

temidating Shout is a blessin^most of the time, but it must be used correctly. This 
tof shout forces enemies to rgn in fear, but the creature you're targeting cowers 
Feared enemies have a chance of breaking their fear if they start to take 
' damage, so this is more an ability to buy time when healing, running, or other such 
■ ktors are needed. Because running enemies have a tendency to bring friends, save 
I liiiimidaling Shout for times when only a single target can be forced to stop fighting 
i b the eight-second duration, or for conditions where there aren't nearby targets to 
pm in the fray. Bandaging during this bonus time is often a sound idea. 


ound at all times, 
some monsters, I 
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)n your quickbar 
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tfallenging Shout has a long cooldown, but at least it doesn't cost much to activate. 
' lathis AoE Taunt to grab extra aggro during a phase where you don't have the 
Vijge to manually Taunt a number of incoming creatures. Hit Demoralizing Shout 
. lid Challenging Shout after the brief cooldown for a good way to have the enemies 
i janponyou and deal less damage. Be aware that this is not a strong Taunt, and it 
fSnTdependable for maintaining aggro in the long term (do damage quickly and start 
liiinling before the enemies realize that a Mage is going nuts with Arcane Explosion 
|pn their backsides). 



r-f' CLASS QUESTS 


Warriors have many useful quests that are class-linked. Starting at Level 10, your 
trainers point you in the right direction to find extra weapons, your two special 
stances, and some additional armor. This is all quality equipment if you do the 
quests early on, so gather a group of fellow Warriors or a cluster of friends to help 
out with these chores. 




LEARN DEFENSIVE STANCE 

Level 10 is a major point for a budding Warrior. Your first Class Quest is to learn 
Defensive Stance. Talk to the Warrior Trainer in the secondary town of your starting 
region (e.g. the trainer in Brill, Goldshire, etc.). These folks send you up to the 
capital to find another NPC; get the main quest from these characters and fill the 
requirements to learn your new stance. 


GET A LEVEL 10 WEAPON FOR YOUR 
CHARACTER 

After mastering Defensive Stance, you are sent to other NPC to get a second quest. 
This Class Quest gets you a weapon that is quite reasonable for a Level 10 Warrior, 
and there are a number of options when it comes to your reward. Each of these 
quests is quite different, but they are short and easy to follow, fortunately. 


A SHIELD FOR THE WARY SOLDIER 

Another short Class Quest comes as you approach Level 20. If you are a defensive 
Warrior, return to your capital city and talk to the NPCs in your training area to 
find out where to go for this. Because the reward is a shield, and the quest is not 
required for future Class Quests, there is no driving need to complete this if you 
aren't interested in the reward. 


However, the quest is short enough that the experience and sell value of the shield 
may be enough to warrant your time. 

w. 





A LONG QUEST: YOUR LEVEL 30 WEAPON 


An old weapon master in the Alterac Mountains is willing to aid both All 
Horde Warriors who help him summon and defeat a powerful spirit of w 
are many pieces needed to complete the ritual, and these are quite chall 
retrieve for a Level 30 Warrior. The reward at the end of the journey is 
two-handed weapon for your level, so it's all worth the effort if you geti 
sooner rather than later. 


Gather eight pieces of Liferoot (or buy them from an Herbalist) to get on- , 
three ingredients. Arathi is a good place to get Liferoot in small quantities,iif Warcraft, it can nr 
northern section of Stranglethorn Vale is a great choice two. Fortunately, f ' best equ 

the areas for the other two ingredients. 3S allow you to fu 


Stranglethorn Vale (SV) has a tribe of Trolls known as the Bloodscalps; m 
these in the ruins in north-western SV. Fight until you have all 30 Tusks 
Trolls, and continue a tad longer if you also have the Collection Quests fn 
Bay and Grom'Gol to fight against these menaces. 


[Many items have 
arks in order to I 
an best benefit y< 
i appear red. C 


The final stage, and by far the worst collection of the lot, is to get Essenc^ | 

Exile from Arathi. This mixture is made from the Charms of the Crestingfi 
Thundering Exiles of the Arathi Highlands. These enemies are in their h. 
and they pack a pretty mean punch even for people around that level. Itj- 
quite some time for the necessary Charms to drop, so look for a party that h Understanding hex 
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BERSERK STANCE. HERE AT LAST 

Talk to your trainers against at Level 30; they send you out to the water near Ratchet, 
in The Barrens. Walk south down the coast from Ratchet until the qaarest island is 
almost directly east of your position. Swim out to the island and talk'tp the people 
I there. This club for fighting against other Warriors offers a simple challenge to go 
[against a series of foes around your level. Use bandages between fights to maintain 
health (and watch your back while playing on the PvP Servers), and the Islander 
[teaches you Berserk Stance as your reward. 


Bring said party when you go to turn in the quest items as well. The Cyck^ 
a (Kjwerful monster (and is elite), and being able to face a Level 40+ creatu 
something you are likely to survive yet. 


[ LEVEL 20: TIME TO GET ARMOR 

PThis is where Warrior Class Quests start to converge for all of the races. Your 
Ij armor quests also mark the point where things start getting much longer and more 
I challenging. If you want to get your armor pieces early, it's going to take some help 
D from higher-level people. 


IJ For both the Horde and Alliance, Warriors need to collect items from the far 
y continent (Alliance Warriors head to Stonetalon, in Kalimdor, for most of their pieces 
Band Horde Warriors need to do some fighting in Hillsbrad). For both sides, the first 
■ quest culminates in a journey to The Barrens; an Instance in the southern part of the 
Ijzone called Razorfen Kraul has the enemy with the final piece. Bring a group in their 
a higher 20s to defeat the elite enemies (Levels 25-28+) in that dungeon. 


By completing the quest for the chest piece, the way is unlocked to go after several 
additional pieces. These quests involve a lot of traveling, but they are faster and 
much easier than the first stage. Taking groups of your level should be more than 
adequate for these. 
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THE FINEST TOOLS 




I fs Hid that clothes make the man (or woman); while not 100% true in World of 
nrirt, it can make a difference in how your character performs. Finding and 
fiengthe best equipment can give you the edge you've been looking for as well 
laallowyou to further customize the kind of character you would like to play. 


oodscalps; search fotl 
1 30 Tusks from thest 
)n Quests from Boo 


ny items have level requirements. It's essential to understand how the system 
in order to know what equipment you can use, what its value is and how it 
an best benefit you. Items that are either too high in level or aren't usable by your 
Bsappearred. Once you meet their requirements, you'll be able to use them. 


Items have a color-ccxled system to identify those that are of more value or rarer 
in nature than others. (See Understanding Equipment, Enemies, and Quests in the 
Introduction to Online Gaming section.) In general, gray items are sold directly to 
merchants rather than attempting to sell them at auction. Those lucky enough to 
acquire a blue item or, even better yet, a purple item usually end up either using the 
item themselves or auctioning it off if it's not a BoA item. 


to get Essence of the | 
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b important to understand what the stats on your equipment can do for you. 


^^(dtrstanding how your equipment works and what stats best increase your abilities 
' ‘“ - r class can help you balance out ability with viability. 


I It adds to your attack power and, correspondingly, your DPS. Strength 
«$ not affect Critical Hit chances at all. It won't improve your chance to block, 
!blfather the amount that is blocked when you succeed. This amount is determined 
I jipait by Strength and in part by your shield. 


I Agility Your chance to land a Critical Hit with melee/ranged attacks is ruled by 
wr Agility rating. The awarded bonus is higher for Rogues and Hunters than other 
Hs, Agility also affects dodge. Once again. Rogues and Hunters receive a better 
ge bonus per point of Agility than other classes. Lastly, Agility adds directly to 
le Armor statistic. 


Defense Only equipment that has a bonus to Defense itself will modify this stat. 


I Your health points are determined by your Stamina (in conjunction with 
fceclass you’ve chosen). 


I htdlecl It affects three things. The obvious one is that your mana pool is increased 
■voor Intellect increases. However, Intelllect also determines your chance to inflict 
tkal Hit with magic spells. Finally, it grants a higher chance to increase melee 
Ik, though it does not affect your ability to rank up your chosen professions. 


E Sfiril This increases health and mana regeneration in and out of combat. 


jCUSTOMIZI NG YOUR CH A RA GTE R W 


:e you understand how stats work with your equipment, you'll understand 
Bfcrterwhat kind of equipment you need to enhance your character, provided you 
."dentand what your character needs to use most. 




Attack Rating This is based upon your weapon skill and your level. Your stats 
won't affect this. 


Attack Power Attack Power is affected by Strength (for every one point it equals 
two points of Attack Power) for all classes. However, for Rogues and Hunters, Agility 
adds one point extra per point of Agility. . 


Damage Weapon damage is affected by the damage of the weapon and Strength j 
for all classes except Rogues and Hunters. Their weapon damage is affected by the ; 
weapon and an even combination of Strength and Agility. I 




Armor Physical damage reduction is affected by the Armor Rating on each piece 
of armor and, if you carry one, a shield. It only affects physical damage reduction 
and not magic damage reduction. 


Magic Resistances There are various items that give resistances to the five magic 
damage lines: Arcane, Fire, Frost, Nature, and Shadow. 


Other statistics on weapons and items are also worth noting such as the damage 
rate, speed and DPS. There are often other more specific modifiers on equipment 
(e.g. Block bonus for shield users). 


Paladins are similar in nature to Warriors. They focus on Stamina and Strength. 
However, Paladins have a mana pool and will want to keep a bit of extra Intellect to 
push up their ability to Lay On Hands and heal when needed. i 


rs and Rogues both need Agility as their primary statistic. The secondary 
irtutistic can either be Stamina or Strength depending on whether you want to lake 
y inflict damage. 


JUGGLING ARMOR 


jes, Priests and Warlocks focus on items with boosts to their Intellect and Spirit. 
I An increased mana pool and a chance to inflict a Critical Hit (Critical Heal in the 
t'scase) usually outweighs the mana and health replenishment. 


Your armor is your first defense against attacks. If your shield goes down or you can't 
dodge the next blow, it's going to fall on your armor. This is why AR is important to 
help defray the damage dealt out by melee weapons. 


H Warriors boost their Stamina and Strength. Durability and damage are the two 
ting characteristics of this class. 


ftuids need Intellect, but Strength and Stamina can't be overlooked. The 
main choices for this class depend entirely on how the player plans to spec the 


After you consider the Armor Rating on your pieces, look into the statistics that go 
with it. Tailor your armor to achieve your desired stat breakdown. Focus less on 
what each item gives you, unless it's undeniably beastly, and more on the overall 
stat table. If an item gives you a few extra Strength and a nice boost to your Armor 
Rating, it may outweigh the item that only gives a bit more Strength. 


Shaman require almost everything. Agility is the only attribute that is generally 
I, but can also be useful. Again, determining the play style of the character 
helps decide which attributes to apply. 


At times, keeping a second set of artffsr on hand to help in specific situations may be 
the smart move. Maybe you're going up against a certain set of mobs or a dungeon - 
that is filled with casters. Agility, for an increased dodge rate, may be an option. If ii 
you are in a group that doesn't require you to deal out as much damage, you may 
want to swap a Strength item for some Stamina or Intellect. Some armor may have 
resists that apply directly to the task at hand. 







Knowing when to use which armor pieces and when to apply the "juggling" method 
is something that comes with experience. Veteran guild members or friends may 
offer advice on the application of this theory; soak up all the information and begin 
to develop your own playstyle and armory. 


ARMOR TYPES 


Leather Druids, Shaman, Hunters and Rogues wear leather armor to start off. 


‘ Mail Warriors and Paladins can start off by wearing mail. Shaman and Hunters c 
] train at later levels to wear mail. 


CHOOSE YOUR WEAPON 



Ranged Weapons go in an alternate slot and have nothing to do with one- or two- 
handed capabilities. Ranged weapons include throwing weapons, crossbows, bows, 
wands and guns. The addition of a quiver or ammo pouch can offer bonuses as 
well. Ranged weapons are great for all classes. They offer options where none were 
HHisly available. A rooted warrior can now be a threat at distance and casters 
can limit their mana use by employing the use of a wand. 


Off-hand items, while not actual weapons, fall within this category as well. The 
bonus stats can sometimes make it worth giving up a two-handed slow weapon. 
In this case, a shield can fall in the category by giving extra armor and blocking 
capabilities. Casters, in particular, find these off-hand items useful for their stat 
boosting abilities as well. 


There are many different armor types and pieces available. What kind of armor you 
can wear is dictated by your class. Wearing armor has a hierarchy: Cloth up to Plate. 
Availability of armor always includes any armor that is below your wearing level. 
For instance. Rogues can wear leather, but they can also wear cloth pieces if they 
choose. Warriors and Paladins can wear all armor types and have the most variety 
from which to choose. 


Cloth Mages, Warlocks and Priests all wear cloth armor. It generally doesn't have 
a high Armor Rating, but usually has more statistical advantages for the caster. 


^ Plate Plate is the heaviest of armors and can only be worn by Paladins and Warriors 
who have trained it up. 


Choosing your weapons depends on a few factors: character type, play style and 
availability. For character type, take info account whether you'll find yourself in 
melee range often or if you'll remain farther from the action. (Of course, when 
soloing, the answer is almost always that you'll be in melee range.) Do you need 
a fast weapon that deals out less damage, but can hit more often or do you need a 
slower weapon that hits for a ton each time it connects? Shield? Two Daggers? One 
Dagger and one Sword? 


One-handed weapons are faster weapons that deal less damage than two-handed 
• [weapons. Your style dictates which you'll want to use along with whether or not 
vnu're playing a class that can dual wield. Even classes that can't dual wield can 
still use an off-hand item to enhance their stats. Weapons that fall info this category 
i j are: daggers, maces, swords, axes and fist weapons. Warriors that are more focused 
Ion defense often use what is called the "Sword and Board" or sword and shield 
■ combination for runs in dungeons where they need to focus more on drawing aggro 
than being a damage dealing monolith. 


Two-handed weapons are slower, higher damage dealing weapons. Staves are often 
the choice of casters; not so much because of their speed or damage, but because 
of the stats that many inherently have. There is much debate over whether or not 
it's better to use a one-handed weapon with an item in the off-hand or to use the 
staff instead. It's more a matter of preference and about the items available to you. 
Should a great combination of one hand and off-hand item be made available, take 
it up. Warriors like to use two-handed axes or swords for putting out heavy damage. 
Two-handed weapons include: swords, maces, axes, polearms and staves. 


TESTER TIP 


TESTER TIP 




Shaman 


Rogue Weapon Tips 

by Rayven 


by Zavein 


A Rogue is built around daggers. Two skills that need a mo*v 
hand dagger are Backstab and Ambush, not the ultimate 
Rogue skills, but something you'll miss if you use anything eit 
in your main hand. But there are many viable tactics availoli| 
to Rogues. 


Dagger: Daggers with both speed and damage are the 
Rogue's best friend. The high speed on daggers lends itself 
perfectly to poison. Poisons are what sets us apart from mon) I 
classes. They can DoT, nuke, snare, and even reduce a casli I 
casting time; combine those abilities with the fact that they I 
stack on top of the damage itself and we've got a devasfatin I 
ability set. Every time a weapon swings, there's a 5 % char 
to poison the enemy. So, a faster weapon translates into m 
chances to poison. By using all our abilities and the speed ofl 
the weapons, daggers are the main choice for Rogues. 
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Fist Weapons: These are the fastest weapons out there. Tl» 
work even better with poison then daggers. I actually useo ] 
dagger in my main hand and a fist weapon in my off-hand. i 
Granted, you do less damage in your off-hand, but poison ij 
consistent. 


Maces: Maces can be awesome in the hand of a Rogue. 
have a skill that, when fully trained (3 talent points), gives us! 
6 % chance to stun the target. Stuns are awesome in any boll 
regardeless of whether it's PvP or PvE. On top of this, maces j 
have some of the highest damage outputs in the game. Theyi 
slow, but inflict great damage. Equipping this in your main 
hand makes Sinister Strike, a skill you use 90% of the time, 
much more deadly than a when using a dagger. You can do 
some nasty damage and stuns with a mace, but you do give 
up Backstab and Ambush in the trade off. 
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Swords: Swords typically da more damage than daggers, 
but are slower. They're also great for Sinister Strike. However, 
they have no other bonuses. You'll typically see Rogues using 
swords when they acquire a weapon that does a ton more 
damage than their current one. If you're using a 1 5 DPS 
dagger and you find a 25 DPS sword, well, it's a no broiner. 
That's too much damage to pass up. Keep in mind that you'll j 
lose the Backstab and Ambush abilities. However, there are 
some off-hand swords. Using them in your off-hand doesn't 
take anything away from using a dagger in your main hand. 
They're rare, but they exist. Swords are fantastic secondary 
weapons if you want to focus on physical damage over poise 
damage. 
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TESTER TIP 


Shaman Weapon Choices 

by Zavein Stormrider 

I've got a melee-based Shaman. Demios focuses on Strength 
ond Stamina, and her DPS is great for her level. I've played with 
a IHaxe, 1H maces, a 2h axe (all comparable level) and none 
of them stack above my current dagger. They never have and I 
doubt they ever will in PvE. 

As a Shaman oriented on melee, I inevitably miss a percentage 
of the time, some damage is mitigated by the armor or I proc 
0 percentage of the time. People argue that the damage is the 
some no matter what since a percentage is a percentage. Yet 
time and time again I find that I can take monsters down faster 
with 0 dagger and a proc, than I could with the other weapons, 
and that's usually because of the speed of the attack. 

More attacks offer a greater chance of crits; a higher chance 
of crits gives more opportunities to use Flurry (a Shaman talent 
■ which gives a 30% speed increase for 3 hits). All this assumes 
that you're fighting monsters around your level. 

For monsters below your level, I highly favor a slower weapon 
since on lower level monsters you land crits more frequently 
ond a large weapon inflicts the first hit at the same speed as a 
faster weapon; getting a critical hit on the first hit with a high 
DPS weapon is a huge crit. On a monster much lower than you, 
it can mean most - or all - of its life on that single strike. Playing 
with 0 2H axe at 39, I can one- to three-shot monsters up to 
about level 27. 

In PvP I believe that I'll probably favor a 2H weapon since you 
end up dancing with the player more often than not and getting 
a nice, scary hit from time to time is better than nickel and 
diming them, I have yet to try it out to prove my theory. 

As for as Shaman weapon procs go, I either go with Windfury 
or Firebrand. I use Windfury when I'm going against weaker 
armored monsters, since it increases the frequency of hits 
offering Flurry chances more often. Firebrand is best for high- 
armor monsters, since it adds flat damage above the melee 
damage. So, unless the monster is highly fire resistant, it's 
guoranteed damage. 

/ 

Here are some other important things to understand about your equipment: 

Aields have blocking values. Blocked attacks avoid an amount of damage based on 
>our shield and your character's Strength. 

#andscan be interrupted when the user takes damage. All classes that possess the 
Wand Proficiency skill can use them; fire, frost and shadow skills are not necessary 
Hess it's a requirement on the weapon itself. Resistance in the appropriate school 
reduces wand damage accordingly. One good thing for casters is that wand use is 
It prevented when silenced. However, they're prevented in all the same situations 
n which melee combat is prevented. 

items that increase the critical hit percentage do not stacL 

terns with procs are using time-based procs. Their proc frequencies are entered as 
e number of desired procs per minute, and their actual per-swing proc chances are 
calculated from that using the weapon's speed. 

quested items are soulbound to your character and cannot be traded or sold to 
other players. Vendors are the only option if you no longer wish to keep the item. 

It's important to pay attention to items that are Bind on Acquire (BoA) or Bind on 
Equip (BoE). BoE items can still be traded or sold to others, provided you didn't try 
kon to see what it looked like. 


TESTER TIP 


Mage Choices 

by Zophar 

As a Mage, I prefer a dagger and an off-hand item. There are 
a few reasons why. 

There are daggers that have excellent bonuses for Mages 
(Intellect bonuses aren't uncommon) and off-hand items that 
increase spell damage or offer additional abilities like healing, 
increased damage, mana restoration, increased run speed, 
etc. I find the utility of these items is better than working with a 
staff. 

Other Mages might prefer the staff because of the larger 
Intellect and Spirit bonuses, giving them a larger mana pool 
and faster regeneration. This is a strong argument and simply 
comes down to play style. 

Other Mages might prefer using a sword if they like to get up 
in an enemy's face and do some melee damage. Obviously, 
swords have a high DPS and many swords have nice "on 
hit" or "chance to" effects like doing extra fire damage or 
something similar. These are especially nice for Mages who 
wear equipment that increase their fire or spell damage, since 
that bonus also applies to the effect on the sword. 



^FINDING THE BEST LOOT 


Once you know what kind of equipment works for you, it's time to start looking 
for it. There are several different ways to get your new gear; you can buy it, have it 
created by someone in a Profession, loot it, quest for it or, if you're lucky enough, 
get it from a friend or a guild who wants you to be all you can be. Here's more of a 
breakdown on getting the loot you need. 

General Loot As you go through the world of Azeroth you will no doubt find a bit 
of blood on your weapons. Looting mobs often nets you some good weapons and 
gear. As you attain a higher level and begin battling more difficult mobs, it's more 
likely that you'll end up with some great drops. You may end up having to roll for 
them, however, so be sure to warm up those dice (or the /random command). 

Questing Questing can be a great way to get that exact weapon, armor piece or 
hand held item for which you're looking — or at least to get you to the next level or 
two before looking for better. Most classes also have specific quests restricted to 
them that offer the right kind of items to help you advance. 

Crafted Find someone working on a Profession that creates items you need. Often, 
they'll bargain with you for the needed materials and a reduced cost rather than 
having to pay a larger fee or having to outbid someone at auction for an item. 

Vendors Vendors generally carry adequate equipment for purchase should you 
find you just need something to hold you over. Some vendors have rarer items, but 
are found in more remote locales than just a jump to your main city. 

Auction If you can't find it some other way, try going to the auction houses. If you 
only have a certain amount of money to spend, try looking for buyout prices rather 
than trying to outbid someone. )ust be careful not to pay too much for an item just 
because you feel you must have it now. Patience while watching the auctions may 
give you a better chance of getting what you want at a lower cost. 

Friends/Guild Having friends or a guild that can help you get the gear you need 
or that can give you their hand-me-downs can make a big difference in your wallet. 
Being generous to others often comes back around to you. 


When shopping at a vendor, mousing over an item shows both the stats for the 
;em you're looking at and what you currently have equipped in the same slot. This 
I'^owsyou to compare what you have with what you're looking at. 




RAID CONTENT UPDATE 


I Blizzard has plans (oh so many plans) for the high-end content for World of Warcraft and we picked the Jeffrey Kaplan's [JK] brain to help define for you what a] 
r it works, and what's in store. Jeffrey is the lead raid content designer for the game. This interview often references his posting on the World of Warcraft vv 
raids, (www.worldofwarcraft.com/pvp/raid-article.shtml) 


BRADY: Can you briefly explain what a 'raid' will consist of in its most basic form? 

JK: I would define o raid, in its most boiic form, as ony encounter that requires more ihon one 
standard group to complete. 

BRADY: You mentioned that there will be all sorts of raids including instanced raids ond those 
in the generol area, short excursions ond more grueling trials. What prompted the decision to 
offer such a voriety? 

■| JKi Ployers spend o greot deal of time ol the highest levels Since they are no longer goining 
■ experience and leveling up to meet new encounters in new tones, it's important to give them 
variety in the encounten that they do have occess to The lost thing we wont to do it kick out a 
bunch of cookie-cutter encounters What's fun ond cholenging it leoming the strategy for eoch 
new raid If every raid follows the tome guidelines then there won't be much voriety or chollenge 
in conquering them 

BRADY: Will the raid content be storyline driven as much of the quests ore? 

JK: Yes Wercraft'i Lore, os dictated by our VP of Creative Development, Chris Metzen, is whot 
drives WifeW All of the high-end raid encounters ploy directly into Chris' storyline 

BRADY: Is there ony plan to include some lower-level roid content so that people can be 
"trained' to work in big groups, or will they first get to experience this level of interaction near 
the level cap? 

JKi Our normol instanced group dungeons olreody serve this purpose Oftentimes, lower level 
players wil form raid groups to ‘conquer* a higher level dungeon 

BRADY: Let's take a step bock for a minute. Could you pleose explain the mechanics behind 
managing a raid group? This isn't just something that anyone can jump into and expect 
everything to go smoothly, is it? 

JK: Will, if you're talking staclly about the mechanics of managing o raid group, I think our 
interfoce mokes it extremely eosy to do. Classes ore color-coded ond players' names con be 
drogged-ond-dropped into the proper slots Gone ore the days of scrijbling groups down on 
paper or forcing group leoders to invite certain people With VM»W"s raid interfoce, the raid 
leader simply invites everyone and moves them to the proper spot 

BRADY: You mentioned the words "Onyxia" and 'full-fledged dragon' in your journal. Core to 
offer any more nuggets of goodness to your fans reoding this? 

JK: Hopefully, Onyxio wil prove to be o very fun encounter By full fledged dragon I meant ihot 
Onyxia would require a ful raid force to conquer Ployers in WoW get intrxsduced to Drogonkin 
at o very young age However, to kill on octuol dragon it a different story. When people brag 
(dxiut killing Drakes and Whelps and Dragontpown, they should take o step bock ond realize 
that kiling on octuol, fuH-Redged dragon is o rmich more choNengirsg errdeavor. 

BRADY: Are there going to be any faction-specific raid zones that will be defended by one 
faction while the other faction attempts to gain access? In essence, is there any plan to combine 
PvP and raids? 


JK: We've discussed this corrcept at great 
length At this time, we're not prepared to 
reveal onythmg, however. 

BRADY: You mentioned that there's a 'top- 
heavy" plan being developed in your dev : V... 

journal. The raids sound like o great way for f •' 

hardcore fans to extend their gomeploy. Is that -fvj ■ 

level of playability going to be available to the . ' 
casual gamer? 

JK: By lop heovy, I was also referring to our outdoor 55+ zones as wel In WoW. the cosual 
gamer has occess to higher level content. A lot of 'cosual' gamers nxmoge to hit the level cop ' ' 

in our gome I think that's something that reolly sets US oport In gome, os wel os through live . 
updates, there ore going to be quite a number of high level zones that wil appeal to both casucd ' 
and hardcore gamer alike. 


BRADY: So, you got to dig through Chris 
Metzen's lore to find the big beasties. How 
mony are you holding in reserve just to blow 
fons away down the road? 

JK: That's a secret ;) 


BRADY: I'm sure that the development of 
the high level gomeploy will continue, but 
can you give us on idea obout how much 
will be ready when the game launches? 
How about a few months down the rood? 


JK: There will be some singulor raid encounters (such os Onyxiol ovoiloble or 
fledged raid zone (The Molten Core). Also, many of our eorly live updates ore 
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PVP GENERAL INFORMATION 


The land of Azeroth is a land in turmoil. Sides have been chosen and a tentative 
and uneasy peace between the Horde and Alliance is as fragile as newly blown 
glass. Each watches the other waiting to catch them in any wrong doing, all the 
while trying to avoid another war that 


might make them weak against the taint 
of the Scourge or another invasion by 
the Burning Legion. 


World of Warcrafi is divided into two 
factions, the Horde and the Alliance. 
The Horde consists of the Tauren, 
Forsaken Undead, Ores and Trolls. The 
Alliance consists of the Night Elves, 
Humans, Gnomes and Dwarves. 


There is no love lost between the two factions and as you travel the world, you'll 
find that the opposing faction's towns are not open and welcoming. They would 
you through rather than let you take a peek at their latest merchandise. Don't 
worry about that too much, however, it's possible to get a little revenge by sacking 
their town with a few dozen or more of your closest friends. 


I Some spells have diminishing returns when used in PvP. These spells are Charm, 
R Fear and Stun. All players are susceptible to all three of those spells save for Undead, 
I though there are spells specifically for use against the Undead that have similar 
I results. In the case of these spells, diminishing returns refers to casting the same spell 
IJtype within 1 5 seconds of the first such spell wearing off. The second casting of the 
spell is reduced to 50% of the original duration. The third cast is reduced further to 
I 75% and after the fourth cast of the same spell, the other player will be immune. 


GENERAL STRATEGIES AND TIPS 


I Bait Bait is when a lone enemy lures you into a trap in which either a higher-level 
I player is waiting nearby or a group of players is waiting nearby. Baiting someone 
I can be an easy way of getting a kill or splitting up a disorganized group. 


I Jump Before Being jumped It's always better to do the jumping than be the one 
I getting jumped. In this case, you pick the method of approach and the terrain in 
■ which to fight in as well as the timing of the fight. While it's not impossible to 
I recover from being jumped by any means, it does tend to put a crimp in your usual 
I fighting plan. 


I Corpse Camping Corpse camping, while not generally perceived as an honorable 
I strategy, may be a tool you end up having to use. It sends the message that it's time 
I for your enemy to move on, provided you let them get back up at some point. 


Jumping Often this occurs when a player is engaged in some other activity and has 
no real chance of making a response. Some players use this when an enemy is killing 
mobs and at a disadvantage already. While this may be viewed as dishonorable, it may 
also be seen as the only necessary means for clearing a zone of the opposing faction. 


Besides, honor is defined differently by players and one may see it as 
advantage. 
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Buddy System This simply can't be stressed enough. Having a buddyfc 
your back may make an enemy think twice before attacking. Seeing m 
one player easily visible may make them think twice. However, there's i 
to be said for traveling with a stealthed Rogue and letting people think th^. 
the only one. 
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Use the Landscape When taking rests between PvE or PvP activity, dom j 
in the open. The tag over your head is a big enough indicator for yourt 
don't add to the advertisement by sitting in plain view. Dense foliage andiw| 
reasonably good job at obscuring your presence. For those with stealth, mj| 
you use it. Using the landscape also means, getting out of the line of sighiu 
and range combat classes. They can't hit what they can't see. 
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your name/guild 
you're trying to hi 
hidden if that's yc 


Use Buildings Use buildings both as line of sight obstructions and as placs^ 
For two-story buildings, it's too easy to find you sitting on the first floor. Iffri 
second story, it may be best to go there so that someone just skimming throuJ 
easily identify that you're there. ^ 


CLASS : 


Each class has the 
[important to fc,cu 
of abilities that th 


When a region is being attacked, a message can be seen either on the World Defense 
and Local Defense Channels. These channels can be a great way to choreograph the 
defense of your homeland. 


E After a PvP death you'll be forced to wait for a short period of time (2 mins) before 
I resurrecting and jumping back into battle. A countdown timer appears letting you 
I know just how long you have to wait. Generally, if you've had a relatively long run 
I from the graveyard, you'll not have all that long left to wait. 


Control and Escape There are times when you know you have little hopeoj 
through an encounter. These are the times you need to pull out the stopsr 
a way of controlling the situation just enough to make your escape. If 
Fear your attacker, root them, stun them, whatever it takes. Use a speed enh 
technique whether natural Sprint, potions or engineered boots and run, doni 
to the closest place of safety. 


Dying Well There is a right way and a wrong way to die. If you have to die, i 
a place you can get to easily and resurrect in relative safety. Keep in mind thed 
you have to work with and find a spot that is obscured from sight of enemies. Kl 
to camp your corpse, it will give you a chance to utilize your surroundings tore 
and get out. Being able to rez behind a tree is a beautiful thing. 


Be Creative Expand the boundaries of your imagination and think outsidelk 
(just don't exploit.) There are countless of different ways to approach a situati 
catching your enemy by surprise may be the best possible way of achieving! 
Even when being jumped, you may suddenly be hit with a little inspirationi 
get you out of a bind. 
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(here are some strategies that used in just about every type of PvP encounter 
II within the game. It's important to keep them in mind whether you consider them 
I honorable or dishonorable in nature. It's up to you what your own internal rules 
I are, but knowing the available tactics that can (and will) be used by other players 
I is a key to victory. 


Be Prepared Be prepared with potions, first aid and engineering forthetir 
you're encroaching on contested or opposite faction controlled areas. Hi 
extra mana or health could mean victory when it comes down to the wireaij 
nuking power or healing just enough to stay alive. 


DOTS Damage over Time spells, poisons or abilities should always be lb 
thing used against an enemy and the last thing you put on them should thq 
flee. Watching a severely weakened foe run away while still taking DOTdi 
a feeling of pure joy. 


Finish What you Start Unless you're the type to be merciful to your enemy, 
stop attacking until you have killed your opponent(s). That may sound harsh,! 
allowing them to escape, it gives them time to regroup and call in friends.! 
them gives them a trip to the graveyard and a little bit of a "time out" rathe 
running rampantly back into battle. 


Know When to Fight Don't get lured into a fight you aren't ready for. It'si 
get caught up in the moment and try to bite off more than you can chew.fe 
your own limitations and know when it's best to fight or run the other way. 
isn't cowardly when it means you can come back more prepared and 
fight on better footing. It's definitely not cowardly when faced with an o 
overwhelming force. 


Mage: Mages ca 
a crowd control 
ruin foes from a 
be an easy target 
like Rogues or \A 


Paladin: "Kill me 
their own tricks 
they gain; it can 
a couple abilitie 
class and despiti 
Paladins. Overla 


Priest: Priests an 
up their Holy V 
count. While s 
Impressive dami 
battling Undead 
up. Their Debuf 
of allies. Add hv 
your thoughts oi 


Rogue: Rogues 
|commission wh 
They have a ba| 
close quarters. I 
strikes. Rogues 


Hearthstone It n 
l^arthstone may 
used once an hou 
you're currently b; 
of the easiest wayt 





Having a buddy to w 
tacking. Seeing more th 
lowever, there's som( 
ig people think that yi 


’ PvP activity, don’t sit ir 
ndicator for your localia 
•ense foliage and trees do 
jsewith stealth, make* 
if the line of sight of c; 


It may not be the fastest way to get out of a bad area, but using a 
me may be the only way to escape a sticky situation. These can only be 
loncean hour so be careful in your choice of timing. However, if a town that 
iCutTently based at is overrun and the flight master has been taken down, one 
easiest ways out is to stone home. 

vour Mount/Sprint/Form If you have a faster means of travel than running, 
ffeyourself enough time to use it. Save your Sprint or other speedy means for when 
wd it most, either for chasing someone down for the final kill or for getting 
when someone is about to get you. You can not mount while in active PvP so 
te sire to get far enough away to summon your mount and ride out — provided you 
Iwe one. If you have a travel form, using it to get away from your enemy will be a 
[bonus for you. There are also Sprint potions available for those that do not have 
other means of getting an immediate speed burst. 

Hilind Run Be patient and use the Hit and Run method on opponents. This keeps 
I off balance and gives you a chance to recoup any lost health or mana. While 
battle typically lasts longer, it will also be more enjoyable and the likelihocxi of 
ownsunrival goes up just a tad. Dash in, do some damage in range then back 
lofabit. Rinse and repeat as necessary. 

UseShort Guild and Character Names While this may sound like an cxJd decision, 
J name/guild tag could easily be seen from both sides of a tree behind which 
're trying to hide. Keeping your name and your guild tag short helps you remain 
Jen if that's your plan. 
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CLASS STRENGTHS IN PVP 
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find yourself on the wrong side of the battle in a hurry. While it's possible to survive 
such an attack, it requires solid gameplay and all your tricks to do so. 

Shaman: Shaman are powder kegs. Their totems can be powerful instruments ' 
for healing and buffing, offensive attacks and ability prevention. They fall within 
the mid-range on hit points and armor and can put out a considerable amount of 
damage. Shaman are a Horde-only class. They get to wear mail at higher levels 
making them even more difficult to take down. Durability being a strength of theirs, 
you never know what you'll be up against when confronting a Shaman. 

Warlock: Warlocks need time to let their spells work. They are not fast and heavy 
damage dealers. They do, however, have some nice crowd control abilities and 
various pets to keep other players in check. Imps toss fireballs, Voidwalkers suck 
up damage and Succubi dish it out! Warlocks, with the aid of two other players, 
can summon in extra troops as well as provide Soulstones for other players that are 
one-use resurrection items. 

Warrior: Warriors may not be ranged damage dealers, but in close quarters they 
can take damage and deal it out in kind. Their Charge stuns casters quite well 
and disrupts any spells they were about to cast. Allowing a Warrior to get within 
striking distance spells serious trouble. They are a powerhouse and one of the more 
feared PvP foes. Even when locked down, they offer plink damage with their guns ’ 
or bows. 


■^1 

m 


NORMAL SERVERS 


■jch class has their own strengths they need to utilize for direct one-on-one PvP. It's 
intlo focus on these advantages. Here are some general ideas as to the kinds 
labilities that the classes have available to them. 

)njid: Druids are a grab bag of ability, a virtual jack-of-all-trades, master of none, 
ley can heal, put out melee damage and inflict considerable ranged damage, 
lev're not the masters of any of the three, however, their combined abilities make 
m a difficult target. If they toss on a rcxjt spell, be prepared to counter it or change 
itoa ranged combat style as well, because it buys Druids the time they need to use 
Arranged abilities or heal. Even once you free yourself, be ready for an in-your- 
ice battle. 

Hunters: Hunters are distance fighters above all else. Between their long-range 
Unities and the addition of a pet, you'll need to get in close. Find a way to neutralize 
I pet if possible; two targets pose a much larger threat than the lone hunter. Even 
imelee, they aren't going to simply fall over because you want them to. Hunters 
;a few tricks that Rogues will particularly dislike such as traps and a Hunter's 
(Which prevents you from going into stealth mode and getting away. 


PvP is readily available on all the servers offered for the World ofWarcraft, however, 
on a normal server there are no contested zones in which PvP can occur between 
the factions like on a PvP server. PvP must be triggered by one of four ways. In all of if 
these cases, PvP is kept as a consensual act between players. 


Mage; Mages can Sheep anyone that's not one of the Forsaken, which lends them 
icrowd control ability vital in neutralizing enemies. Their high damage output can 
uin foes from a distance, but once they lose the advantage of range, a Mage can 
be an easy target, even with their Mana Shield, when faced with a high DPS enemy 


Paladin: “Kill me once, shame on you; kill me twice, shame on me." Paladins have 
■ ir nu/n tricks that make them very difficult to kill. Lay on Hands is just one edge 
(ley gain; it can be used once an hour and heals them to full health. They also have 

, . , , , I couple abilities that focus on destroying Undead. Paladins are an Alliance-only 

»uld always be the fin ciu . l -ju.u 

.. , , , , , class and despite what many think, they re a powerful force when joined by other 

1 them should theytryl , . 

ill taking DOT darna abilities create an incredible fighting force. 

Priest: Priests aren't your usual healing-only character. They have the ability to call 
lip their Holy Word: Shield, which absorbs all damage up to a certain hit point 
count. While shielded, their casting cannot be interrupted. Priests have some 
impressive damage spells including a quite painful DoT and an instant nuke. When 
Httling Undead, they can use Chain Undead to neutralize the threat and then heal 
up. Their Debuff strips off buffs on enemies and enchantments, like Polymorph, off 
of allies. Add Mana Drain or Mind Control to the mix and they'll quickly change 
thoughts on the "typical" Priest. 

Rogue Rogues have a crowd control ability (Sap) that knocks opponents out of 
nission while they regenerate hit points. This isn't the biggest worry, however, 
have a bag full of high DPS tricks that tear you up should you let them get in 
quarters. Even a Priest or Mage shield can barely stand up to their torrential 
Rogues are deadliest when not seen. Should they get the first strikes, you'll 


Dueling Players can type in the command /duel while targeting someone 
and fight another player. 

Attacking Opposite faction NPCs By attacking an NPC from the opposite 
faction, you will be flagged for PvP and thus can be attacked by anyone 
wishing to defend. 

Battlegrounds Battlegrounds are built for PvP. By walking into a 
battleground you are giving your consent to engage in PvP. 

Arena In Stranglethorn Vale there is an Arena available for FFA (free for 
all) PvP. 


FACTIONAL PVP SERVERS 

PvP servers offer a more challenging atmosphere than the normal servers when it * 
comes to getting around the world in any kind of relative safety. 

Within the world there are areas broken down into three categories: Horde 
Controlled, Alliance Controlled and Contested. If you're a Horde player in the 
Alliance lands, you can be attacked at any time by anyone, but cannot be the first to , 
attack (unless you're targeting someone who's flagged for PvP). The same is true for 
an Alliance member in Horde territory. In contested areas, all players are flagged for 
PvP and can be attacked by the opposite team. 

Contested areas can make for a difficult time while questing if you go it alone, so be 
smart and use the buddy system. It may just save your life (over and over). Each of 
the three zone types has a color indicator on your mini-map and in the title of the 
name of a zone you have just entered. 


Red indicates that you're in enemy territory and thus vulnerable to attack. 
However, you cannot attack another player character that hasn't been 
tagged for PvP. You can however attack NPCs. Once attacked, you may 
retaliate in kind. 

Yellow indicates a contested zone. Players of either faction can attack the 
other at any time. 

Green indicates that you're in a safe zone. You cannot be attacked unless 
you instigate the attack in some way either by attacking a player directly or 
aiding an NPC or PC engaged in PvP. 


r EASTERN KINGDOMS 



REGION 

LEVEL RANGE 

PVP STATUS 

NOTE * 

Alterac Mountains 

3U-40 

Cantested 

rieovily Contested 

Arothi Highlands 

30-40 

Cantested 

Horde Favored 

Badlands 

35-45 

Contested 

Heavily Contested 

Burning Steppes 

50-58 

Contested 

Heavily Contested 

:iun Morogh 

l-TO 

Alliance 

Dwarf and Gnome Starting Region 

Ouskwood 

18-30 

Contested 

Alliance Favored 

Eastern Plaguelands 

53-60 

Contested 

Heavily Contested 

fl'vynn Forest 

1-10 

Alliance 

Human Starting Regian 

Hillsbrod Foothills 

20-30 

Contested 

Heavily Cantested 

Loch Modon 

LO-20 

Alliance 

Dwarf Favored Region 

BedridgeMountoins 

15-25 

Contested 

Alliance Favared 

Searing Gorge 

43-50 

Contested 

Heavily Contested 

Sii.erpine forest 

10-20 

Horde 

Undead Favored Region 

Stranglethorn Vole 

30-45 

Contested 

Heavily Contested 

Swamp of Sorrows 

35-45 

Contested 

Horde Favored 

The Blosled Lands 

45-55 

Contested 

Horde Favored 

The Hinterlands 

40-50 

Contested 

Alliance Fovored 

TirisFal Glades 

1-10 

Horde 

Undead Starting Region 

Western Plaguelands 

51-58 

Contested 

Horde Favored 

Westfoll 

10-20 

Alliance 

Human Favored Region 

Wetlands 

20-30 

Contested 

Alliance Favared 


r KALIMDOR 

REGION 

LEVEL RANGE 

PVP STATUS 

NOTE 1 

Ashenvole Forest 

18-30 

Contested 

Alliance Fovored 

A^shoro 

45-55 

Contested 

Alliance Favored 

Dorkshore 

10-20 

Allionce 

Night Elf Favored 

Desolace 

30-40 

Contested 

Horde Favored 

Ourotor 

1-10 

Horde 

Ore and Troll Starting Region 

Dustwollow Marsh 

34-45 

Contested 

Alliance Fovored 

Fehroad 

48-55 

Contested 

Heovily Contested 

Feralas 

40-50 

Contested 

Horde Fovored 

Mulgore 

1-10 

Horde 

Touren Starting Region 

Stonetolon Mauntains 

15-27 

Contested 

l^rde Fovored 

Tanoris Desert 

40-50 

Contested 

Allionce Fovored 

loldrassil 

1-10 

Alliance 

NIglit Elf Starting Region 

The 8arrens 

10-25 

Horde 

Horde Favored 

Thousand Needles 

25-35 

Contested 

Horde Favored 

Un'Goro Crater 

48-55 

Contested 

Heavily Contested 

Winterspring 

55-60 

Contested 

Alliance Favored 


REWARDS, THE HONOR SYSTEM 
AND PVP GOALS 

\ World of Warcraft is built for factional PvP; it's a world at war after all. By 
I participating in PvP, players are able to earn points which help them gain favors in 
j the game; some may earn special titles, some may earn a special tabard and it can 
I even earn you a discount at some merchants — among other things. 

I The honor system works both in a positive and negative aspect. Those that kill NPCs 
or players that are much lower than their current level receive negative points. Over 
time, you may earn enough negative points to lose experience and even become 
KOS for your own faction (NPCs included). Those that attempt to gain honor by 
being involved in the defeat of players and NPCs of similar or higher levels gain 
rewards. With enough positive points, you may even earn the ability to gain access 
to special merchants and shops with items only available to a select few. 

World of Warcraft is built on team play and team PvP; it's to be expected that 
'there will be many team-oriented tasks within PvP to undertake. Achieving these 
goals will also net special rewards such as titles and even the possibility of a guild 
hall. The most nefarious of characters will attempt to go into the negative range to 
achieve infamy among all players. These will be the players to keep an eye out for 
since they will believe anyone is fair game thereafter. 


PVP FLAGS AND TIMERS 

It's important to take careful note of PvP flags and what they mean. EachsJ 
symbol that appears next to their character portrait that indicates whether 
are in PvP mode. In order to be flagged 
for PvP, a player must be in duel mode, 
have been in (or are in) a contested area 
(including battlezones), or have assisted 
another player or NPC engaged in PvP. 

Once you have been flagged as being 
in PvP, you must wait an additional 
5 minutes after leaving a PvP area or 
engaging in PvP in a non-contested 
region before your flag will clear. 



A well-oiled group can be a dominant force in nearly any situation unless: 
an evenly skilled and equipped force or outnumbered. Knowing and 
your character as well as understanding the role of others around you 
the difference between victory and defeat. 


>sm» 

indenl 

cant7 


Party members will appear light green when they engage or are engagedjH 
The two most important words to remember when being engaged in PvPatt.V 
Panic." When you feel that adrenaline rush begin to work it's way up into ye. 1 
try to take a deep breath and remain calm no matter how your palms mayf 
Whether you have been jumped or are among the jumpers, remaining calii|i' 
you focused on the job at hand. 


ir 


Despite how fast it can all begin, the first and most important thing youci 
focus your efforts as a group on controlling and neutralizing one member aiifl 
the opposing force. Having one person in charge of letting everyone knownf 
target is works best. It's also important to choose whom you need to take do 
some care. Each class has their own strengths and weaknesses and it's iivifl 
to neutralize the stronger of the classes or members in a group first loendl 
members of your own survive the encounter. 



The most effective groups are the ones that have worked together before, 
a word needs to be said to convey what needs to be done. For those ll(n| 
something does need to be said, macros that have been built for use in PvE# 
as easily be used in PvP if well constructed. A 1/p attacking %t] macro cait(jj 
and easily inform your party of who you're attacking at that moment andii 
them to focus their fire. [ 


The best of groups are composed by at least one Priest, one Warrior, oneMaJ 
any other variety of damage dealer or support class. While the Priest isbusyi 
to keep party members alive, it's important for the remaining party memba 
turn, protect the Priest. Once any healing classes in your party are taken out) 
is left to rely on are potions. However, there are very ingenious group makeia- 
can surprise others. 

Seeing an odd group for the first time may catch you off guard. However, i 
assess their strengths and begin focusing on their weaknesses. If there's odi 
healer, the first target is obvious. If there is a Mage raining pain from outside« 
range, either pull back out of their range or rush them. Seeing a group of fiwi 
sounds like an easy win, but the amount of damage and crowd control theya 
out would surprise many. 
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fOCUSING YOUR EFFORTS 

Istaportantto keep in mind the most important targets to neutralize first. Learn 
i^tflference between "Soft" and "Hard" targets. Soft targets are generally cloth- 
‘^ngdasses that can only take a minimum amount of damage before they die. 
thjfd target is one that has to take a pounding before you gain any leverage and 
“ally kill them. There are a few more considerations that you will need to make in a 
HIsecond once the attack is on. Medium targets, as you can guess, are neither hard 
■jsoft, thus surprisingly medium. These tend to be multi-ability leather wearers. 

[ Caster classes tend to be soft targets, but when faced with many casters, there needs 
Bbeapriofitization put in place. Most often. Priests will be the first to be targeted. 
Given their ability to heal and shield (as well as resurrect), you do not want them 
•jlivetotell the tale of the battle when it's all said and done. Any class that heals 
sgmerally bad; by taking down the class that has the best healing capabilities you 
fiin a bit of leverage. Mages tend to be the second target given their ability to crowd 
lonlrol by sheeping. They're glass cannons, however, and when engaged in close 
adeefall quickly and easily. 

Soft Targets: Priests, Mages and Warlocks. These classes wear cloth and only have 
i itniied number of hit points. 

Medium Targets: Any leather-wearing class such as Rogues, Shaman, Druids and 
■ii/niers. Both Shaman and Hunters can wear mail in time bumping them into the 
[edges of the Hard Target category. 

Hird Targets: Warriors and Paladins. These are the heavy hitters that can give as 
wM as they take. They take some time to kill and can do a lot of damage in the 
dm that takes. 

Most important of all is to work as a team in hunting down strays that try to get away. 

yourself be baited into another trap does you and your group no good. If at 
Ipossible, the group should hunt down any stragglers that may be able to get with 
Mhers to summon or that may be able to resurrect. Leave no enemy at your back and 
tog may just make it out of the battle the victor — and alive. 


-DUELING 



PTHE ARENA 


The arena is a free-for-all venue located 
in the heart of Stranglethorn Vale in the 
Eastern Kingdoms. By entering the area, 
all characters are able to kill any other 
character. 


The arena is the same on any server and offers a venue in which many can come 
to compete in group or ladder competitions. As you enter, you'll notice that the 
location in your mini-map will have turned red indicating that you are vulnerable 
to attack. It's important that even as an observer, you keep on your toes. As in all 
arenas, fights may break out in the stands at any moment. 



.^BATTLEGROUNDS 


Battlegrounds act as a contested zone like the contested zones on the PvP server. 
They have quests and even team-based goals that need to be met just like any other 
area. They are a hotspot for PvP. 

In each battleground you'll find a Horde town an Alliance town and various quests | 
and monsters the same as you would in say a regular zone such as in Hillsbrad. j 
Rewards will be commensurate with the risks involved and the goals achieved j 
by either side, but overall experience should be higher than in any normal non- I 
Battleground region. 

It's important to work well as a team and create Raid groups in some cases in , 
order to defeat another team's city, should that be your goal. Once the other city i 
is defeated it's said to be razed to the ground. Battlegrounds foster and promote 
consistent excellence in teamwork and PvP by placing challenging situations before 
groups of players and guilds. 


-idecting another player and typing in the command 1/duell, players can fight 
IKh other one on one. A flag will drop between the duelers to indicate that a duel 
bs begun, The fight ends not in a death, but in a near death. The defeated player 
ate on the prostrated stance of a supplicant and an announcement lets those in the 
«a know who ended up the victor. Another way to instigate a duel is to right-click 
player's portrait and select the duel option. 


l^OPEN GROUND 


;,Te area in which players must fight is limited. Should you begin to stray, a warning 
bmwill appear. Should you not return to the dueling area, you will forfeit the 


There is a rule that most Rogues have that holds true for anyone. Being the first to 
isie the duel means you have no control over when the duel actually begins. That 
doesn't mean the other player can hold off for a long period of time; if the duel is not 
Accepted within a reasonable amount of time, the duel option leaves. So, all gcx>d 
itoguesknow, it's best to get the jump and control the timing of a fight than to be 
im issuing the challenge. 


Open ground fighting can be some of the most fun and challenging. Terrain can 
play a large part in how well you use line of sight to aid you in avoiding spells or 
catching your opponent off guard. Use the buddy system when out questing at the | 
least. Having one other person with you may deter someone from deciding you a 
easy prey. Working in groups is always the best. 


Undead have an advantage when it 
comes to working around water. They 
have no need to breathe and thus can 
use watery terrain to their advantage. 
For those that do breathe, remembering 
to watch your breath meter can be the 
difference between life and death at the 
hands of your enemy. Having a party 
member or a potion of underwater 
breathing can make all the difference in 
a pinch if you should find yourself at the 
disadvantage. It's best to avoid fighting 
near the water altogether however. 


Casters will want to use distance and levels to fight. By finding the higher ground 
that lakes some climbing to get to, they can sit in relative safety while their opponent 
either attempts to flee or attempts to scramble to reach them. More often than not, 
the caster will be raining down strikes the entire time. 

Use the general channels to keep track of enemies in the zone. By letting others ; 
know of the enemy's whereabouts, they can be more alert for hostilities. Groups | 
may be formed just to hunt them down and keep them from causing mischief. When j 
in real need and unable to handle someone too high of level, it's best to call in some ; 
backup to come and clean things out. Communication can mean everything when 
out in an open zone. Enemies can hide anywhere and will take the opportunity to 
take the advantage at every chance they can. 
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PVP TIPS 


There are many different strategies that players can use with their individual classes 
^ j based on the talents and abilities they use. We have included some tester written 
’ I strategies that may help you find your own PvP style. 


! TESTER TIP 




PvP Tips as a Mage 

by Terror 
Survival 


PvP is player on player combat. However, much of your 
adventuring in Worlds of Warcraft v/\W have nothing to do 
with PvP interaction. There are quests, item gathering, instance 
hunting and just plain old experience gaining. Every player 
must take on these tasks, but doing simple tasks on a PvP 
server can sometimes change the whole dynamic. The biggest 
concern to most gamers who like PvP, but maybe are not as 
hardcore into it as others, is rather not how well they do in PvP, 
but how well they survive and even thrive in the environment. 
So this section is more about how to make the most of your 
time in a hostile setting, avoiding things like griefing so you 
can do other things the game requires. 


First, there are some basic survival techniques for those 
travelers that try the encounters alone. In all things, you won't 
always have a small army to follow you around and protect 
you. Even while with friends, there are still times that your 
group can become the victim of a PvP raid or hunt. The way 
to protect yourself while you go about your non-PvP activity is 
to be smart. Much of the same things you would do in your 
normal life to avoid someone hostile, apply to your gaming 
environment as well. Safety is more assured in numbers. If you 
can take the opportunity to group in those areas you're unsure 
about, there's an increase in your chance to not only survive, 
but even best those hunting for someone to kill. Though being 
alone is most likely avoidable. 


Always be aware of your surroundings. When you hunt, travel 
or even sit to rest, be sure to scan the area visually. With the 
exception of the Rogue class, you can see just about anyone 
coming for you and sometimes being aware of the attack. 
Removing that surprise can allow you to protect yourself or 
flee the danger. When I hunt, I like to use the terrain to my 
advantage. Much like the gun fighter who never sits with his 
back to the door, I employ the same theory when I hunt alone. 

I rest in the foliage. I rest with my back against a tree or hill. 

I find nooks and crannies to rest between my fights. The idea 
is simple, if you sit in the open, casually doing your thing, 
chances are someone will take that opportunity to attack 
you. Sometimes it's just smart to avoid the high traffic areas. 
You have a quest to do, at a place near a road that is often 
traveled by players. Instead of fighting near the road, find 
a more remote area to do your questing. This world is large 
and there are many things to do, just simply avoiding the high 
traffic areas can be enough to stave off the worst moments. 


When you die, and you will, don't be in such a hurry to 
resurrect yourself and continue your business. Be smart 
approaching your corpse, look around for anyone camping 
your body looking to get another kill on you. Scout behind 
trees, rocks, etc. to see if they're hiding and waiting for you to 
pop up. Find the best possible distance and plan out a way to 
get away before you resurrect. Sometimes just thinking about 
the situation can help you avoid multiple deaths at the hand of 
a griefer. 


Finally, if an area is just too over-populated with enemies, find 
something else to do. Remember, Azeroth is a large world, 
with many options for everyone. You don't need to spend hours 
attempting to do one quest and continually die at the hands of 
enemy players. Instead, find something else to do to make your 


gaming time more productive and fun. Dying a few times h I 
a row via enemy attacks can be frustrating. It's much bettefi | 
enjoy your time instead of becoming angry. 
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PvP Tips for a Mage 

Looking to make your mark on the scene of PvP combat will 
your Mage? I have played a Mage almost my entire time i 
during beta and I have some suggestions and concepts that 
have served me well. 1 don't claim to be the expert, obvioui^ 
there are many opinions and viewpoints, and hopefully minei 
will help aspiring Mages become better PvPers. 
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Mages have three general types of spells, obviously you coil 
fine tune this or call it something else, but this is my take on I 
it. They are: Damage, Protection and Hampering spells. ]kf 
make up the general basics of your spell pool in combat. It ‘ - 
doesn't matter what line you might take, Arcane/Frost/Fire 9 K 
a combo of them, you'll basically have the same type of spej . 
Combat with other players is very fast paced, some would 
say he who can twitch faster usually would win, but it's morn 
than just twitching. A Mage who can correctly cast the right 


combination of spells will beat the twitch guy any day. There' 
a method to the encounters, each class has its weaknesses 


and strengths and some classes will always have a leg upon 
a Mage, just as a Mage will has its leg up on certain classes 
The key is to correctly use your spells against your foe. Whol 
that best combo? I say there are no right or wrong answers 
combat. One time you may fight a Warrior that would attempt, 
to use debuffs, snares and power blocks, that same Warrior 
might try to just out-damage you the next time. How you 
approach that fight depends on the situation; hopefully these ' 
tips help you correctly assess that situation. 


Distance is your friend. A Mage who cannot keep his dislatK*, 
usually ends up dead first. A Mage just doesn't have the abilrj 
to protect him/herself and no matter how fast you might guza 
a healing potion, it won't heal you enough to make a real 
difference. The fact is, the Mage is not meant to withstand 
much punishment; the Mage is meant to deal it. Keep your . 
distance so that you can chew up casting time without being 
hit. ' 


Also, a Mage has the ability to hamper and protect, though i 
not great like a healer's ability to heal or shield, or a Shaman 
ability to snare and buff resists, the Mage's hampering and 
protection is meant to be short lived and allow you to buy 
time to quickly out-damage your foe. A Mage can withstand c 
flurry of blows by casting Mana Shield, which absorbs some 
damage and allows you to root and gain distance on your foe 
to inflict more damage. 


When fighting a melee type class, I want to root, snare and 
shield, in-between using my heaviest and quickest casting 
spells to damage them. Long casting spells do nothing but 
get you killed while you wait for any kind of damage output. 
Instant cast damage spells are great for PvP, as most can 
quickly put down your foe. 


Against another caster, never underestimate a well-timed 
counter spell to mess up their rhythm. Casting requires a 
series of spells that you plan to use against your foe. When 
fighting another caster, anything that causes them to interrupt 
or block, can mean the difference in a fight. Remember, a 
caster requires line of sight for most spells, this can be a greol 
advantage to even other casters — especially a Mage who has 
the ability to Blink. 


Also, don't underestimate your ward spells. Having the ability 
to absorb fire or frost damage can come in handy when 
fighting casters that use those lines. (It also works for those 
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I ’ melee fighters with imbued elemental effects on their weapons.) 
For example, a fire Mage that might attack you would have a 
hord time finishing you off if you o) take away some of their 
spell casts by casting fire word, then b) Counterspell their next 
norvfire spell when they try to adapt. This forces them out of 
their rhythm and gives you the edge in the fight. 

Don't forget other important spells like Dampen Magic against 
another caster or your Polymorph spell to buy you some time, 
regain your strategy and quickly unload your barrage. 

There are some basic things I like to do. I prefer the fire 
domage line, mainly because I can gain Blastwave, add a 
stun to my fire spells, and decrease the duration of my instant 
Fire Blast. When I enter a fight, I like to Mona Shield for any 
I pesky melee. I try to use distance against my opponents and 
strike from far away. If I have the advantage of surprise, I lead 
I with Fireball, Fireblast and Scorch. If I think I can quickly kill 
them, I rush in after my Fireball to add in my Cone of Cold and 
Blastwave instant casts. Sometimes, I root at the end of that 
duration for that extra 1 OOhp hit; that allows me to get another 
cast off. 

When in a longer fight, I use the Scorch casts if I need to do 
anything. Usually all these spells, as well as my wand, are in 
my first bank so I can quickly cast them. I keep my secondary 
damoge line spells on my second quick bar as well as some of 
my protection spells like Blink, Mono Shield, wards and heal 
potions. If I see a caster of any type make a long cast, I usually 
Counterspell it to mess up their timing. The best advice is don't 
be the victim; a Mage has to be quick on their feet at all times. 
Being cool in a fight and knowing what your basic plan of 
attack or defense is can win most encounters. Being caught by 
surprise is usually a sure way to end up dead. Enjoyl 
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PvP Tips for the Warlocks 

by Ghoul 

At this time, the Warlock is very strong in PvE but requires 
much planning, skill and zero mistakes to be successful in PvP. 
The Warlock thrives on use of their pet and DOTs, which takes 
time to kill their target. In PvP, another player will ignore the 
pet and go straight for the Warlock. The DOTs also make for 
a slow kill, so many players have time to heal or just flee. That 
is another issue I've found to be annoying playing this class in 
PvP. I can get the upper hand on players in many cases, but 
then they just run and I have no way to stop them. This has 
made my decision to take up Engineering to supplement my 
natural casting ability. The bombs stun and the Net-o-Matic 
stops enemies from running away. 

Fear is the Warlock's greatest asset in PvP. It can keep your 
target off of you, allowing you to cast at will. The downside is 
that the target is also generally moving away from you, so if 
they're getting beat bad, they just keep on running. Also, you 
need to chase them to cast when they're Feared. A tactic I use 
is to try and Fear my target into an object like a wall or tree to 
plant it in place. Then I need not chase and can cast whatever 
I want. 

Another trick up a Warlock's (spell) sleeve is the Curse of 
Tongues. At higher levels, this increases the target's casting 
time by 150%. This is very useful against casters and healers. 
The Warlock can also make Healthstones for an instant heal. 

A big problem in PvP is that a Warlock needs Soulshards to 
create the stones and summon pets. Shards do not stack, so it's 
hard to carry many and easy to use them up fast. 

The last of the Warlock special spells is Banish. This takes a 
target out of the fight for 30 seconds. If you're alone and get 
attacked by multiple enemies make sure to Banish the healer. 

The three cambat-ready Warlock pets currently available have 
a wide range of abilities. 

The Imp is a basic pet and requires no Shard to summon. This 
little guy gives a Weak Fire Shield to the summoner. It adds 
some Stamina to the group and has a low-end fire nuke. It's not 
a very impressive PvP pet. 

The Voidwalker is the Warlock's main PvE soloing tank. It 
taunts and, if Sacrificed, gives a 10 second invulnerability. This 
pet does low melee damage and is virtually useless in PvP. It 
requires a Shard to summon. 

Now, the Succubus is the third pet in the line and, in my 
opinion, is the most useful in PvP. They have an ability - Seduce 
- which sleeps a target for 1 0 seconds or until damage is done 
to it. This ability is very useful if a melee class or Rogue from 
stealth stuns you. Succubi can also go stealth themselves, so 
many times your opponent will think you're alone when you're 
not — surprisel 

When in PvP I always hope to have my Succubus with me. If 
I'm attacked, I can Seduce my target right off then get in a free 
cast. If the target is a caster I lead off with Curse of Tongues. 
However, the rest of a standard battle spell set is as follows: 

Immolate, Corruption, Curse of Agony (if it's a non<aster). Fear, 
Shadow Bolt, Shadow Bolt, Shadow Bolt, Fear, Shadow Bolt, 
Shadow Bolt. (Use bombs and Net-o-Matic as needed and if 
available.) 







Warlock - Difficulty Rating: Easy ^ 

Snare them, ignore their pet, and jump into melee combat. ^ 
They're currently on the low end of the totem pole when it 
comes to being dangerous. 

Hunter - Difficulty Rating: ? 

Unfortunately, I never fought one. I would close the distoncenl 
fast as possible, snare the pet in the process, and then jump 1 
into melee while using the DD snare on the Hunter. 

General Tips 

There are a few things to know when it comes to PvP. If you'n 
going to melee, always have your Lightning Shield up. Whail 
it expires, recast it. Always drop a Stoneskin Totem for melee | 
damage reduction and have a weapon proc up. I prefer 
Windfury, but Rockbiter is not bad either. ^ 

Depending on your Talent spec, you'll have more options. Tit 
spec gives you the ability to cast lesser heals for lOOOhpwif 
only a 25% chance of interrupt and insta cast 1 heal eve ry5| 
minutes for 1 600hp at level 60. This may be able to allow w 
to beat down Warriors and any other classes will be cake. 

I also recommend Alchemy/Herbalism. I use potions constoii| 
and they are quite often the decision maker in many fights. 
Potions coupled with a decent Restoration spec make you vef)j 
hard to kill. 


TESTERTIP 


A Warrior’s Choices 

by Indalamar | 

Forget all those bad memories of mindlessly beating on | 
someone while the casters do all the work. This is World of 
Warcraft and here Warriors reign supreme. In the following I 
write up, I'll explain how to ploy a Warrior ogainst each o( 
the classes. There are several fundamentals of a Warrior thoi 
do not change regardless of who you're fighting. Under ideoli, 
circumstances, you'll always be able to lead the fight with || 
Charge, which gives you some Rage and allows you to cloujll 
the distance to your target almost instantly. Secondly, alwoys j 
keep your target snared; fortunately. Warriors have the best 
snare in the game. Hamstring will quickly become your best 
friend; when upgraded, it can snare your opponent to40%til 
his normal speed. Open every fight possible with the Chargej 
+ Hamstring combo. I will describe what to do in the eventlla. 
you can't lead with this combo. 

This write up is from the perspective of a level 60 Undead [ 
Warrior. My talent spec is as follows. 


Arms 

5 Deflection 
5 Tactical Mastery 
3 Improved Rend 
3 Deep Wound 
2 Impale 

1 Improved Charge 

Fury 

5 Cruelty 

5 Improved Demoralizing 
Shout 


1 Anger Management 
5 Two Hand Weapon 
Specialization 

1 Sweeping Strikes 

2 Improved Hamstring 
1 Mortal Strike 


5 Enrage 

4 Improved Inner Rage 
1 Piercing Howl 



Vs. Druid 

I Druids are relatively easy to take down. They're part 

healer and part nuker leaving them slightly lacking in both 

I departments. The one thing you need to watch out for when 
fighting a Druid is their root spell. A Druid's main form of 
damage is an instant cast nuke with a DOT attached. All of 
I the spells that you need to concern yourself with are from 
j. the Nature line. Their root and heals are both nature spells 
I which are easy to pick out due to the glowing green hands 
jj the Druid has when using them. They'll try to root you and 
throw in an occasional nuke. If you get rooted, pull out your 
ranged weapon and start shooting. Make sure that you watch 
, the root duration closely; the second it breaks, rush in with a 
Hamstring, As with any healing class, the key to victory is to 
wait until you have them around 25% health and Pummel their 
' heal. This shuts out all of their healing and defensive spells 
bng enough to finish them off. 

I Vs. Hunter 

Hunters can hurt if they get the jump on you. They have a 
couple of snare abilities and a self run speed buff. If a good 
Hunter catches you off guard, you'll be in for a difficult fight. If 
I the Hunter is trying to kite you. Hamstring the pet to take it out 
1 of the fight while you chase the Hunter. If the Hunter is using 
f his run speed buff, pause for a moment. When he turns to run, 
hit him with a range attack. The Hunters' run buff dazes them 
ony time they're hit; Daze is a 50% snare. After you get your 
ronged attack in, they'll be snared — same as you. Continue 
I this process while keeping Hamstring applied to the pet and 
j you should be able to close the gap eventually. Once you 
monage to get in close, the fight's over and you win. 

Vs. Mage 

j Mages are one of the toughest opponents you'll face as a 
' Warrior. Mages have the ability to keep you rooted or snared 
for a considerable amount of time. Their upfront Damage is 
I considerable. The moment you close the gap on a good Mage, 
he'll root you and Blink out of melee range. Pull out your 
ranged weapon and start shooting. As with the Druid's root, 
make sure you watch the root timer closely and make a mad 
dosh for them the second it breaks. The Mage will more than 
likely be using Arcane Missiles on you while you're rooted or 
when you begin to run at them. Hit them with a Pummel the 
moment you're in range. This locks out their Arcane line which, 
in turn, shuts down Arcane Explosion, Blink, and Polymorph. 

If you con survive through the initial barrage of instant nukes 
that they'll throw in your face, you should be able to take 
them down relatively easy. Surviving the initial barrage is the 
hardest part though and comes down to your hit point pool 
and resist rates. 

Vs. Paladin 

Paladins don't pose any real threat to Warriors, even the 
Undeod kind. Paladin battles tend to follow this trend. Warrior 
Hamstrings Paladin. Paladin begins to beat on Warrior and 
realizes he's losing. Paladin uses Invulnerability and heals 
himself. The Invulnerability wears off and the Paladin fights 
some more. Paladin then realizes he is still losing and uses his 
second Invulnerability and heals again. Invulnerability wears 
off and Paladin realizes he is still losing, Paladin dies. The 
worst thing that can happen here is the Paladin stuns you, 
throws up his shield and runs away. As long as you Pummel 
the first spell you see him cast to shut out his Holy line, there 
won't be anything to worry about. 

Vs. Priest 

Priests pose almost no threat to a Warrior. When you 
engage in melee, they'll use their AE fear. Make sure you get 
Hamstring on them before that happens and it'll be almost 
impossible for you to lose. They have two lines of spells; 

Shadow and Holy. Shadow spells are their damage spells and 


Holy are their healing. Don't Pummel their Shadow spells; wait 
until you see their hands glowing yellow and Pummel them. The 
yellow glowing means they're casting a holy spell. Regardless 
of which spell you stop, it shuts down their entire Holy line and 
prevents them from healing. As long as you keep them snared 
and in melee range, they won't put up any fight. 

Vs. Rogue 

The Rogues range from cakewalks to tough cookies. Rogues are 
very dependent on special attacks and, if they miss even one of 
their opening or finishing moves, they'll be relatively easy. As 
always, make sure you stick them with Hamstring immediately. 
Once they're snared, hit them with Rend so if they manage to 
slip into stealth or Vanish, it'll break when Rend does its DOT. 
Switch to Defensive stance, but just for long enough to disarm 
them and switch back to Battle Stance. Rogues can dish out 
the damage very fast, but they can't take a hit. There's a good 
chance that they'll have you snared with their poisons, so you 
have to make sure you don't let them get out of melee with you. 
If a Rogue gets away from you long enough to hide in stealth, 
and they'll hit you with Cheap Shot — then you're in trouble. 
Make sure to keep them engaged and snared at all times. As 
long as they don't get lucky with crits on their special attacks, 
you should be fine since their hps will give out before yours. 

Vs. Shaman 

Shaman can be a difficult fight because of their ability to snare 
you constantly. In addition, their grounding totem prevents 
some of your abilities from working on them. To make matters 
worse, most of their damage comes from instant nukes so they 
can continue to dish out the damage while running. This makes 
it very hard to get a Hamstring in. If you're unable to land 
Hamstring before they snare you, continue running towards 
them at all times, but quickly change your target to their 
Earthbind totem and crush it. With any luck, the Shaman will 
be too busy trying to stay away from you to realize that you 
aren't snared any more. Once you have the Shaman snared, he 
dies as fast as any other healer. Shaman only have one line of 
healing and it is Nature based. The moment you see their hands 
begin to glow green, hit them with a Pummel and that will seal 
their doom. 

Vs. Warlock 

Warlocks will, by far, be your hardest fight. Since Undead are 
immune to Fear, I have always made short work of Warlocks. 
However, for any other race there's almost nothing you can do 
to beat a good Warlock. You're only real hope is to engage 
them, use Inner Rage followed by Intimidating Shout and hope 
that the stun coupled with a Pummel will be enough to kill them. 
The most dangerous Warlock ability is their ability to keep you 
Feared until you die. Do not use Pummel until you see their 
hands glow black; this is their Darkness line that holds their Fear 
spell. If you can prevent them from getting off a Fear, you'll win. 

Vs. Warrior 

Their match up is simply about who has better gear and 
more skill. There are a few tips I can give when fighting other 
Warriors. First, make sure you keep them snared. If you get 
them snared before they snare you, run out of melee range 
and use your ranged weapon to try to get an hp advantage. 
Second, make sure you land Disarm as soon as possible. Third, 
try to get off your Intimidating Shout before they get theirs off. 

I hope these basics help you in your adventures. The most 
important thing to remember, regardless of who you're fighting, 
is to always always always keep Hamstring applied to your 
target. 




CRAFTING iS. professions 


fA iP^mi 


IjAzeroth is full of many exciting discoveries and, for some, it comes in the form 
[jof its robust and interesting crafting system. Players can create various items and 
I equipment as long as they have the right materials, tools and skill level. 


CONSIDER THE OPTIONS 


You can pick two main Professions per character. Those choices are between: 
\li hi iny, Blacksmithing, Enchanting, Engineering, Herbalism, Leatherworking, 
Mining, Skinning, and Tailoring. To complement these profession options, there are 
also secondary skills available to each character. There isn't a limit to the amount of 
these you may choose to incorporate into your character. They are: Cooking, First 
Aid, and Fishing. 


Each class may, at first glance, look to be geared toward a certain 
However, it would be a lie to say that Warriors never choose to be Tailors. T 
decide what's more important to you. Do you wish to have a profession*; 
supplement your character class or one geared solely to the path of mercantili^ 
you interested in supplementing your combat (PvE and PvP) with gadgets andl ■ 
or does having the ability to enchant your weapons to suit the occasion soutj I 
interesting? You're not restricted to a specific profession based on your class.^ 
can be Blacksmiths if they wish and Paladins can work with cloth; it'suptOr»i 


Ij Professions are a way to modify, or even improve, your character by offering more 
adventuring options beyond questing and grinding. The available products are 
1; wondrous: weapons and armor, potions and oils, bombs and shrinking devices, etc. 
■ -True, you can't do all of them at once, so one of your first decisions is to decide 
i| which professions and secondary skills you'd like to have. 





I! Every profession focused on manufacturing (or enchanting) uses resources found in the game to create another product or service. All professions rely on other pr 
l| or at least their products— some more heavily than others. The following table gives a brief description of each profession and trade skill while offering hints at whidjj 
■I work well together. 


PROFESSION QUICK LIST 


M Alchemist 

Herbalism 

Manufacturer 

Makes potions and elixers with various attributes. Tronsmutation of metok ond elements is also avoiloble to those that reach higher levels of tldcE ^ 

H Blacksmith 

Mining 

Gatherer 

Mokes mail and plate armor, as well os metal weapons of all types, with the exception of what many consider ‘wooden weopons' like bows, | 
crossbows, staves, etc. 

H Enchanter 

Any 

Producer 

Enchants weapons with permonent spell effects. Disenchants items to ottain resources, offering more options than simply selling 
items you may not use. 

Engineer 

Mining 

Manufacturer 

Engineers create godgets, guns, bombs, etc. Many of the gadgets are usable only by other Engineers. They also creote amazing mechanical pots ^ 
and trinkets. 

H Herbalist 

Alchemy 

Gatherer 

Tracking down herbs lo be used in other professions is their specially. Alchemists are always in need of herbs. 1 

B Leatherwarker 

Skinning 

Manufacturer 

Leather armor can only be made by those working in this profession. Leotherworkers ako produce ormor kits that strengthen all types of ormot^ 
by increasing the AC. f 

H Miner 

Blacksmithing or Engineering 

Gatherer 

Discovering and mining deposits of ore is resirided lo the Miners. In addition to the row ore, a lucky Miner may discover a gem hidden in o m 1 

Em Skinner 

Leotherworking 

Gatherer 

Harvests the leather ond hides front boosts sloin in combat. Skinners supplement many professions ond are in demond from mony classes. f * 

in lailar 

Any 

Manufacturer 

Casters love toilers since they provide the cloth raiments of the land. Tailors also creote bags usable by each class for more storage (both in ibekel 1 1 
and on one's person). ] | 


RANKS: 


I SECONDARY SKILL QUICK LIST 


Gother meols ond ports of slain beosh and turn it oil into losly foods thol replenish health. This often soves people from hav ing lo shop for food in towns. 


Heab odventurers with bondoges mold from clolli. A) hiflher levels, those with this skill oko leant how to cure poisons which is often o life sover. 


Gathers fish ond treasure from the bodies of water spreod ocross Azeroth. Some fish ore used in Alchemy and many ore edible; pearls are used in Tailoring and Blacksmithing. However, the true ptins i 
reeling in o chest of unknown treosure! 


■ lAll items necessary to excel in your chosen line of work can be purchased from 
I others in the game if necessary. It's very possible to be an Engineer and a Blacksmith 
j if you have the gold to buy the ore and stone that you need. Guilds and friends are 
I often key (exploited) in providing materials for such pursuits. Teamwork can be a 
ihuge advantage. One person prcxducing ore to barter for armor and weapons is the 
T foundation of a budding economy. 


premium in lieu of gathering the materials for themselves. Gathering raw rei 

wjr 


is free, so anything you make is a profit. There will inevitably be continued! 
on get rich quick schemes, but there's no doubting that gathering 
exchange for hard currency, is a viable option. 


i *Of course, there's no rule saying that you must "make" something. Some players 
focus on gathering resources in exchange for gold and nothing more. There's plenty 
^ of room for herbalists, miners, skinners and fishers who wish to sell their wares and 
j be done. The truth is, those with an abundance of gold are often willing to pay a 


The obvious goal is to become the best crafter possible, regardless of which 
you choose. Maximizing your gold to do so in the cheapest and most ( 
possible is key. Everything available to crafters has a color. For example, 
patterns and ore deposits each have a specific color depending on your 
appropriate profession. Here's a breakdown. 
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)her levels of Alchemy. 


CIIAY is indicative of an easy thing to do. Whether creating 
ling or harvesting, you won't receive any skill points for this. 

GREEN is trivial and there's only a slight chance to gain a skill 
■point by making^arvesting the item. 

.OW is average and there's a good chance to skill up. This 
soften the best method for power leveling a craft since it offers 
f cheaper components and quick rewards, but there's always the 
[’chance that you won't get level. 

ORANGE offers a challenge. You have a 1007o chance to gain a 
skill point, but there's a higher chance of failure. You won't lose 
any components on a failed attempt, you just have to continue 
trying until you succeed. Time is the only cost. 

I RED indicates that your skill level is to low and that it's impossible 
to harvest or create the item at that time. 

!doesn't matter if you're Mining, Tailoring, Smithing, etc. Those colors always 
the same thing and represent the same chance of a skill up. The most assured 
Iwyto level your skill is to make or harvest orange items. It could be more costly 
™*w)fkingon yellows, but you'll definitely fly up the ranks. 

items, with the same skill requirement, have better returns or use fewer 
wienals. If you're trying to level up, focus on items that give a solid return while 
rig as little of your resource pool as necessary. A good example of a trade off is 
lion a yellow item uses two things and an orange one uses six. Sure, you'll get 
laointforthe orange one, but by making the yellow, you have the potential for 
three points with the same materials. However, there's also a slim risk that 
id'll make no progress. 

Always watch for the change in color as you level. If you're just creating the same 
over and over, it could very well change to green status and have no value 
Inondthe item itself. It doesn't always happen on a set number, so pay attention, 
this one reason, it's not always smart to hit the "create all" button. Follow this 
If you're interested in skilling up, pay close attention; if you want the items, 
e as many as you'd like. 
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market can make you rich quick. Dropped plans generally make an item much 
better than currently made items for that respective level. Rare plans, recipes, etc. 
are often some of the items that create the most voracious bidding. If you find a 
recipe or schematic as a drop, make sure to consult with someone before tossing it 
up at the auction house for a few silver. 


AMD 'fPOL 

Some professions require equipment and some don't. A Blacksmith needs a hammer 
(Blacksmith's Hammer) to make armor, but an Herbalist just needs their hands. 
There are three types of equipment geared toward the professions in the game. 

STORE-BOUGHT 

Items and components like Blacksmith's Hammers, Mining Picks, Skinning Knives, 
vials, thread, etc. are all purchasable from vendors. You can generally get most 
items at the general vendors and you only need to buy these once. In the case of 
equipment, they simply need to be in your packs (not your bank) and you'll draw 
the item once you initiate the action, whether it's mining ore or skinning a boar. 
However, for vials, thread, flux, etc., you'll need the item on you and you'll use the 
required amount depending on how many are required. That number will be drawn 
from your inventory. 



PLAYER-MADE 


i|piofe55ion5 have specific trainers that teach their craft. The big six cities typically 
them all, but there are trainers hidden in the wild, in smaller towns, and 
n dungeons/instances that may offer different recipes/patterns/plans/etc. It's 
to visit the main trainers once every 5-10 ranks or so while starting out. 
you begin attaining higher levels, pay attention to your rank and only visit 
l)li(n you must. As you learn new skills* they're automatically added to your menu. 
)ou need to advance in a profession to be able to learn better skills. 

RANKS: 

APPRENTICE: Requires Level 5 and allows you to gain 
skills up to 75. 

jOURNEYMAN: Requires Apprentice and Level 10. 

Allows skills up to 1 50. 

EXPERT: Requires journeyman and Level 20. Allows 
skills up to 250. 

ARTISAN: Requires Expert and Level 35. Allows skills 
up to 300. 


Not all trainers can teach you something 
new. As you level up, it's inevitable that 
you'll begin to surpass the knowledge 
of some trainers. Here's a breakdown of 
trainers and which levels of knowledge 
they offer. 

Plans, recipes, and schematics can be 
purchased at your trainer. However, 
there are some that are dropped, 
received from quests, or purchased 
from hidden trainers around Azeroth. 
Some drops are extremely rare. Getting 
your hands on a rare set of plans and 
being the first to make that item for the 


Some skills, as you level, require the trader to use different, player-made items. 
This can be a potion for a Tailoring pattern or an Arclighi Spanner for an Engineer, 
while Enchanters require Runed Rods. Keep the items in your packs when you wish j 
to use them. 


PERMANENT 

Some items require you to travel to 
them. An Anvil isn't something that you 
can toss in your pack and carry around, 
nor is a forge. (However, if anyone will 
discover a way it's those crafty Gnomes.) 
When something like this is required, it 
will be noted in the recipe/pattern. You 
don't nec*d to click the item, just get 
close enough to receive its effect. 





The skills of Mining, Skinning and 
Herbalism are gathering skills. You 
won't be making anything, or need 
to make anything, to gather. These 
vocations supply other professions by 
providing resources necessary for them 
to ply their trades. 

HERBALISM 



Your first skill is Find Herbs. Drag this 
icon from your ability book (P) into your 
hotkey bar, then hit the corresponding 
number or click it to activate it. Once 
you activate it you'll only need to 
refresh it on death or after logging in. 


Sdverleof 1 li 

Eorthroot 

15 I 

Mageroyal 

50 

Swiftthistle 

50 

Briorthorn 

70 

Stronglekelp 

85 

Bruiseweed 

100 

Wild Steelbloom 

115 

Grove Moss 

120 

Kingsbiood 

125 1 

liferoot 

150 1 

Fodeleof 

160 1 

Goldthorn 

170 1 

Khodgor's Whisker 

185 1 

Wintersbite 

195 1 

Rrebloom 

205 1 

Purple Lotus 

210 1 

Sungross 

230 1 

Blindweed 

235 1 

Ghost Mushroom 

245 1 

Gromsbiood 

250 1 

Dreomfoil 

270 1 

Pfoguebloom 

??? 




jwhile out adventuring, yellow dots 
may appear on your mini map when 
any herbs are nearby, indicating their 
location. 


If you mouse over the yellow dot on the 
j mini map, you can discover which type 
of herbs are around. 



When you're next to the plant, mouse 
over it to check the required skill level 


M 
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MINING 


" I Mining ore is crucial to the economy and, possibly, to another of your chosen 
I professions. Copper, tin, on up are available at the swing of a pick, but jewels await 
M the lucky. Find Minerals is the first skill granted to miners. Use it to go out and 
about to find your Copper. Drag the 


receive a point on the very first swing. Tapping a node multiple times wif r i 
you up more quickly and it's good to share with other miners in yourgroup^ 
so inclined. 
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I i Animals border! 

have a random ^ 
I among the Lig 
higher level bea 
and hides. 



icon from your ability book (P) into 
your hotkey bar. Once you activate it, 
only death, logging, or choosing to hunt 
herbs removes its effect. A yellow dot 
appears on your mini map while you're 
out adventuring to indicate that there's 
ore to be found! 


Once you gather a load of ore, return to a forge and smelt it into bars. Agl 
the Smelting icon from your ability menu (P) and drag it to your hotkey bai 
near the forge, you'll be able to change one ore into one bar. You mayi ' 
do this all at once by selecting "create all," or one at a time if you wantii ' 
your ore supply better. 


Making items is 
ability to take n 
potions or armor 
pursuing. Sure, it 


Mouse over the yellow dot on the mini 
map to discover what type of ore is 
available. 


Once you reach a vein, mouse over it to 
check the skill level required to mine it. 


Right-click the node to begin mining. 
After a few swings, your character will 
kneel down and check what you've 
found. However, a failure leaves your 
character standing over the node in an 
upright position. Right-click on the ore, 
stone, and - if you're lucky - gem, to 
place it into your backpack. 



Even if you don't want the items, you 
need to remove them all from the node, 
otherwise, you'll continue to receive 
the same item. Repeat the process until 
the node disappears. Although you can 
swing at a vein multiple times, you only 


MINING TABLE [ 


Smelt Copper 

1 

Initial 

1 Copper Ore fi 

Smelt Bronze 

65 

Trained 

1 Copper Bor, 1 To bi 

Smelt Tin 

65 

Trained 

1 Tin Ore } 

Smelt Silver 

75 

Trained 

1 Silver Ore 1 

Smelt Iron 

125 

Trained 

1 Iron Ore f 

Smelt Gold 

155 

Trained 

1 Gold Ore J- 

Snwh Steel 

165 

Trained 

1 Iran Bor, 1 Cool 

%e& Mithril 

175 

Trained 

1 Mithril Ore ] 

Smeh Truesilver 

230 

Trained 

1 Truesilver Ore 1 

Smelt Hiorium 

250 

Troined 

1 Thorium Ore f , 

Smelt Dork Iron 

??? 

Unknown 

8 Dork Iron Ore 1 
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when choosing \ 


f There are times, I 


double a caster's 







SKINNING 


? times will not le\f 
your group if you re 


vn beasts are killed in the wild, Skinners swoop in to take their hides and any 
ji% from their corpses. You'll need a Skinning Knife in your pack to do this. You 
wait for the person who currently has looting rights to loot the animal. Once all 
-?ilems are taken off the body, right-click it to begin skinning. 

^u'resuccessful, a loot window opens 
ihowing what managed to 
the body. The types leather 
‘^depends on the the 
■bined with a 

"^als bordering the may 

j random Medium 
[kong the 

level beasts offers better leather 


LAMB'S WOOL 

Skinning sheep earns you wool, not leather. Keep this in mind if you hove any 
friends who've chosen the path of o Tailor. 


One thing you'll notice while hunting is that groups without a Skinner among them 
tend to leave beast corpses all around. It's a great idea to snag their skins while 
hunting on your own. It wouldn't be out of the ordinary to see a lone skinner trailing 
behind a solid group scavenging their leftovers. 


ito bars. Again, pull 
ir hotkey bar. While 
You may choose lu 
'ou want to manage, 



^MAMUFACTURJMG PRDFESSiDUS 


f* 5 king items is one of the most rewarding aspects of choosing a profession. The 
to take raw resources and use what knowledge you've gained to create 
btiwis Of armor, or to enchant a sword to give it that fiery glow is something worth 
..'iuing.Sure, it's not a bad way to increase the influx of gold either. 

<tllfie skills ramp up quickly at first, but as you gain higher levels, your progress slows 
Aamore steady pace. As long as you continue to make items of appropriate levels, 
r/9 continue to level up. Having a guild to supply you with gold or resources is a 
treat way to whip through the early levels, but don't think that it's necessary. Even 
ayourown, given the right career choices, you'll be able to become an artisan in 
vcur chosen field. 

tlongwilh the decrease in the rate of rank accumulation, you'll also notice that 
Binyofthe higher level items have more required items to make them. A high end 
tffltnay require that you adventure for a week to accumulate enough materials to 
TOte it. It's common to see a rare item sell for great money if it's part of a recipe or 
^ttern. Pearls and gems are great examples. Black Pearls and Star Rubies are some 
ate most sought after commodities. 

Isfaiftosay that if you bought all of the resources to create a high level item that 
return, is going to have to pay a pretty penny to have you create it for 
lem. However, some items will require you to pay more for the resources than even 
teinost interested of clients is willing to pay for the completed item. Be careful 
•hen choosing what to make and how much to pay for the resources. 



times, however, when money is no object. If you can make a robe that c 
a caster's current stat boosts, they're going to pay for it. 


ALCHEMY 


Taking herbs, mixing them up in a vial, and creating a potion sounds exciting, no? 
The low level potions are typically the least interesting, but that makes them no 
less useful. Low level adventurers would be glad to pay for Lesser, and even Minor, 
Healing and Mana Potions. However, it's the high end potions and elixers that really 
get people to dig into their pockets. 

Invisibility Potions, Strength Potions, Defense Potions, Agility Potions — all of these 
are within reach of the alchemist. The list is huge and everyone loves the alchemist. 
Well, one that shares, anyway. There are no tools required for this profession, but 
you have to purchase vials whereas other vocations get away with not having to 
purchase materials constantly. 

To create a potion, open your ability menu (P) and drag the Alchemy icon into 
your hotbar. Activating the icon opens the Alchemy menu and immediately displays 
which potions you have available to you. 

Click on the name of the recipe to discover which reagents you'll need. It shows 
how many of each item also. Make sure you have all the appropriate ingredients 
(including the vials) in your bags before trying to create potions. The menu indicates 
which potions you can make and how many of each (depending on your resources) 
can be made as well. Mouse over the icon to see what the effects of the potion are. 

As soon as you create a potion, it appears in your packs. To use it, either right-click 
it or drag it to your hotbar for easy access. 



GATHERING 


MANUFAaURING 


SECONDARY 

SKILLS 





Alchemists have also learned how to transmute semi-rare ore and elements into rare 
types. Yes, you can transmute iron to gold, mithril to truesilver and more. You'll 
need to make your own Philosophers' Stone to do this and the ingredients are hard 
I to find. However, this skill will be appreciated. You have to take 1-2 day breaks in- 
R between doing these amazing feats. 

I It's really not too hard to level up this skill fast if you have Herbalism. The herbs 
[you find are free and, as long you remember to have your Find Herbs skill up and 
I running, you should have plenty of herbs. You'll use your potions constantly. Your 
jgroupmates, guildmates and strangers in the field will want them. They sell very well 
in the auction houses. It's not like you need to find someone who needs a potion; 
j everyone wants them all the time. 

I This is a vocation that isn't tied down by having to return to town to work. If you 
j keep a few empty vials on you, you can make potions while in the field. 

ALCHEMY 


Potions are generally used in combat and often have a 2 minute timer, v' 
Elixers can often be used as often and as quickly as you'd like. 


If you're trying to create potions when your bogs ore full, you won't 
be able to odd the potion to your inventory. This may become o problem 
at the lower levels when you've only got your backpack and o 6-slot or 
two. Storing oil your resources in the ^nk is o good way to alleviate iIh 
problem. Continue piling up resources until you decide to create a bundmi 
potions. Then, transfer any stacks to your bank and continue creating Iht 
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souttu 

KbAbtNKSI 

Elixir of Lion s Slrenglh 

1 

Initial 

1 Earihiool, 1 Silveileof, 1 Empty Viol 

Wildvine Potion 

22S 

Found 

1 Vl/ildvine, 1 Purple Lotus, 1 Crystol Viol 

Elixir of Minor Defense 

1 

Initial 

2 Silverleof, 1 Empty Vial 

Dreamless Sleep Potion 

230 

Troined 

3 Purple Lotus, 1 Crystal Vial 

Minor Heoling Potion 

1 

initial 

1 Peacebloom 1 Silverleof, 1 Empty Viol 

Elixir of Detect Undead 

230 

Troined 

1 Arthos' Tears, 1 Crystal Vial , 

Weak Troll's Blood Potion 

15 

Trained 

1 Peacebloom, 2 Eorthroot, 1 Empty Vial 

Arcane Elixir 

235 

Troined 

1 Blindweed, 1 Goldthorn, 1 CrystdVIal 

Minor Mono Potion 

25 

Trained 

1 Moqoroyol 1 Silvotleol, 1 Empty Viol 

Elixir of Greater Intellect 

235 

Troined 

1 Blindweed, 1 Khadgor's Whisker, 1 Crystalirnl 

Minor Rejuvenation Potion 

40 

Trained 

2 Mageroyal, 1 Peacebloom, 1 Empty Vial 

imisIbityPoNon 

235 

Found 

1 Ghost Mushroom, 1 Sungross, 1 (lystol Viol ^ 

Discolored Healing Potion 

50 

Found 

1 Discolored Worg Heart, 1 Peacebloom, 1 Empty Viol 

Elixir of Dream Vision 

240 

Found 

3 Purple Lotus, 1 Crystol Viol 

Elixir of Minor Agility 

50 

Found 

1 Swiftthistle, 1 Silverlaaf, 1 Empty Vial 

Elixir of Greoter Agility 

240 

Troined 

1 Sungross, 1 Goldlhom, 1 Crystal Viol ^ 

Elixir of Minor Fortitude 

50 

Trained 

2 Eorthroot, 1 Peacebloom, 1 Empty Vial 

Gift of Arthos 

240 

Found 

1 Arthos' Teors, 1 Blindweed, 1 Crystal Vid 

lesser Healing Potion 

55 

Trained 

1 Minor Healing Potion, 1 Briarthorn 

Elixir of Gionts 

245 

Found 

1 Sungross, 1 Gronsblood, 1 Crystal Vial 

Rage Potion 

60 

Found 

1 Shorp Clow, 1 Briarthorn, 1 Empty Vial 

Ghost Dye 

245 

Found 

2 Ghost Mushroom, 1 Purple Dye, I Crystol Vil 

Swiftness Potion 

60 

Found 

1 Swiftthistle, 1 Briarthorn, 1 Empty Vial 

Elixir of Demonslaying 

250 

Found 

1 Gromsbiood, 1 Ghost Mushroom, 1 Crystal tbl 

Elixir of Tongues 

70 

Found 

2 Eorthroot, 2 Mageroyal, 1 Empty Vial 

Elixir of Detect Demon 

250 

Trained 

2 Gromsbiood, 1 Crystol Viol f 

Blockmouth Oil 

80 

Trained 

2 Oily Blockmouth, 1 Empty Viol 

Elixir of Shadow Power 

250 

Found 

3 Ghost Mushroom, 1 Crystal Vial 

Elixir of Giant Growth 

90 

Found 

1 Deviate Fish, 1 Eorthroot, 1 Empty Viol 

limited Invulnerability Pation 

250 

Found 

2 Blindweed, 1 Ghost Mushroom, 1 Crystol VigI i 

Elixir of Water Breathing 

90 

Trained 

1 Stranglekelp, 2 Blockmouth Oil, 1 Empty Viol 

Stonescale Oil 

250 

Troined 

1 Stonescale Eel, 1 leaded Vial ^ 

Elixir of Wisdom 

90 

Trained 

1 Mogeroyal, 2 Briarthorn, 1 Empty Viol 

Mighty Rage Potion 

255 

Found 

3 Gromsbiood, 1 Crystal Viol ^ 

Holy Protection Potion 

100 

Found 

1 Bruiseweed, 1 Swiftthistle, 1 Empty Viol 

Superior Mono Potion 

260 

Found 

2 Sungross, 2 Blindweed, 1 Crystol Viol 

Swim Speed Potion 

100 

Trained 

1 Swiftthistle, 1 Blockmouth Oil, 1 Empty Vial 

Elixir of Superior Defense 

265 

Found 

2 Stonescale Oil, 1 Sungross, 1 Crystal Viol 

Healing Potion 

no 

Trained 

1 Bruiseweed, 1 Briarthorn, 1 Leaded Vial 

Elixir of the Sages 

270 

Found 

1 Dreomfoil, 2 Ploguebloom, 1 Crystal Viol 

Minor Magic Resistance Potion 

no 

Found 

3 Mageroyal, 1 Wild Steelbloom, 1 Empty Vial 

Elixir of Brute Force 

275 

Found 

2 Gromsbiood, 2 Ploguebloom, 1 Crystol Vid 

Elixir of Poison Resistance 

120 

Found 

1 large Venom Sac, 1 Bruiseweed, 1 leaded Vial 

Mojor Healing Potion 

275 

Found 

2 Golden Sansom, 1 Mountain Silversoge, 1 Crysol*' 

Lesser Mana Potian 

120 

Trained 

1 Mageroyal, 1 Stranglekelp, 1 Empty Vial 

Transmute: Air to Fire 

275 

Found 

1 Essence oi Air 

(owordly Flight Potion 

125 

Found 

1 Delicate Feather, 1 Kingsbiood, 1 leaded Vial 

Tronsmute: Arcanite 

275 

Found 

1 Thorium Bar, 1 Arcone Crystal 

Strong Troll's Blood Potion 

125 

Trained 

2 Bruiseweed, 2 Briorlhorn, 1 Leaded Vial 

Transmute: Earth to Water 

275 

Found 

I Essence of Earth ‘ 

Elixir of Defense 

130 

Troined 

1 Wild Steelbloom, 1 Stranglekelp, 1 leoded Vial 

Transmute: Fire to Earth 

275 

Found 

1 Essence of Fire [ 

File Oil 

130 

Trained 

2 Firefin Snapper, 1 Empty Vial 

Tronsmute: Water to Air 

275 

Found 

1 Essence of Water 

Shodow Protection Potion 

135 

Found 

1 Grave Moss, 1 Kingsbiood, 1 Leaded Vial 

Elixir of the Mongoose 

280 

Found 

2 Mountoin Silversoge, 2 Plagueblooin, 1 CtMit 

Elixir of Firepower 

140 

Trained 

2 Fire Oil, 1 Kingsbiood, Headed Vial 

Greater Stoneshield Potion 

280 

Found 

3 Stonescale Oil, 1 Thorium Ore, 1 CrystdVid 

Elixir of Lesser Agility 

140 

Found 

1 Wild Steelbloom, 1 Swiftthistle, 1 Leaded Vial 

Greater Arcane Elixir 

285 

Found 

3 Dreomfoil, 1 Mountain Silversoge, 1 CrysldW 

Elixir of Ogre's Strength 

150 

Found 

1 Eorthroot, 1 Kingsbiood, 1 Leaded Vial 

Purificotion Potion 

285 

Found 

2 Icecap, 2 Ploguebloom, 1 Crystal Vial 

Free Action Potion 

150 

Found 

2 Blockmouth Oil, 1 Stranglekelp, 1 leaded Vial 

Greater Arcane Protection Potion 

290 

Found 

1 Dream Dust, 1 Dreomfoil, 1 Crystal Vid ' 

Greater Healing Potion 

ISS 

Troined 

1 Liferoot, 1 Kingsbiood, 1 Leaded Viol 

Greater Fire Protection Potion 

290 

Found 

1 Elementol Fire, 1 Dreomfoil, 1 Crystal Vid 

Mono Potion 

160 

Trained 

1 Stronglekelp, 1 Kingsbiood, 1 Leaded Vial 

Greater Frost Protection Potion 

290 

Found 

1 Elemental Water, 1 OreomfoB, 1 Crystal Wal ^ 

Fire Protection Potion 

165 

Found 

1 Small Flome Sac, 1 Fire Oil, 1 Leaded Vial 

Greater Holy Protection Potion 

290 

Found 

1 Elemental Air, 1 Dreomfoil, 1 Crystal Vial j 

lesser Invisibility Potion 

165 

Trained 

1 Fodeleof, 1 Wild Steelbloom, 1 Leoded Vial 

Greater Noture Protection Potion 

290 

Found 

1 Elemental Eorth, 1 Dreomfoil, 1 OysldVIol 

Shadow Oil 

170 

Trained 

4 Fodeleof, 4 Grave Moss, 1 Leaded Vial 

Greater Shodow Protection Potion 290 

Found 

1 Shadow Oil, 1 Dreomfoil, 1 Crystol Vid 

Elixir of Fortitude 

175 

Trained 

1 Wild Steelbloom, 1 GoMthorn, 1 Leaded Vial 

Major Mono Potion 

295 

Found 

3 Dreomfoil, 2 Icecap, 1 Crystal Vial ' 

Great Roge Potion 

175 

Found 

1 Large Fong, 1 Kingsbiood, 1 Leoded Viol 

Alchemist's Stone 

300 

Found 

8 Essence of Fire, 8 Essence oi Eorth, 8 bsemifl(| 
8 Essence of Water, 8 living Essence, 2 Block fri: 

Mighty Troll's Blood Potion 

180 

Found 

1 Liferoot, 1 Bruiseweed, 1 leaded Vial 




Elixir of Agility 

IBS 

Trained 

1 Stranglekelp, 1 Goldthorn, I Leoded Viol 




4 Black Lotus 

frost Protection Potion 

190 

Found 

1 Wintersbite, 1 Goldthorn, 1 Leaded Vial 

Restorative Elixir 

??? 

Quest 

1 Elemental Earth, 1 Goldthorn, 1 CrystdVid 

Nature Pratection Potion 

190 

Found 

1 Liferoot, 1 Stronglekelp, 1 Leaded Vial 





Elixir of Detect Lesser Invisibility 

195 

Found 

1 Khadgor's Whisker, 1 Fodeleof, 1 Leaded Viol 





Elixir of Greater Defense 

195 

Trained 

1 Wild Steelbloom, 1 Goldthorn, 1 Leaded Vial 





Colseye Elixir 

200 

Trained 

1 Goldthorn, 1 Fodeleof, 1 leaded Vial 





Frost Oil 

200 

Trained 

4 Khadgor's Whisker, 2 Wintersbite, 1 Leoded Vial 





Greater Mono Potion 

205 

Trained 

1 Khodgar's Whisker, 1 Goldthorn, 1 leaded Vial 





Oil of Immolation 

205 

Troined 

1 Firebloom, 1 Goldthorn, 1 Crystal Viol 





Goblin Rocket Fuel 

210 

Found 

1 Rrebloom, 1 Volatile Rum, 1 leoded Vial 





Magic Resistance Potion 

210 

Found 

1 Khodgar's Whisker, 1 Purple lotus, 1 Crystal Vial 





Lesser Stoneshield Potion 

215 

Found 

1 Mithril Ore, 1 Goldthorn, 1 leoded Vial 





Superior Healing Potion 

215 

Trained 

1 Sungross, 1 Khadgor's Whisker, 1 Crystal Vial 





Philosophers' Stone 

225 

Found 

4 Iron Bor, 1 Black Vitriol, 4 Purple lotus, 4 Firebloom 





Tronsmute: Iron to Gold 

225 

Found 

1 Iron Bor 





Tronsmute: Mithril to Truesilver 

225 

Found 

1 Mithril Bar 
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BLACKSMITHING 




tith's Hammer must be in your 
thal may sound obvious, 
forgotten in the bank by an 
wanting to try out a new 
You'll also need an anvil upon 
Jjrdi to bang that hammer. Pull the 
I from your abilities 
IP) into your hotbar and activate 
This brings up your Blacksmithing 
(hi and shows you all the plans you 
dvenlly have available. 

toon the name of a plan to see what 
coifonents you need. It shows you 
many of each component you 
liM in your bags and how many items 
thal plan you can make. It also gives 
gw the option to make one or many 
« a row. Mouse over the icon of the 
item to find out the stats on if. 


Oncevou'vemadean item, it drops into 
«uf packs automatically. At level 250, 

rs difficult to find a trainer in a main city that can train you. However, by finding 
dropped patterns and hidden trainers, you can continue your knowic'dge gathering. 
5ome quests offer rewards for you as well. These reciuire you to craft certain items 
wi in return, teach you new patterns as a cjuest reward. One of the quest lines 
you to the Mithril Order. It's not an easy quest chain, but the reward is the 
iiility to craft a full set of mithril plate armor! 



Omt you've attained a high enough level, you must choose a new path. Decide 
•fwheryou wish to fcKus on weapons and carry the title Weaponsmith, or become 
i^Annorsmilh. Both paths require quests and both are mutually exclusive. If you 
ik«»c one path, the other is closed to you. If becoming a Weaponsmith interests 
you may be interested to discover that an even more specialized line allows 
voa to choose between Hammersmith, Swordsmith, or Axesmith (again, mutually 
Mlu'ive lines that require quests). Many high end patterns require the ability of an 
Ain in the appropriate line. 

Blacksmilhing is not a very fast skill to level up. You're often sharing ore available to 
Bljifieefsand they're not scarce. Other Blacksmiths also compete for available ore 
indie auction houses. It's expensive to buy since the demand is so high. In the early 
jiiccs, you may think that it's not too bad. However, as the resources become rarer, 
iliepricesand fervor that the items demand becomes even worse. 


tinotaget rich quick profession, but some of the high end items sell for a ton and 
fwy're very desirable. Of course, it's because they're so difficult to make. Casual 
can expect to either drop a good chunk of money on the resources or spend 
iiuuple weeks gathering all the materials required. 

Die good news is you can make some money. Every class needs something at a 
CKtain level. Rogues need daggers that you make that are hard to impossible to 
lifldihfough quests or drops at certain levels. Different classes will be desperate for 
weapon or piece of armor. The market demands that Blacksmiths fill these 
fepsand this gives you thal extra surge of cash you'll need. You won't sell most of 
Kalyou make early on, but you'll sell lots of certain pieces, especially if you find 
wrare dropped plans. 


BLACKSMITHING 


Copper Bracers 

1 

Initial 

2 Copper Bor 

Copper Chain Fonts 

1 

Trained 

4 Copper Bar 

Rough Copper Vest 

1 

Initial 

4 Copper Bar 

loniili Sharpening Stone 

1 

Initial 

1 Rough Stone 

Rough Weightstone 

1 

Initial 

1 Rough Stone, 1 Linen Cloth 

Copper Moce 

15 

Trained 

6 Copper Bor, 1 Weak Fhix, 2 linen doth 

Copper Axe 

20 

Trained 

6 Copper Bar, 1 Weak Flux, 2 linen doth 

Copper Chain Boots 

20 

Trained 

B Copper Bor 

Copper Shortsword 

25 

Trained 

6 Copper Bor, 1 Weak Flux, 2 linen doth 

Rough Grinding Stone 

25 

Trained 

2 Rough Stone 

Copper Claymore 

30 

Trained 

10 Copper Bor, 2 Weak Flux, 

1 Rough Grinding Stone, 1 Light leather 

Copper Dagger 

30 

Trained 

6 Copper Bor, 1 Weak Flux, 1 Rough 
Grinding Stone, 1 light leather 

Copper Battle Axe 

35 

Trained 

12 Copper Bar, 2 Weok Flux, 

2 Malachite, 2 Rough Grinding Stone, 2 light leother 

Copper Choin Belt 

35 

Trained 

6 Copper Bor 

Copper Chain Vest 

35 

Found 

8 Copper Bor, 1 Malachite, 2 Rough Grinding Slone 

Runed Copper Gauntlets 

40 

Trained 

8 Copper Bor, 2 Rough Grinding Stone 

Runed Copper Fonts 

45 

Trained 

8 Copper Bor, 2 Fine Threod, 3 Rough Grinding Stone 

Gemmed Copper Gauntlets 

60 

Found 

8 Copper Bor, 1 Tigerseye, 1 Molochite 

Coarse Sharpening Stone 

65 

Trained 

1 Coarse Stone 

Coarse Weightstone 

65 

Trained 

1 Coarse Stone, 1 Wool Cloth 

Heavy Copper Maul 

65 

Trained 

12 Copper Bor, 2 Weok Flux, 2 light Leother 

Ironforge Chain 

70 

Found 

1 2 Copper Bor, 2 Molochite, 2 Rough Grinding Stone 

Runed Copper Belt 

70 

Trained 

10 Copper Bor 

Thick War Axe 

70 

Trained 

10 Copper Bor, 2 Weak Flux, 2 Silver 
Bar, 2 Rough Grinding Slone, 2 light leather 

Coarse Grinding Stone 

75 

Trained 

2 Coarse Stone 

Runed Copper Breostplate 

BO 

Found 

12 Copper Bor, 1 Shodowgem, 2 Rough Grinding Stone 

Runed Copper Brocers 

90 

Trained 

ID Copper Bor, 3 Rough Grinding Stone 

Heavy Copper Broadsword 

95 

Trained 

14 Copper Bor, 2 Weak Flux, 2 Tigerseye, 2 Medium 
leather 

Rough Bronze Boots 

95 

Trained 

6 Bronze Bor, 6 Rough Grinding Slone 

Big Bronze Knife 

too 

Trained 

6 Bronze Bor, 4 Weak Flux, 2 Rough 
Grinding Slone, 1 Tigerseye, 1 Medium leather 

Ironforge Breastplate 

100 

Found 

16 Copper Bar, 2 Tigerseye, 3 Rough Grinding Slone 

Rough Bronze Bracers 

100 

Found 

4 Bronze Bor 

Silver Rod 

100 

Trained 

1 Silver Bar, 2 Rough Grinding Stone 

Siror Skeleton Key 

100 

Trained 

1 Silver Bar, 1 Rough Grinding Stone 

Rough Bronze Cuirass 

105 

Trained 

7 Bronze Bor 

Rough Bronze leggings 

105 

Trained 

6 Bronze Bor 

Bronze Moce 

no 

Trained 

6 Bronze Bor, 4 Weak Flux, 1 Medium Leather 

Feorl-hondled Dagger 

no 

Trained 

6 Bronze Bor, 1 Strong Flux, 2 Small 
lustrous Feorl, 2 Coarse Grinding Stone 

Rough Bronze Shoulders 

no 

Trained 

5 Bronze Bor, 1 Shodowgem, 1 Coarse Grinding Slone 

Bronze Axe 

115 

Trained 

7 Bronze Bor, 4 Weak Flux, 1 Medium Leather 

Bronze Shortsword 

120 

Trained 

5 Bronze Bor, 4 Weok Flux, 2 Medium leather 

Fotterned Bronze Bracers 

120 

Troined 

5 Bronze Bar, 2 Coorse GrincBng Stone 

Bronze Warhammer 

125 

Trained 

8 Bronze Bor, 1 Strong Flux, 1 Medium Leather 

Deadly Bronze Foniord 

125 

Found 

4 Bronze Bar, 1 Strong Flux, 1 Swiftness Potion, 

2 Shodowgem, 2 Coarse Grinding Stone, 2 Medium 
leather 

Hoovy Grinding Stone 

125 

Trained 

3 Heavy Stone 

’Hoovy Sharpening Stone 

125 

Trained 

1 Heovy Stone 

Heavy Weightstone 

125 

Trained 

1 Heavy Stone, 1 Wool Cloth 

Silvered Bronze Shoulders 

125 

Found 

8 Bronze Bor, 2 Silver Bar, 2 Coorse Grinding Slone 

Bronze Greatsword 

130 

Trained 

12 Bronze Bor, 2 Strong Flux, 2 Medium leother 

Heavy Bronze Moce 

130 

Trained 

8 Bronze Bar, 1 Strong Flux, 1 Moss Agate, 

1 Shodowgem, 2 Coarse Grinding Stone, 

2 Medium leather 

Silvered Bronze Boots 

130 

Trained 

6 Bronze Bor, 1 Silver Bor, 2 Coarse Grinding Slone 

Silvered Bronze Breastplate 

130 

Found 

10 Bronze Bor, 2 Silver Bar, 2 Coorse Grinding Stone, 
1 lesser Moonstone 

Bronze Battle Axe 

135 

Trained 

14 Bronze Bor, 1 Strong Flux, 2 Medium leother 

Silvered Bronze Gauntlets 

135 

Troined 

8 Bronze Bar, 1 Silver Bor, 2 Coarse Grinding Stone 

Iridescent Hammer 

140 

Found 

10 Bronze Bor, 1 Strong Flux, 1 Iridescent Pearl, 
2 Coarse Grinding Stone, 2 Medium leother 

Ironforge Gauntlets 

140 

Found 

8 Bronze Bor, 3 Shodowgem, 4 Coarse Grinding Stone 

Green Iron Boots 

145 

Found 

4 Iron Bor, 2 Lesser Moonstone, 


2 Coarse Grinding Slone, 1 Green Dye 





Mighty Iron Hommer 

145 

Found 

6 Iron Bor, 2 Strong Flux, 1 Elixir of Ogre's Strength, 
2 Lesser Moonstone, 2 Coarse Grinding Stone, 

2 Medium Leather 

Shining Silver Breostplote 

145 

Trained 

20 Bronze Bor, 2 Moss Agate, 2 Lesser Moonstone, 
2 Iridescent Pearl, 4 Silver Bor 

Golden Rod 

150 

Trained 

1 Gold Bor, 2 Coarse Grinding Stone 

Golden Skeleton Key 

150 

Trained 

1 Gold Bor, 1 Heovy Grinding Stone 

Green Iron Gauntlets 

150 

Found 

4 Iron Bor, 2 Small Lustrous Pearl, 2 Coarse Grinding 
Stone, 1 Green Dye 

Iron Buckle 

150 

Trained 

1 Iron Bor 

Iron Shield Spike 

150 

Found 

6 Iron Bor, 4 Coarse Grinding Stone 

Green Iron Leggings 

155 

Trained 

8 Iron Bor, 1 Heavy Grinding Stone, 1 Green Dye 

Silvered Bronze Leggings 

155 

Found 

12 Bronze Bor, 4 Silver Bor, 2 Coarse Grinding Stone 

Solid Iron Maul 

155 

Trained 

8 Iron Bor, 2 Strong Flux, 1 Heavy Grinding Stone, 
4 Silver Bor, 2 Heavy Leather 


Borboficifon Breastplole 160 Found 20 Iron Bof, 4 Heavy Grindinn Slone 


Barbaric Iran Shaulders 1 60 


8 Iran Bar, 4 Sharp Claw, 2 Shadawgem, 
2 Heavy Grinding Stone 


Hardened Iron Shortsword 160 Trained 


7 Iron Bor, I Heovy Giindiiig Stone, I Green Dye 


6 Iron Bar, 2 Strong Flux, I Heavy Grinding Stone, 

2 Lesser Moonstone, 3 Heovy Leother 


Iron Counterweight 


6 Iron Bof, I Green Dye 


4 Iron Bor, 2 Coarse Grinding Stone, I lesser Moonstone 


Golden Iron Destroyer 


10 Iron Bor, 4 Gold Bor, 2 Lesser Moonstone, 

2 Strong Flux, 2 Heovy Leother, 2 Heovy Grinding Stone 


Golden Scale Leggings 170 Found 10 Iron Bor, 2 Gold Bor, I Heovy Grinding Stone 


Green Iron Helm 


12 Iron Bor, 1 Citrine, 1 Green Dye 


10 Iron Bor, 2 Large Fong, 2 Shorp Clow 


Golden Scole Shoulders 175 Found 6 Steel Bor, 2 Gold Bor, 1 Heovy Grinding Stone 


Jode Serpentblode 


1 7 5 Found 8 Iron Bor, 2 Strong Flux, 2 Heovy Grinding 




Barbaric Iron Bools 

180 

Found 

12 Iron Bor, 4 Large Fong, 4 Tigerseye, 
2 Heavy Grinding Stone 

Glinting Steel Dagger 

180 

Trained 

10 Steel Bar, 2 Strong Flux, 1 Moss Agate, 
1 Elemental Earth, 1 Heavy Leather 

Green Iron Hauberk 

180 

Trained 

20 Iron Bor, 4 Heavy Grinding Stone, 2 Jode, 
2 Moss Agate, 1 Green Leather Armor 

Moonsteel Broadsword 

180 

Trained 

8 Steel Bar, 2 Strong Flux, 2 Heavy Grinding Stone, 
3 Lesser Moonstone, 3 Heavy Leather 

Borboric Iron Gloves 

IBS 

Found 

14 Iron Bar, 3 Heavy Grimfoig Stone, 2 Large Fang 

Golden Scale Brocers 

185 

Troined 

5 Steel Bor, 2 Heavy Grinding Stone 

Massive Iron Axe 

I’ 

185 

Trained 

14 Iron Bor, 2 Strong Flux, 2 Heavy Grinding Stone, 
4 Gold Bor, 2 Heavy Leather 

Polished Steel Boots 

185 

Found 

8 Steel 8or, 1 Citrine, 1 Lesser Moonstone, 
2 Heavy Grinding Stone 

Golden Scale Coif 

190 

Found 

8 Steel Bor, 2 Gold Bor, 2 Heavy Grinding Slone 

Searing Golden Blade 

190 

Found 

10 Steel Bor, 4 Gold Bor, 2 Elementol Fire, 
2 Heavy Leother 

Steel Weapon Chain 

190 

Found 

8 Steel Bor, 2 Heavy Grinding Stone, 
4 Heavy Leother 

Golden Scale Cuirass 

195 

Found 

12 Steel Bor, 2 Gold Bor, 

4 Heavy Grinding Stone, 2 Jode 

Frost Tiger Blade 

200 

Found 

8 Steel Bor, 2 Strong Flux, 2 Heavy 

Grinding Stone, 2 Jade, 1 Frost Oil, 4 Heavy Leather 

Golden Scale Boots 

200 

Found 

10 Steel Bor, 4 Gold Bor, 4 Heovy 
Grinding Stone, 1 Gtrine 

Inloid Mithril Cylinder 

200 

Found 

5 Mithril Bor, 1 Gold Bor, 1 Truesilver Bor 

Shadow Crescent Axe 

200 

Found 

10 Steel Bor, 2 Strong Flux, 3 Heavy Grinding 
Stone, 2 Citrine, 1 Shadow Oil, 3 Heavy Leather 

Solid Grinding Stone 

200 

Trained 

4 Solid Stone 

Solid Sharpening Stone 

200 

Trained 

1 Solid Stone 

Solid Weightstone 

200 

Troined 

1 Solid Slone, 1 Silk Cloth 

Steel Breastplate 

200 

Trained 

16 Steel Bor, 3 Heavy Grinding Slone 

Truesilver Rod 

200 

Trained 

1 Truesilver Bor, 1 Heovy Grinding Stone 

&II Truesilver Skeleton Key 

200 

Trained 

1 Truesilver Bar, 1 Solid Grinding Stone 

Golden Scole Gountlets 

205 

Found 

10 Steel Bor, 4 Gold Bor, 4 Heavy 
Grinding Stone, 1 Gtrine 

BH Heavy Mithril Gauntlet 

205 

Troined 

6 Mithril Bor, 4 Mogeweove Cloth 

Heavy Mithril Shoulder 

205 

Troined 

8 Mithril Bor, 6 Heavy Leather 

Heavy Mithril Axe 

210 

Troined 

1 2 Mithril Bor, 2 Citrine, 1 Solid Grinding Stone, 
4 Heavy Leather 

Heavy Mithril Pants 

210 

Found 

10 Mithril Bor, 2 Lesser Moonstone 


Mithril Scale Pants 

210 

Trained 

12 Mithril Bor ’ 1 

Mithril Scale Brocers 

215 

Found 

8 Mithril Bar, 2 Citrine 

Mithril Shield Spike 

215 

Found 

4 Mithril Bar, 2 Truesilver Bar, 4 Solid Gtii>: 

Steel Plote Helm 

215 

Trained 

1 4 Steel Bor, 1 Solid Grinding Stone 

Blue Glittering Axe 

220 

Found 

16 Mithril Bor, 2 Aquamarine, 1 Solid 6nni|l 
4 Thick Leather 

Mithril Scale Gloves 

220 

Found 

8 Mithril Bar, 6 Heavy Leother, 4 Moqeweiri>' 

Ornate Mithril Gloves 

220 

Found 


1 Solid Grinding Stone 

Ornote Mithril Pants 

220 

Found 

12 Mithril Bor, 1 Truesilver Bor, 1 Solid 6no^ 
1 Aquamarine 

Ornote Mithril Shoulders 

225 

Found 

1 2 Mithril Bor, 1 Truesilver Bor, 6 Thick Inlktj 

Truesilver Gauntlets 

225 

Trained 

10 Mithril Bor, 8 Truesilver Bor, 3 Aquomorinf 
1 Guardian Gloves, 2 Solid Grinding Stone 

Wicked Mithril Blade 

225 

Found 

14 Mithril Bor, 4 Truesilver Bor, 1 Solid Gnit|| 
2 Thick Leather 

Big Block Mace 

230 

Troined 

16 Mithril Bor, 1 Block Pearl, 4 Shodowgem, 
1 Solid Grinding Stone, 2 Thick Leother 

Heavy Mithril Breostplote 

230 

Trained 

16 Mithril Bor 

Mithril Coif 

230 

Troined 

10 Mithril Bor, 6 Mogeweove Goth 

Orcish War Leggings 

230 

Found 

12 Mithril Bor, 1 Elementol Forth 

Heovy Mithril Boots 

235 

Trained 

14 Mithril Bor, 4 Thick Leather 

Mithril Scale Shoulders 

235 

Found 

14 Mithril Bor, 4 Thick Leather, 4 Gtrine 

Mithril Spurs 

235 

Found 

4 Mithril Bor, 3 Solid Grinding Stone 

The Shotterer 

235 

Trained 

24 Mithril Bor, 4 Core of Earth, 6 Truesilver In 




5 Jade, 4 Solid Grinding Stone, 4 Thick leoAiJ 

Dazzling Mithril Rapier 

240 

Found 

14 Mithril Bor, 1 Aquamarine, 2 lesser Meceif 
Moss Agate, 1 Solid Grinding Slone. 1 

Ornote Mithril Breastplate 

240 

Found 

16 Mithril Bor, 6 Truesilver Bor, 1 Heart olin| 
1 Solid Grinding Stone 

Heavy Mithril Helm 

245 

Found 

14 Mithril Bor, 1 Aquomorine 

Ornate Mithril Boots 

245 

Found 

14 Mithril Bor, 2 Truesilver Bor, 4 Thick Leedii | 
1 Solid Grinding Stone, 1 Aquomorine 

Ornote Mithril Helm 

245 

Found 

1 6 Mithril Bor, 2 Truesilver Bor, 1 Block Pent 
1 Solid Grinding Stone 

Phantom Blade 

245 

Trained 

28 Mithril Bar, 6 Breoth of Wind, 8 Trueslwl^ 
2 Lesser Invisibility Potion, 6 Aquomorine, 

4 Solid Grinding Stone, 2 Thick Leather 

Runed Mithril Hommer 

245 

Found 

18 Mithril Bar, 2 Core of Forth, 1 Solid Gtid^T 
4 Thick Leather 

Truesilver Breostplote 

245 

Trained 

1 2 Mithril Bor, 24 Truesilver Bor, 4 Star Rukf 
4 Block Pearl, 2 Solid Grinding Stone 

Blight 

250 

Troined 

28 Mithril Bor, 10 Ichor of Undeoth, lOTmedi 
6 Solid Grinding Stone, 6 Thick Leother 

Dense Grinding Stone 

250 

Trained 

4 Dense Stone 

Dense Shorpening Stone 

250 

Trained 

1 Dense Stone 

Dense Weightstone 

250 

Trained 

1 Dense Stone, 1 Runecloth 

Thorium Armor 

250 

Found 

16 Thorium Bor, 1 Blue Sopphire, 
4 Yellow Power Crystal 

Thorium Belt 

250 

Found 

12 Thorium Bor, 4 Red Power Gystol 

Ebon Shiv 

255 

Found 

1 2 Mithril Bor, 6 Truesilver Bor, 2 Stor Ruby, lU 
Grinding Stone, 2 Thick Leather 

Thorium Bracers 

255 

Found 

12 Thorium Bor, 4 Blue Power Crystol 

Radiant Belt 

260 

Found 

1 0 Thorium Bor, 2 Heart of Rre 

Thorium Greotsword 

260 

Found 

16 Thorium Bor, 2 Dense Grinding Storw, 
4 Rugged Leather 

Truesilver Chompion 

260 

Trained 

30, Mithril Bor, 1 6 Truesilver Bor, 6 Star Ruby 
4 Breath of Wind, 8 Solid Grinding Stone, ilq i 

Dork Iron Pulverizer 

265 

Found 

18 Dork Iron Bor, 4 Heart of Fire 

Imperial Plate Belt 

265 

Found 

12 Thorium Bor, 1 Blue Sapphire 

Imperial Plate Shoulders 

265 

Found 

14 Thorium Bor, 6 Rugged Leather, ) BkieSoi: 

Bleokwood Hew 

270 

Found 

30, Thorium Bor, 6 Living Essence, tWm. 

6 Lorge Opol, 2 Dense Grinding Stone, 1 Rmd. 

Dork Iron Moil 

270 

Found 

10 Dork Iron Bor, 2 Heart of Fire 

Imperial Plate Brocers 

270 

Found 

1 6 Thorium Bar, 2 Aquamorino 

Inlaid Thorium Hammer 

270 

Found 

30, Thorium Bor, 4 Gold Bor, 2 Truesilver l«, 
2 Blue Sapphire, 4 Rugged Leather 

Radiant Breostplote 

270 

Found 

18 Thorium Bor, 2 Heort of Fire, 1 Stor Ruby 

Wildthorn Moil 

270 

Found 

40 Thorium Bor, 2 Enchonted Thorium Sor, 

4 Living Essence, 4 Wildvine, 1 Huge Emeri 

Arconite Rod 

275 

Troined 

3 Arconite Bor, 1 Dense Grinding Stone ^ 

Arconite Skeleton Key 

275 

Troined 

1 Arconite Bor, 1 Dense Grinding Stone 

Dork Iron Sunderer 

275 

Found 

26 Dork Iron Bor, 4 Heort of Fire 


Dawn’s Edge 


Drnote Thorium Hondoxe 


Thorium Shield Spike 


Blazing Rapier 


Enchanted Bottlehommer 


Huge Thorium Bottleoxe 


Dork Iron Breostplote 
Demon Forged Breostplol 


Rune Edge 


Corruption 


Downbringer Shoulders 


Fiery Plate Gountlets 


Volconic Hommer 


Wfiol Plate Boots 
Imoeriol Plote Helm 
Rodiont Circlet 


Storm Gauntlets 


Arconite Champion 


Arconite Reaper 


Blood Tolon 


Enchonted Thorium Bre 
Enchonted Thorium Hell 
Enchonted Thorium Leg 
Frostguord 


Helm ol the Great Chie 


Imneriol Plate Chest 
hnneriol Plote Legging 
Mosterwork Stormhom 


Solid Grindino Stone 


Solid Grinding SlorK^ 


Solid Grinding Stont; 


Solid Grinding Stom, 


wdowgem, 


rhick Leother 


ssser Moonstone, 2 
1 , 2 Mogewoove Cletli 



Truesilver Bor, 1 


ifier 


did Grinding Stonf' 


Star Ruby, 


ir Ruby, 1 Solid 


tor Ruby, 
one, 6 Thick Leotlii 


Blue Sopphire 


Mildvine, 

B Rugged Leothif 


Ruby 


SKIUKVa 

SOUilCf 

(OMPONENTlS) 1 


275 

Found 

30, Thorium Bor, 4 Enchonted Thorium Bor, 

4 Star Ruby, 4 Blue Sapphire, 2 Dense Grinding Stone, 
4 Rugged Leather 


275 

Found 

20 Thorium Bor, 2 large Opal, 

2 Dense Grinding Stone, 4 Rugged Leather 


275 

Found 

4 Thorium Bor, 4 Dense Grinding Stone, 
2 Essence of Earth 


280 

Found 

10 Enchanted Thorium Bor, 4 Essence of Fire, 4 Heort of 

« lit 



Fire, 2 Azerothion Diomond, 2 Dense Grinding Stone 

1 jliim bidders 

280 

Found 

6 Dork Iron Bor, 1 Heart of Fire 

1 .^^llotllelufnnKr 

280 

Found 

20 Thorium Bor, 6 Enchonted Thorium Bor, 

2 Huge Emerold, 4 Powerful Mojo, 4 Rugged leother 


280 

Found 

40 Thorium Bor, 6 Dense Grinding Stone, 
6 Rugged leather 

Im loots 

280 

Found 

20 Thorium Bor, 8 Rugged Leather, 
4 Green Power Crystal 

_ ImHtln 

280 

Found 

24 Thorium Bor, 1 Star Ruby, 4 Yellow Power Crystal 

' ^hoslidole 

285 

Found 

20 Dork Iron Bor, 8 Heort of Fire 

1 Wfoigoiillreoslplate 

285 

Found 

40 Thorium Bor, 10 Demonic Rune, 
4 Blue Sopphire, 4 Star Ruby 

IMms 

285 

Found 

1 8 Thorium Bor, 4 Heort of Fire 

ta«go 

285 

Found 

30, Thorium Bor, 2 Large Opal, 2 Dense Grinding Stone, 
4 Rugged leother 


285 

Found 

6 Enchanted Thorium Bor, 2 Arconite Bor, 4 Powerful 
Mojo, 2 large Opal, 2 Blue Sapphire, 1 Huge Emerald 

Nlon 

290 

Found 

40 Thorium Bor, 2 Arconite Bor, 16 Demonic Rune, 
8 Essence of Undeath, 2 Blue Sapphire, 2 Dense 
Grinding Stone, 4 Rugged Leother 


290 

Found 

20 Thorium Bor, 4 Arconite Bar, 2 Huge Emerold, 
2 Essence of Water 

MiliGounllols 

290 

Found 

20 Thorium Bar, 6 Enchonted Thorium Bor, 
2 Essence of Fire, 4 Star Ruby 

^tools 

290 

Found 

14 Thorium Bor, 4 Heort of Fire 

VakHonnw 

290 

Found 

30, Thorium Bor, 4 Heart of Fire, 4 Star Ruby, 
4 Rugged leather 

[^14 Boots 

295 

Found 

30, Thorium Bor, 2 Blue Sapphire 

WiiPlotiHoIni 

_295 

Found 

30, Thorium Bar, 1 Huge Emerald, 2 Aquamarine 

IfalGrdel 

295 

Found 

18 Thorium Bar, 4 Heart of Fire 

ikiMts 

295 

Found 

20 Thorium Bor, 4 Enchanted Thorium Bar, 4 Essence 
of Water, 4 Blue Sapphire 


300 

Found 

40 Thorium Bor, 1 2 Arconite Bor, 1 0 Essence of Undeoth, 
8 Huge Emerald, 2 Dense Grinding Stone, 

4 Enchonted leather 

WkOwipion 

300 

Found 

1 5 Arconite Bor, 8 Azerothion Diomond, 1 Righteous Orb, 
4 large Opol, 8 Enchanted leather, 2 Dense 
Grinding Stone 

Mlltopet 

300 

Found 

20 Arconite Bar, 6 Enchanted leather, 
2 Dense Grinding Stone 

Midi 

300 

Found 

10 Enchanted Thorium Bar, 10 Arconite Bor, 8 Demonic 
Rune, 10 Star Ruby, 2 Dense Grinding Stone 

1 UrtilllioriumBieastploleBOO 

Found 

18 Enchanted Thorium Bar, 1 Essence of Earth 

hW tom Helm 

300 

Found 

12 Enchonted Thorium Bor, 1 Essence of Earth 

SriodteleiKiings 

300 

Found 

12 Enchanted Thorium Bor, 1 Essence of Fke 


300 

Found 

18 Arconite Bor, 8 Blue Sopphire, 8 Azerothion Diamond, 
4 Essence of Water, 2 Dense Grinding Stone, 

4 Enchanted Leother 

iMoillKTitom 

300 

Found 

SO, Thorium Bor, 15 Arconite Bar, 4 Guardion Stone, 
6 Enchanted leother, 10 Essence of Eorth 

MsHkH 

300 

Found 

10 Arconite Bor, 10 Enchanted Thorium Bor, 2 Enchanted 
Leather, 6 Star Ruby, 6 Azerothion Diamond, 6 Large 
Opal, 4 Dense Grinding Stone 

MidiiGreolOiiel 

300 

Found 

40 Thorium Bar, 4 Enchanted Thorium Bar, 60, 
Jet Black Feather, 6 lorge Opal, 2 Huge Emerald 

fevMHoleCliesI 

300 

Found 

30, Thorium Bor, 1 Huge Emerald, 1 Blue Sapphire 

ipridPlole leggings 

300 

Found 

40 Thorium Bar, 2 Huge Emerald 

Mnorkltormlummer 

300 

Found 

20 Enchanted Thorium Bar, 8 Huge Emerald, 

8 large Opal, 6 Essence of Earth, 4 Enchanted leather 



Radiant leggings 

300 

Found 

20 Thorium Bar, 4 Heart of fire 

Runk Breastplate 

300 

Found 

40 Thorium Bor, 2 Arconite Bar, 1 Star Ruby 

Runic Plate Boots 

300 

Found 

20 Thorium Bor, 2 Arconite Bar, 10 Silver Bar 

Runic Plate Helm 

300 

Found 

30, Thorium Bar, 2 Arconite Bar, 2 Truesilver Bar, 
1 Huge Emerald 

Runic Plate leggings 

300 

Found 

40 Thorium Bor, 2 Arconite Bar, 1 Stor Ruby 

Runic Plate Shoulders 

300 

Found 

20 Thorium Bar, 2 Arconite Bar, 6 Gold Bar 

Thorium leggings 

300 

Found 

26 Thorium Bar, 4 Red Power Crystol 

Whitesoul Helm 

300 

Found 

20 Thorium Bor, 4 Enchanted Thorium Bar, 

6 Truesilver Bar, 6 Gold Bor, 2 Azerothion Diamond 



ENCHANTING 

This is probably the simplest skill, and yet, it's extremely costly to learn and master. 
Components are not gathered from the field or from dead beasts; instead, you must 
disenchant items of worth. This, of course, implies that you must find or purchase 
them. This process destroys the original item and leaves you with components 
necessary to ply your trade. It goes without saying that better items disenchant into 
better materials. 



Every magical item can be disenchanted. The difficult part about this method of 
resource gathering is that you really need to think twice about destroying some 
items. If an item was given to you from a quest and it's soulbound, but you can't use 
it, it's still not an easy choice. Those items typically sell for good money. However, 
it's safe to say that your enchantments will earn quite a return as well. 


If you are with a party while hunting that 
doesn't need a certain item that can be 
disenchanted, ask for it and you'll often 
discover that you can grab some solid 
items that way. It's a standard to see a 
guild Enchanter snagging anything that 
someone doesn't immediately need. 
The Enchanter needs to keep everyone's 
weapon glowing, but that's a fair trade 
for resources that are typically hard to 
come by. 

To disenchant an item open your skill 
book using "P" and find the disenchant 
skill. 

Once you've dragged the icon into your 
hotbar, activate it to open the menu. Look 
in your packs to find an item that you wish 
to disenchant. Use the Disenchant skill 
and then click on the item. Remove the 
contents from the loot menu. 

Once you've obtained a steady amount 
of resources, bring the Enchant icon 
down into your hotbar and select the 
enchantment you wish to apply. 






Click on any recipe to see the components required. To enchant a weapon, either 
place it in your inventory or have someone place it in the bottom slot in the trade 
menu. Activate the appropriate enchantment and voila! Enchantments are permanent 
until replaced. If you wish to replace an enchantment, it will erase the one currently 
n in favor of the one newest one. 


SOULBOUND ITEMS 

The only way to enchont another player's soulbound equipment is through the 
trade windaw. 


The quickest way to master this profession is to have friends willing to offer items 
that they don't need. Whether this is through a guild or just a group of players you've 
begun to hang out with, it's nice to be up front and explain to them that you've 
chosen the path of the Enchanter. Be generous with your services and you're certain 
receive goodwill in kind. 

Low-level Enchanters underbid one another to level up quickly. However, by 
the time they reach a level with solid enchantments that people crave, the prices 
skyrocket. The resources aren't cheap and the enchantments are permanent. Imagine 
two Warriors. Each has attained Level 50 and they're wearing the same equipment, 
they've chosen the same talents and use their abilities the same. However, one has 
every possible item enchanted and the other is in their normal equipment. Who's 
going to win? 


People are constantly trying to get an edge over their competition and enchantments 
sure ways to do that. If you're planning on holding onto an item for a while, get 
it enchanted early on and really take advantage of it. 


ENCHANTING 


. Runed Copper Kod 


I Copper Rod, I Stronge Oust, 
1 Lesser Mogk Essence 


lesser M ogir Wond 


breoler Mogic Wood 


10 Trained 1 Simple Wood, I Lesser Mogic Essence 


Troined I Simple Wood, I Greater Mogic Essence 


100 Troined 1 Silver Rod, 6 Strange Dust, 3 Greater Magic Essence, 


1 Golden Rod, I Iridescent Peorl, 

2 Greater Astrol Essence, 2 Soul Dust 


■ Lesser Mystic Wond 


155 Troined 1 Stor Wood, 1 Lesser Mystic Essence, 1 Soul Dust 


175 Trained I Stor Wood, I Greater Mystic Essence, 1 Vision Dust 


200 


Trained 


1 Truesilver Rod, 1 Block Peorl, 

2 Greoter Mystic Essence, 2 Vision Dust 


Troined I Rugged Leother, I Lesser Eternol Essence 


Enchonted Tliorium 


250 


Troined 


1 Tliorium Bor, 3 Dream Dust 


Smoking Heart ol the Mountain 265 Found 


1 Blood of the Mountain, I Essence of Fire, 

3 Small Brilliont Shard 


1 Arconite Rod, 1 Golden Pearl, 10 Illusion Dust, 

4 Greater Eternal Essence, 4 Small Brilliont Shord, 

2 Larne Brilliant Shord 


ENCHANTMENTS 


^ •tmhonf Brocer - Minor Health 

? 

1 Stronge Oust 

Enchant Bracer - Minor Deflect 

? 

1 Lesser Magic Essence, 1 Strange Dust 

Lesser Magic Wond 

10 

1 Simple Wood, 1 Lesser Mogic Essence 

Enchant Chest - Minor Health 

15 

1 Strange Dust 

Enchant Bracer ■ Minor Deflection 

20 


Enchant Chest - Minor Mono 

20 

1 Lesser Magic Essence 

Enchant Chest ■ Minor Absorption 

40 

2 Strange Dust, 1 Lesser Magic bsence 

Enchant Cloak - Minor Resistonce 

45 

1 Strange Dust 

Enchant Bracer - Minor Stamina 

50 

2 Lesser Magic Essence, 3 Strange Dust 

Journevmon Enchonting 

50 


Imbue Chest - Spirit 

60 


Enchont Chest - Lesser Health 

60 

2 Strange Dust, 2 Lesser Magic Essence 

Enchant Bracer - Minor Spirit 

60 

2 Lesser Magic Essence 

Imbue Chest - Minor Spirit 

60 


Enchont Bracer - Minor Strength 

BO 

5 Strange Dust 

Enchant Bracer • Minor Agility 

80 

2 Strange Dust, 1 Greater Magic Essence 

Enchont Chest - Lesser Mono 

80 

1 Greater Magic Essence, 1 Lesser Magic Essenc 







Enchant Weapon - Minor Beast Slayei 

■ 90 


Enchont Gloves • Adv 

Imbue Cloak - Protection 

90 


Enchant Glaves - Strt 

Enchant Weapon - Minor Striking 

90 

2 Strange Dust, 1 Greater Magic Essence, 
1 Small Glimmering Shard 

Enchant Boots - Mine 
Enchant Shield - Grei 

Enchant Weapon - Minor Beostslayer 

90 

4 Strange Dust, 2 Greater Magic Essence 

Enchant Chest - Supe 

Greater Magic Wand 

91 

1 Simple Wood, 1 Greater Magic Essence 

Enchant Weapan-D' 

Enchant Cloak - Minor Protection 

91 

3 Strange Dust, 1 Greater Magic Essence 

Enchant Boots - Agill 

Enchont 2H Weapon - Intellect 

100 


Enchant Shield - Fro< 

Enchant 2H Weapon - Lesser Intellect 1 00 

3 Greater Magic Essence 

Enchant Bracer - Grc 

Enchant 2H Weopon - Minor Impact 

100 

4 Strange Dust, 1 Small Glimmering Shard 

Enchant 2H Weapon 

Runed Silver Rod 

100 

1 Silver Rod, 6 Strange Dust, 3 Greater Magic Essence, 

Enchant Bracer - Grc 



1 Shadowgem 

Enchant Chest - State 

Enditmt Shield - Minor Stamina 

105 

1 Lesser Astrol Essence, 2 Stronge Dust 

Enchant Weapon - G 

Enchont 2H Weapon - Lesser Spirit 

110 

1 Lesser Astral Essence, 6 Strange Dust 

Enchanted Thorium 

Enchont Qoak - Minor Agility 

110 

1 Lesser Astrol Essence 

Enchant Gloves • Mil 

Enchant Cloak - Lesser Protection 

115 

6 Strange Dust, 1 Small Glimmering Shard 

Enchant Gloves - Rk 

Enchant Shield - Lesser Protection 

115 

1 Lesser Astral Essence, 1 Strange Dust, 1 Small Glimnmi 

Enchanted Leather 

Enchant Bracer - Lesser Spirit 

120 

2 Lesser Astral Essence 

Enchant Weopon - F 

Enchont Chest ■ Health 

120 

4 Strange Dust, 1 Lesser Astral Essence 

Smoking Heart of tl 

Enchant Boots - Minor Agility 

125 

6 Stronge Dust, 2 Lesser Astral Essence 

Enchant Gloves • He 

jSgirtEiKhoiiting 

125 


Enchont Cloak ■ Lesi 

Enchont Boots - Minor Stamina 

125 

8 Strange Dust 

Enchant Chest ■ Abs 

Enchant Cook • Lesser Fire Resistance 125 



Enchont Shield ■ Lesser Spirit 

130 

2 Lesser Astral Essence, 4 Strange Dust 

Enchont Clook ■ Mir 

{ndiant Bracer • Lesser Stamino 

130 

2 Soul Dust 

Enchont Oook - Lessc 

Enchont Clook ■ Lesser Shadow Resist 

135 

1 Greater Astrol Essence, 1 Shadow Protection Pota 


Enchant Cloak - Resist Lesser Shadow 

135 


ENGIN 

Enchant Weapon - Lesser Striking 

140 

2 Soul Dust, 1 Large Glimmering Shard 

Enchant Chest - Lesser Absorption 

140 

2 Strange Dust, 1 Greater Astral Essence, 
1 Lorge Glimmering Shard 

If you like toys 
match if you's 

Enchant Gloves - Herb Gathering 

145 


ore. Also, gerr 

Enchant Gloves - Fishing 

145 

1 Soul Dust 

with ready acc 

Enchant Gloves - Mining 

145 

3 Blackmouth Oil 

are pets and tl 

Enchont 2H Weapon • Lesser Import 

145 

1 Soul Dust, 3 Iron Ore ^ 

definitely not , 

Enchant Chest ■ Mono 

145 

3 Soul Dust, 1 Large Glimmering Shard 


Runed Golden Rod 

150 

1 Greoter Astrol Essence, 2 Lesser Astrol Essence ^ 

Snag the Eng 

Enchant Chest - Minor Stats 

150 

1 Golden Rod, 1 Iridescent Pearl, 2 Greater Astral EssMt | 

2 Soul Dust 

abilities menu 
hotbar. Activi 

Enchont Bracer • Lesser Intellect 

150 

1 Greater Astrol Essence, 1 Soul Dust, 1 Large Glimnwix! 

learned and ' 

Enchont Shield - Lesser Stamina 

155 

2 Greater Astral Essence 

collected. 

Lesser Mystic Wand 

155 

1 Lesser Mystic Essence, 1 Soul Dust ^ 


Enchant Cloak - Defense 

155 

1 Star Wood, 1 Lesser Mystic Essence, 1 Soul Dust 

Click on the 

Enchant Boots - Lesser Agility 

160 

1 Small Glowing Shard, 3 Soul Dust 

to see what 

Enchant Chest ■ Greater Heolth 

160 

1 Soul Dust, 1 Lesser Mystic Bsence 

You can chex 

Enchant Bracer - Spirit 

165 

3 Soul Dust 

bunch of then 

Enchant Boots ■ Lesser Stomino 

170 

1 Lesser Mystic Bsence j 


Enchant Bracer - Stamina 

170 

4 Soul Dust 

Once an item 

Greoter Mystic Wond 

175 

6 Soul Dust 

your backpac 

Enchant Weapon - Lesser Beast Sloyer 175 

1 Star Wood, 1 Greater Mystic Essence. 1 Vision Dust 


Enchant Weapon • Lesser Elemental Slayer 1 7 5 

1 Lesser Mystic Bsence, 1 Elementol Earth, 1 Small Glorc 

Bombs and 1 

Enchant Weapon ■ Lesser Beostslayer 175 

1 Lesser Mystic Essence, 2 Lorge Fong, 1 Small Glowing 

icon if it's ir 

Enchant Cloak - Fire Resistance 

175 

1 Lesser Mystic Essence, 1 Elemental Fire 

hotbar for ei 

Enchant Shield - Spirit 

180 

1 Greoter Mystic Essence, 1 Vision Dust ^ 

green circle 

Enchant Bracer - Strength 

180 

1 Vision Dust 

activated it. 

Enchant Chest - Greater Mona 

185 

1 Greater Mystic Bsence 

and left-click 

Enchont Boots ■ Lesser Spirit 

190 

1 Greater Mystic Essence, 2 Lesser Mystic Essence 

the enemy. A 

Enchont Shield - Lesser Block 

195 

2 Greater Mystic Essence, 2 Vision Oust, 1 Large Gkriiini^ 

stuns an ener 

Enchont Weapon - Striking 

195 

2 Greater Mystic Essence, 1 Large Glowing Shard 

it's only for a 

Artisan Enchanting 

200 



Enchant 2H Weapon ■ Impact 

200 

4 Vision Dust, 1 Large Glowing Shard 

Pets; Pets v\ 

Enchant Gloves - Skinning 

200 

1 Vision Dust, 3 Green Whelp Scale 

Dragonlings, 

Enchant Chest - Lesser Stots 

200 

2 Greater Mystic Essence, 2 Vision Dust, 1 Large Glowii} 

dummies wo 

Runed Truesilver Rod 

200 

1 Truesilver Rod, 1 Black Pearl, 2 Greater Mystic Essence 

2 Vision Dust 

in that spot. 

Enchant Cloak - Greater Defense 

205 

3 Vision Oust 

Trinkets; Ma 

Enchant Clook ■ Resistance 

205 

1 Lesser Nether Bsence 

spots on you 

Enchant Shield - Stamina 

210 

5 Vision Dust 

can click th< 

Enchant Gloves ■ AgilHy 

210 

1 Lesser Nether Essence, 1 Vision Dust 

have a timer 

Enchant Bracer - Intellect 

210 

1 Lesser Nether Essence | 

switch them 

Enchont Gloves - Advanced Mining 

215 

3 Vision Dust, 3 Truesilver Bar 

bag. Howevt 

Enchant Boots - Stomino 

215 

4 Vision Dust | 

they all have 

Enchant Bracer - Greoter Spirit 

220 

3 Lesser Nether Essence, 1 Vision Dust 

to have more 


Enchont Chest - Superior Heolth 220 6 Vision Dust 


Enchont flook • Lesser Agffity 225 2 Lesser Nether Essence 


SKIUltVEL HEAGENKS) 



itiovK ■ AdvoiHed Herbalism 225 3 Vision Dust, 3 Sunflrass 


225 1 Lesser Nether Essence, 3 Vision Dust 


225 1 Smoll Rodiont Shard, 1 Aquomorine, 1 Lesser Nether Essence 

1 Greoter Nether bsence, 1 Dream Dust 


■lOiesI ■ Supefiot Mono 230 I Greoter Nether Essence 


aHUMpoii • Demonskiyinii 230 1 Smoll RadianI Shord, 2 Dream Dust, 1 Elixir of Demonsloying 


Jgmiillooh-AflffitY 


235 2 Greoter Nether Essence 


htoarii Frost Ref lettion 235 


toll Utorer ■ Greoter Strength 240 2 Dreom Dust 


«fing Shord 


ton 2h Weopon • Greoter Impoct 240 1 lorge Rodiont Shord, 2 Dream Dust 


Greater Mogic Essence, 


Bt Irocet ■ Greater Stomino 245 3 Dreom Dust 


245 I Urge Rodiont Shord, 1 Dreom Dust, 1 Greater Nether Essence 


itoit iKwpoii ■ Greoter Striking 245 2 Large Rodiont Shord, I Greater Nether Essence 




250 1 Thorium Bor, 2 Dreom Dust 


tom Glo*es - Minor Haste 250 2 Lorge Rodiont Shord, 1 Wildvine 


iring Shord 


^Mwes-RidBg Skill 


250 


80 Dust, I Smoll GlimmeriiMi ’ tomd Iwther 


250 1 Rugged Leothec, I Lesser Nether Essence 


1 : 

i 


Vhm Wedpon • Fiery Weapon 265 3 low Rodiom Shord, I Essence of Fire 


tom Htorl of the Mountoin 265 I Blood of the Mounloin, I Heart of Fire, I Large Radiant Shord 


tom Glow -Herbolism 


1 Soul Dust, 3 Kingsbiood 


tom Ooflk - lesser Fire Resist 


) Fire Oil, i Lesser Astral Essence 


f Greoter Astral Essence, 


BUEMIBWWi 


M Chest Absorption 


2 Strange Oust, 1 Greater Astral Essence, 


gtodook' Minor RoskI ? 

I Strange Dust, 2 lesser Magic Essence 

(to- lesser GhotoResistarae 7 

1 Greater Asfrol Essence, 1 Shodow Protedion Potion 


ENGINEERING 



I Forth, I Small Glowing ShiM 
ift I Smoll Glowing Sh^ | 


Z1 


isl, I Lorge Glowing Sh^ 
iwing Shord ^ 


it, I Lorge Glowing Shord ] 


oter Mystic Essence, 


liuiu like toys, gadgets and thing that go BOOM!, become an Engineer. It's a great 
mairti it you've already chosen to be a miner since you'll use a ton of stone and 
(TE. Also, gems are used constantly in Engineering and miners are the only players 
» n ready access (as rare as it may be). Engineers create bombs, guns, animals that 
repels and those that explode, special goggles and all sorts of other goodies. It's 
()e:’"iely not a boring profession. 

Snji! the Engineering icon from your 
ji ities menu (P) and place it in your 
V r. Activate it to see what you've 
«'ied and which schematics you've 
anecled. 


Oick on the name of the schematic 
bjetwhat components are needed. 
lfp« can choose to make one item or a 
boKhofthem. Yep! Tons of bombs! 

6teanitem is constructed it goes into 
'.'ll backpack. 

looibs and Dynamite: Right-click the 
• it s in your packs or use your 
(or easy and quick access. A 
.wn circle will appear once you've 
't tod it. Choose the area of effect 
left-click to toss your creation at 
:<-£ttcmy. As a sidenote, anything that 
runs an enemy is a good thing — even if 
only for a few seconds. 


Prts: Pets work from your pack or hotkey bars too. Battle chickens, Mithril 
t-ajonlings, Explosive Sheep and the like appear when you click on them. Target 
ijsmnieswork like bombs in that you click where you want them and they activate 
f: that spot. 

Itinkels. Many items constructed at higher levels are trinkets. There are two trinket 
“tison your character. They must be equipped on your character to be used. You 
ryi dick them on your character screen or put them in a hotkey bar. All trinkets 
^.talimer ranging from 5 minutes to 1 hour. If you have a lot of trinkets, it's best to 
them out as you use them. The timer works whether it's equipped or in your 
iHj, However, even if you carried five of the same item, say five Battle Chickens, 
"ie\ all have the same timer. So, using one activates all the timers. There's no need 
more than any of one trinket equipped at the same time. 




At skill level 1 SO, you get to pick either Goblin Engineering or Gnome Engineering. 
Goblins are more of the blow 'em up type and Gnomes love to make gadgets and 
trinkets. Either takes a quest to get and once you learn one, you can't learn the other. 
Blood oaths and everything! 

Engineering is the anti-wealth skill. Just about everything you make can only be used 
by other Engineers and there's a good chance that they can make their own. Rare 
schematics are the only things that give you a bit of an edge over other Engineers. 
Hold onto those and try to get as much as you can from this career. This path is all 
about improving your character. You'll be making bombs, pets, goggles, parachutes, 
lasers, and all kinds of things that blow up and burn. It's what the killers and the 
hard-core people like to use. You'll be broke, but you'll be a walking time bomb 
with a bag full of tricks to pull out for a multitude of different reasons. 


ENGINEERING 






Crofted Light Shot 

1 

Initial 

1 Rough Blasting Powder, 1 Copper Bar 

Rough Biosting Powder 

1 

Initial 

1 Rough Stone 

Rough Dynamite 

1 

Initial 

2 Rough Blasting Powder, 1 Linen Cloth 

Handful of Copper Bobs 

30 

Troined 

1 Copper Bar 

Rough Copper Bomb 

30 

Trained 

1 Copper Bor, 1 Handful of Copper Bolts, 

2 Rough Biosting Powder, 1 Linen Cloth 

Arclight Spanner 

50 

Troined 

6 Copper Bor 

Copper Tube 

50 

Trained 

2 Copper Bor, 1 Weak Flux 

lomh Boomstick 

50 

Trained 

1 Copper Tube, 1 Handful of Copper Bobs, 1 Wooden Stock 

Crude Scope 

60 

Trained 

1 Copper Tube, 1 Molochite, 1 Handful of Copper Bolts 

Copper Modulator 

65 

Trained 

2 Handful of Copper Bolts, 1 Copper Bor, 2 Linen Cloth 

Coarse Blasting Powder 

75 

Trained 

1 Coorse Stone 

(oorse Dynomite 

75 

Trained 

3 Coorse Blasting Powder, 1 Linen doth 

Crofted Heavy Shot 

75 

Trained 

1 Coorse Blasting Powder, 1 Copper Bor 

Mechonicol Squirrel 

75 

Found 

1 Copper Modulator, 1 Handful of Copper Bolts, 
1 Copper Bor, 2 Molochite 

Torget Dummy 

B5 

Trained 

1 Copper Modulator, 2 Handful of Copper Bolts, 
1 Bronze Bor, 1 Wool Cloth 

SBvorContod 

90 

Trained 

1 Silver Bor 

EZ-Thro Dynamite 

too 

Found 

4 Coarse Biosting Powder, 1 Wool Cloth 

Hying Tiger Gogglos 

100 

Trained 

6 Light Leather, 2 Tigerseye 

Prodice lock 

100 

Trained 

1 Bronze Bor, 2 Handful of Copper Bolts. I Week Flux 

Small Seoforium Charge 

100 

Found 

2 Coarse Blasting Powder, 1 Copper Modulator, 
1 Light Leather, 1 Refreshing Spring Water 

Bronze Tube 

105 

Trained 

2 Bronze Bor, 1 Weak Flux 

Deadly Blunderbuss 

105 

Trained 

2 Copper Tube, 4 Handful of Copper Bolts, 1 Wooden Stock, 
2 Medium Leather 

lorge Copper Bomb 

105 

Trained 

3 Copper Bor, 4 Coorse Blasting Powder, 1 Silver Contort 

Standard Scope 

110 

Trained 

1 Bronze Tube, 1 Moss Agate 

Lovingly Crafted Boomstick 120 

Trained 

2 Bronze Tube, 2 Handful of Copper Bolts, 1 Heavy Stock, 

3 Moss Agate 

Shadow Goggles 

120 

Found 

4 Medium Leather, 2 Shodowgem 

Small Bronze Bomb 

120 

Trained 

4 Coorse Biosting Powder, 2 Bronze Bor, 1 Silver Contort, 
1 Wool doth 

Crofted Solid Shot 

125 

Trained 

1 Heavy Blasting Powder, 1 Bronze Bor 

Flome Defledor 

125 

Found 

1 Whirring Bronze Gizmo, 1 Small Flame Sac 

Gnomish Universal Remote! 25 

Found 

6 Bronze Bor, 1 Whirring Bronze Gizmo, 2 Flask of Oil, 
1 Tigerseye, 1 Malachite 

ileovy Blasting Powder 

125 

Trained 

1 Heavy Stone 

Heavy Dynomite 

125 

Troined 

2 Heovy Biosting Powder, 1 Wool doth 

Wliimng Bronze Gizmo 

125 

Trained 

2 Bronze Bor, 1 Wool Cloth 

Silver-plated Shotgun 

130 

Trained 

2 Bronze Tube, 2 Whirring Bronze Gizmo, 1 Heovy Stock, 

3 Silver Bor 

Ornate Spyglass 

135 

Trained 

2 Bronze Tube, 2 Whirring Bronze Gizmo, 
1 Copper Modulator, 1 Moss Agate 

Big Bronze Bomb 

140 

Troined 

2 Heavy Biosting Powder, 3 Bronze Bor, 1 Silver Contact 

Minor Recombobulotor 

140 

Trained 

1 Bronze Tube, 2 Whirring Bronze Gizmo, 2 Medium Leather, 
1 Moss Agate 

Bronze Framework 

145 

Troined 

2 Bronze Bor, 1 Medium Leather, 1 Wool Cloth 

Moonsight Rifle 

145 

Found 

3 Bronze Tube, 3 Whirring Bronze Gizmo, 1 Heavy Stock, 
2 Lesser Moonstone 

Aowdynomic Fish Attrodorl 50 

Troined 

2 Bronze Bor, 1 Nightcrowlers, 1 Coarse Biosting Powder 

Explosive Sheep 

150 

Trained 

1 Bronze Framework, 1 Whirring Bronze Gizmo, 

2 Heavy Blasting Powder, 2 Wool Cloth 

Gold Power Core 

150 

Trained 

1 Gold Bor 

Green Tinted Goggles 

150 

Troined 

4 Medium Leather, 2 Moss Agate, 1 Flying Tiger Goggles 

Ice Defledor 

155 

Trained 

1 Whirring Bronze Gizmo, 1 Frost Oil 





!'33ia^ 



Discombobulotor Roy 

160 

Found 

3 Whirring Bronze Gizmo, 2 Silk Cloth, 1 Jade, 1 Bronze Tube 

Iron Strut 

160 

Trained 

2 Iron Bor 

Goblin Jumper Cobles 

165 

Found 

6 Iron Bor, 2 Whirring Bronze Gizmo, 2 Rask of Oil, 
2 Silk Cloth, 2 Shodowgem, 1 Fused Wiring 

Portable Bronze Mortar 

165 

Found 

4 Bronze Tube, 1 1ron Strut, 4 Heavy Blasting Powder, 
4 Medium leother 

Gyrochronotom 

170 

Trained 

1 Iron Bar, 1 Gold Power Core 

Bright-Eye Gogghs 

175 

Found 

6 Heavy leother, 2 Citrine 

Compact Honest Reaper Kit 1 7 5 

Trained 

2 Iron Strut, 1 Bronze Framework, 2 Gyrochronotom, 




4 Heovy Leather 

Iron Grenade 

175 

Troined 

1 1ron Bor, 1 Heavy Biosting Powder, 1 Silk Doth 

Somophlonqe Mkro-odjustor ) 7 5 

Trained 

4 Steel Bor 

Solid Biosting Powder 

175 

Trained 

2 Solid Stone 

Solid Dynamite 

175 

Trained 

1 Solid Biosting Powder, 1 Silk Cloth 

Accurate Scope 

1B0 

Trained 

1 Bronze Tube, 1 Jade, 1 Gtrine 

Advanced Target Dummy IBS 

Trained 

1 Iron Strut, 1 Bronze Framework, 1 Gyrochronotom, 




4 Heavy Leother 

Craftsman's Monocle 

165 

Found 

6 Heavy leather, 2 Citrine 

Flash Bomb 

165 

Found 

1 Blue Pearl, 1 Heavy Blasting Powder, 1 Silk Cloth 

Big Iron Bomb 

190 

Trained 

3 Iron Bar, 3 Heavy Blasting Powder, 1 Silver Contact 

Goblin land Mine 

195 

Found 

3 Heavy Blasting Powder, 2 Iron Bor, 1 Gyrochronotom 

MithrilTube 

195 

Trained 

3 Mithril Bor 

Gnomish Cloaking Device 200 

Trained 

4 Gyrochronotom, 2 Jade, 2 lesser Moonstone, 2 Citrine, 




1 Fused Wiring 

Large Seoforium Chorge 

200 

Found 

2 Solid Blasting Powder, 2 Heavy leather, 
1 Refreshing Spring Water 

Mechanical Orogonling 

200 

Trained 

1 Bronze Fromework, 4 Iron Strut, 4 Gyrochronotom, 

2 Citrine, 1 Fused Wiring 

Mochonkol Repoir Kit 

200 

Trained 

1 Mithril Bor, 1 Mogeweove doth, 1 Solid Biosting Powder 

Unstable Trigger 

200 

Trained 

1 Mithril Bor, 1 Mogeweove Cloth, 1 Solid Biosting Powder 

Rre Goggles 

205 

Trained 

1 Green Tinted Goggles, 2 Gtrine, 2 Elemental Rre, 
4 Heavy Leather 

Gnomish Shrink Roy 

205 

Trained 

1 MithrilTube, 1 Unstable Trigger, 4 Mithril Bar, 
4 Flask of Mojo, 2 Jade 

Goblin Construction Hoi 

205 

Trained 

B Mithril Bor, 1 Citrine, 4 Elementol Rre 

Goblin Mining Helmet 

205 

Trained 

6 Mithril Bor, 1 Citrine, 4 Elemental Earth 

Goblin Mortar 

205 

Trained 

2 Mithril Tube, 4 Mithril Bor, 5 Solid Blasting Powder, 
1 Gold Power Core, 1 Elemental Fire 

Goblin Rocket Fuel Recipe 205 

Trained 

1 Blank Parchment, 1 Engineer's Ink 

Goblin Sapper Charge 

205 

Trained 

1 Mogeweove Cloth, 3 Solid Blasting Powder, 
1 Unstable Trigger 

Inlaid Mithril Cylinder Plons 205 

Trained 

1 Blank Parchment, 1 Engineer's Ink 

lil' Smoky 

205 

Found 

1 Core of Earth, 2 Gyrochronatom, 1 Fused Wiring, 

2 Mithril Bor, 1 Truesilver Bar 

Mithril Blunderbuss 

205 

Trained 

1 Mithril Tube, 1 Unstable Trigger, 1 Heovy Slock, 
4 Mithril Bar, 2 Elemental Fire 

Pel Bombling 

205 

Found 

1 Big Iron Bomb, 1 Heart of Rre, 1 Fused Wiring, 
6 Mithril Bor 

Deodly Scope 

210 

Found 

1 Mithril Tube, 2 Aquamarine, 2 Thick Leather 

Gnomish Goggles 

210 

Trained 

1 Rre Goggles, 1 Mithril Tube, 2 Gold Power Core, 

2 Flosk of Mojo, 2 Heavy leather 

Gnomish Net-o-Motic 

210 

Troined 

1 Mithril Tube, 2 Shadow Silk, 4 Thick Spider's Silk, 

Projector 



2 Solid Blasting Powder, 4 Mithril Bar 

HMmpoct Mithril Slugs 

210 

Troined 

1 Mithril Bor, 1 Solid Blasting Powder 

Gnomish Horm 

215 

Trained 

1 Dusky Beh, 4 Mithril Bar, 2 Truesilver Bor, 

Prevention Belt 



1 Unstable Trigger, 2 Aguamarine 

Mithril Cosing 

215 

Trained 

3 Mithril Bor 

Mithril Frog Bomb 

215 

Trained 

1 Mithril Casing, 1 Unstable Trigger, 1 Solid Biosting Powder 

Cotseye Ultra Goggles 

220 

Found 

4 Thick leather, 2 Aquamarine, 1 Cotseye Elixir 

Mithril Heovy-bore Rifle 

220 

Found 

2 Mithril Tube, 1 Unstable Trigger, 1 Heavy Stock, 
6 Mithril Bor, 2 Citrine 

Gnomish Rocket Boots 

225 

Trained 

1 Black Mogeweove Boots, 2 Mithril Tube, 4 Heovy Leather, 
6 Solid Blasting Powder, 4 Gyrochronotom 

Goblin Rocket Boots 

225 

Trained 

1 Black Mogeweove Boots, 2 Mithril Tube, 4 Heavy leather, 

2 Goblin Rocket Fuel, 1 Unstable Trigger 

Parachute Cloak 

225 

Found 

4 Bolt of Mogeweove, 2 Shadow Silk, 1 Unstable Trigger, 
4 Solid Blasting Powder 

Spellpower Goggles Xtreme22S 

Found 

4 Thick Leather, 2 Stor Ruby 

Deepdive Helmet 

230 

Found 

B Mithril Bar, 1 Mithril Casing, 1 Truesilver Bar, 4 Tigerseye, 
4 Malachite 

Gnomish Battle Chicken 

230 

Trained 

1 Mithril Casing, 6 Truesilver Bor, 6 Mithril Bor, 

2 Inlaid Mithril Cylinder, 1 Gold Power Core, 2 Jade 

Goblin Bomb Dispenser 

230 

Trained 

2 Mithril Casing, 4 Solid Blasting Powder, 6 Truesilver Bor, 
1 Unstable Trigger, 2 Accurate Scope 




■mm 

KmQIBHHHIHHIHHiI 

Rose Colored Goggles 

230 

Trained 

6 Thick leather, 2 Stor Rudy t 

Gnomish Mind Control Cap 235 

Troined 

10 Mithril Bor, 4 Truesilver Bar, 1 Gold Power 
2 Star Ruby, 4 Mageweave Cloth | 

Hi-Explosive Bomb 

235 

Trained 

2 Mithril Cosing, 1 Unstable Trigger, 2 Solid Bkstiili 

The Big Dne 

235 

Trained 

1 Mithril Casing, 1 Goblin Rocket Fuel, 6 Solid Dyniii^ 
1 Unstable Trigger j 

Gnomish Death Roy 

240 

Trained 

2 Mithril Tube, 1 Unstable Trigger, 1 Soulstone, 
4 Ichor of Undeoth, 1 1nlaid Mithril Cylinder 

Goblin Dragon Gun 

240 

Troined 

2 Mithril Tube, 4 Goblin Rocket Fuel, 6 Mithril Bor, 
6 Truesilver Bor, 1 Unstable Trigger 

Sniper Scope 

240 

Found 

1 Mithril Tube, 1 Star Ruby, 2 Truesilver Bor ' 

Goblin Rocket Helmet 

245 

Trained 

1 Goblin Construction Helmet, 4 Goblin Rocket Fod. '' , 
4 Mithril Bar, 1 Unstoble Trigger 

Green lens 

245 

Troined 

6 Thick Leather, 2 Jode, 2 Heart of the Wild, 2 WUw 

Mithril Gyro-Shot 

245 

Trained 

2 Mithril Bor, 2 Solid Blasting Powder ' 

Dense Biosting Powder 

250 

Trained 

2 Dense Stone 

Mithril Mechanical 
Drogonling 

250 

Found 

14 Mithril Bar, 4 Heart of Fire, 4 Truesilver Bor, 2 Mi 
Mithril Cylinder, 2 Goblin Rocket Fuel, 2 Star Ruby 

Salt Shaker 

250 

Trained 

1 Mithril Casing, 6 Thorium Bor, 1 Gold Power Con, 
4 Unstable Trigger 

Thorium Grenade 

260 

Found 

1 Thorium Widget, 3 Thorium Bar, 3 Dense Blasfin|Fd 
3 Runecloth 

Thorium Rifle 

260 

Found 

2 Mithril Tube, 2 Mithril Casing, 2 Thorium Widget, 
4 Thorium Bar, 1 Deadly Scope 

Thorium Widget 

260 

Found 

3 Thorium Bar, 1 Runecloth 

Lifelike Mechanical Tood 

265 

Found 

1 Living Essence, 4 Thorium Widget, 1 Gold Power Cm 
1 Rugged leather 

Spellpower Goggles 
Xtreme Plus 

270 

Found 

1 Spellpower Goggles Xtreme, 4 Star Ruby, 

2 Enchanted Leother, 8 Runecloth 

Dark Iron Rifle 

275 

Found 

2 Thorium Tube, 6 Dark Iron Bar, 2 Deodly Scope, t 
2 Blue Sapphire, 2 lorge Opal, 4 Rugged Leather 

Masterwork Torget Dummy 275 

Found 

1 Mithril Cosing, 1 Thorium Tube, 2 Thorium Widget, 

1 Truesilver Bar, 2 Rugged leother, 4 Runecloth | 

Thorium Tube 

275 

Found 

6 Thorium Bar i 

Dark Iron Bomb 

2B5 

Found 

2 Thorium Widget, 1 Dork iron Bor, 3 Dense Blostiiglb| 

3 Runedoth 

Delicate Arcanite Converter 2B5 

Found 

1 Arcanite Bor, 1 1ronweb Spider Silk 

Thorium Shells 

2B5 

Found 

2 Thorium Bor, 1 Dense Blasting Powder 

Moster Engineer's Goggles 290 

Found 

1 Fire Goggles, 2 Huge Emerold, 4 Enchonted Leollw 

Voice Amplification 
Modulator 

290 

Found 

2 Delicate Arconite Converter, 1 Gold Power Core, * 
1 Thorium Widget, 1 large Opal 

Arcanite Drogonling 

300 

Found 

1 Mithril Mechanical Orogonling, 8 Delicote Artonilt 
Converter, 1 0 Enchanted Thorium Bor, 6 Thotkmifil|( | 
4 Gold Power Core, 6 Enchonted leather 

Rawless Arconite Rifle 

300 

Found 

10 Arcanite Bor, 2 Thorium Tube, 2 Essence of Fire, 
2 Essence of Earth, 2 Azerothian Diamond, 

2 Enchonted leather 


LEATHERWORKING 

Leather armor is something that almost half of the classes long for and^ 
desperately (at least early on while Shaman and Hunters haven't gained j 
to their mail armor). Skinning, obviously, is a fantastic second profession loll 
Controlling your own resources is a great way to gain an edge over those w 
to buy from other players. 

Open your abilities menu up (P) and pull the Leatherworking icon into yourh 
At first, you won't know much, but that changes quickly. Once you begin to* 
even the simplest of armor pieces, you'll need to visit the trainer constantly. A 
while, you'll be able to take a breath as your skill leveling slows a bit. Oncey 
created an item, it's dropped into your packs. 


At rank 225, \ 
and Dragonsc 
leather; the S| 
Shaman. Elen 
great for Rogi 
level Shaman 

Leatherworkii 
hunting for hi 
quests, etc. If 
necessary, thi 
as Blacksmitf 
However, th« 
loves those. / 

There's also 
when you're 
make is for 
always lookl 
the armor yo 
is very hard 
quanities. Bu 
sold. And, w 
during peak 

LEATHEJ 

Hondstinhed Let 
Hondslilched La< 
Hondstitched Let 
Hondstitched Let 
light Armor Kit 
Llghlleother * 
Hondstitched La 
Hondstitched lei 
light leothec Qt 
Smell leolhet A 
Cured light Hidi 
Rugged leother 
Embossed leoth 
Kodo Hide Bog 
Embossed leoth 
Embossed leott 
Embossed leotl 
White leother J 
light leother B 
Embossed leoll 
Fine leother Gl 
Fine leother Bt 
Fine leother Cli 
Rne leother Tu 
Deviote Scole ( 
Rne leother B( 
Moonglow Vest 


Mufloc Scole B' 
light leothec F 
Murloc Scole B 


Block Whelp Cl 
Cured Medium 
Dork leother I 
Dork leother ' 
Hillmon's leot 
Medium Armo 
Deviote Scole 
Rne leother F 
Dork leother 
Dork leother 
Scole Belt 
Dork leather 


Hillmon's Belt 



)W Power Core, 


2 Solid Biosting Powder 
il, 6 Solid Dynamite, 


Soukfone, 
iylinder 
6 Mithrii Bor, 


verBor 

lin Rotkef Fuel, 


ieWild,2Wildvine 


isilver Bor, 2 Inlaid 
i, 2 Stor Ruby 
lid Power Core, 


Dense Blasting Powder, 


irium Widget, 


‘ ink 225, you have three classes of Leatherworking to pursue: Tribal, Elemental 
ndDragonscale. Each one requires a quest and you can only learn one. Tribal is all 
the Spirit and Intellect buffs in this line make it nicdy suited for Druids and 
‘‘ ■r Elemental Leatherworking, with the Agility and Stamina increases, seems 
Rogues and Hunters. Dragonscale is all mail and lends itself to the higher 
?.e: bhaman and Hunters. 

..r'^cnvorking combined with Skinning is a very easy skill to level up. There's no 
•'-g for herbs or ore; you're killing what you'd kill anyway to get the items, finish 
: tits, etc. If you take Skinning and Leatherworking at Level 5, the minimum level 
“cessary, the skill levels up without much effort. Leatherworkers are not as popular 
ifocksmiths. Smiths make armor and weapons while you're focused on armor, 
r^iwever, there is one advantage. Leatherworkers make armor kits and everyone 
..K those. A boost to your AC is a nice thing to have. 

To's also another bonus to being a less-flashy professional. Chances are that 
' vou're in a group, you'll be the only person collecting skins. The armor you 
is for very popular classes (Rogues, Shaman, Hunters, & Druids) who are 
; > looking for good gear. So your items will sell. Plus, if you actually wear 
•nioryou make, you're always wearing the latest and greatest. End game gear 
rv hard to make, asking for some of the toughest items to find and in high 
' i»,. But the end results are very worth it. It's so hard to make that very few are 
And, when something is put up in the auction house or over the trade channel 
■gpeak hours, bidding wars are sure to happen. 
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J 
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[honted Leother 
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6 Thorium Widget, 

er 
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nto your hotbar. 
j begin to make 
instantly. After a 
)it. Once you've 


LEATHERWORKING 


MMdHd Leother Boots 

1 

Initial 

2 Light Leather, 1 Course Ihreod 

Bitiky leother Bracers 

1 

Initial 

2 light leother, 3 Course Threod 

Uwclwii leother Cloak 

1 

Initial 

2 light Leother, 1 Course Thread 

ptdied leother Vest 

1 

Iniliol 

3 light Leather, 1 Coarse Thread 

iilimKil 

1 

Initial 

1 Light Leather 

^r 

1 

initial 

3 Ruined leather Scrops 

%Mied leother Fonts 

15 

Trained 

4 Light Leather, 1 Coarse Thread 

Mtkhtd leother Bell 

25 

Trained 

6 Light Leather, 1 Coarse Thread 

leiltiiilhtr Quiver 

30 

Trained 

4 Light Leother, 2 Coarse Thread 

j^yieribmo Pouch 

30 

Trained 

3 Light Leother, 4 Course Thread 

tniliohllide 

35 

Trained 

1 light Hide, 1 Salt 

bfltJ leother Fonts 

35 

Found 

5 light Leather, 5 Coarse Thread 

Mid leother Vest 

40 

Troined 

8 Light Leather, 4 Course Thread 

leUdeiog 

40 

Found 

3 Thin Kodo Leather, 4 Light Leother, 1 Coarse Thread 

W leother Bools 

55 

Trained 

8 light Leother, 5 Coarse Threod 

Iteed leather Gloves 

55 

Trained 

3 Light Leather, 2 Coarse Threod 

leother Cook 

60 

Trained 

5 Light Leather, 2 Coarse Thread 

|lileolher Jerkin 

60 

Found 

8 Light Leother, 2 Coorse Threod, 1 Bleach 

Weleoiw Bracers 

70 

Trained 

6 Light leather, 4 Coarse Thread 

^leother Fonts 

75 

Trained 

1 Cured light Hide, 6 Light Leather, 2 Coarse Thread 

tee leother Gloves 

75 

Found 

1 Cured light Hide, 4 light Leather, 2 Coarse Thread 

iUerlell 

80 

Trained 

6 Light leather, 2 Coorse Thread 

^lefherClook 

85 

Troined 

10 Light Leather, 2 Fine Thread 

fbiMkerTunk 

85 

Trained 

3 Cured Light Hide, 6 Light Leather, 4 Coorse Thread 

Mkotedook 

90 

Found 

8 Deviate Scale, 1 Cured Light Hide, 1 Fine Thread 

ttierlools 

90 

Found 

7 light Leather, 2 Coarse Threod 

l#.«esi 

90 

Found 

6 Light Leather, 1 Cured Light Hide, 4 Coarse Threod, 
1 Small Lustrous Peorl 

^kdeBeh 

90 

Found 

8 Slimy Murloc Scale, 6 Light Leather, 1 Fine Thread 

litllesBier Fonts 

95 

Troined 

10 Light Leather, 1 Cured Light Hide, 1 Fine Thread 

ik Stole Breastplate 

95 

Found 

12 Slimy Murloc Scale, 1 Cured Light Hide, 
8 light leother, 1 Fine Thread 

iMQoak 

too 

Found 

1 2 Block Whelp Scale, 4 Medium Leather, 1 Fine Threod 

^Hkle 

100 

Troined 

1 Medium Hide, 1 Solt 

hk leather Bools 

100 

Trained 

4 Medium leather, 2 Fine Threod, 1 Groy Dye 

MieoAorTunk 

100 

Found 

6 Medium leather, 1 Rne Thread, 1 Groy Dye 

^'s leother Vest 

100 

Found 

1 Fine Leather Tunic, 2 Cured Light Hide, 2 Coorse Threod 

plraiorKtt 

100 

Trained 

4 Medium Leather, 1 Coarse Thread 

Mfe Scale Gloves 

105 

Found 

2 Perfect Deviate Scale, 6 Deviate Scale, 2 Fine Thread 

MoAer Fonts 

105 

Found 

8 Medium leather, 1 Bolt of Woolen Cloth, 1 Fine Thread 

Sloellwaook 

1)0 

Troined 

8 Medium Leather, 1 Fine Thread, 1 Gray Dye 

'fiy«r Fonts 

115 

Troined 

12 Medium Leother, 1 Groy Dye, 1 Fine ThreodDeviote 

MW 

115 

Found 

10 Perfect Deviate Scale, 10 Deviate Scale, 2 Fine Thread 

Uleolhot Gloves 

120 

Found 

1 Fine Leather Gloves, 1 Cured Medium Hide, 
1 Fine Thread, 1 Groy Dye 

few 

120 

Found 

8 Medium Leother, 1 Elixir of Wisdom, 2 Fine Thread 






Nimble Leather Gloves 

120 

Trained 

1 Elixir of Minor Agility, 6 Medium Leather, I Fine Thread 

Red Whelp Gloves 

120 

Found 

6 Red Whelp Scale, 4 Medium leather, 1 Fine Thread 

ftwghened Leather Armor 

120 

Trained 

10 Medium Leather, 2 Cured Ught Hide, 2 Rne Thread 

Dork Leather Belt 

125 

Trained 

1 Fine leother Belt, 1 Cured Medium Hide, 2 Fine Thread, 
1 Gray Dye 

Fletcher's Gloves 

125 

Trained 

6 Medium leather, 4 long Toil Feather, 2 Fine Thread 

Guardian Cloak 

125 

Found 

14 Heavy Leather, 2 Bolt of Silk Cloth, 2 Silken Thread 

Hillmon's Shoulders 

130 

Trained 

1 Cured Medium Hide, 4 Medium Leather, 1 Fine Thread 

Earthen leather Shoulders 

135 

Found 

6 Medium Leather, 1 Elemental Eorth, 2 Fine Threod 

Mthotefs Gloves 

135 

Found 

8 Medium leather, 4 Kingsbiood, 2 Rne Thread 

Toughened Leather Gloves 

135 

Troined 

4 Medium leather, 2 Cured Medium Hide, 

2 Elixir of Defense, 2 Spider's Silk, 2 Fine Thread 

Dork Leather Shoulders 

140 

Found 

12 Medium Leather, 1 Elixir of lesser Agility, 1 Gray Dye, 
2 Rne Threod 

Pilferer's Gloves 

140 

Found 

1 0 Medium leather, 2 lucky Charm, 2 Fine Threod 

Heovy Earthen Gloves 

145 

Found 

1 2 Medium leother, 2 Elemental Earth, 2 Bolt of Woolen 
Cloth, 2 fine Threod 

Hillmon's leather Gloves 

145 

Trained 

14 Medium leather, 4 Fine Threod 

Barbaric Gloves 

150 

Found 

6 Heavy leather, 2 large Fong, 1 Rne Thread 

Cured Heavy Hide 

150 

Trained 

1 Heavy Hide, 3 Salt 

Heavy Armor Kit 

150 

Trained 

5 Heavy Leather, 1 Fine Thread 

Heovy Leather Ammo Pouch 

150 

Trained 

8 Heavy Leather, 2 Fine Thread 

ilwyy Quiver 

150 

Trained 

8 Heavy leather, 2 Rne Thread 

Hillman's Cloak 

150 

Trained 

5 Heavy leather, 2 Fine Thread 

Green Leather Armor 

155 

Trained 

9 Heavy leother, 2 Green Dye, 4 fine Threod 

Green Leather Belt 

160 

Trained 

1 Cured Heavy Hide, 5 Heavy leather, 1 Fine Threod, 
1 Green Dye, 1 1ron Buckle 

Guordion Pants 

160 

Trained 

1 2 Heavy leather, 2 Bolt of Silk Cloth, 2 Fine Threod 

Dusky leother leggings 

165 

Found 

10 Heavy Leather, 1 Block Dye, 2 Fine Thread 

Inplor Hide Belt 

165 

Trained 

4 Raptor Hide, 4 Heavy Leother, 2 Fine Thread 

Roptor Hide Harness 

165 

Trained 

6 Raptor Hide, 4 Heavy leather, 2 Fine Threod 

Wherk Leggings 

170 

Found 

10 Heavy Leather, 2 Rne Thread, 1 Moss Agate 

Guardian Belt 

170 

Found 

2 Cured Heovy Hide, 4 Heovy Leather, 1 fine Threod, 
1 1ron Buckle 

Thick Murloc Armor 

170 

Found 

12 Thick Murloc Scale,) Cured Heovy Hide, 
10 Heovy leather, 3 Rne Threod 

Barbaric Shoulders 

175 

Troined 

8 Heavy Leather, 1 Cured Heavy Hide, 2 Fine Thread 

Dusky leather Armor 

175 

Trained 

10 Heovy leather, 1 Shadow Oil, 2 Rne Threod 

Green Whelp Armor 

175 

Found 

4 Green Whelp Scole, 10 Heavy leather, 2 Fine Threod 

Guardian Armor 

175 

Found 

2 Cured Heavy Hide, 12 Heavy leather, 1 Shadow Oil, 
2 Fine Thread 

Frost leather Cloak 

180 

Trained 

6 Heavy leather, 2 Elementol Earth, 2 Elemental Water, 
2 Fine Thread 

Green leather Bracers 

180 

Troined 

2 Cured Heavy Hide, 6 Heavy leather, 1 Green Dye, 
1 fine Thread 

Dusky Brocers 

185 

Trained 

16 Heavy leather, 1 Black Dye, 2 Silken Thread 

Gem-studded Leather Belt 

185 

Trained 

4 Cured Heavy Hide, 2 Iridescent Peorl, 2 Jode, 1 Citrine, 
1 Fine Thread 

Borbaric Harness 

190 

Troined 

14 Heavy Leather, 2 Fine Thread, 1 Iron Buckle 

Green Whelp Bracers 

190 

Found 

6 Green Whelp Scale, 8 Heavy Leather, 2 Silken Thread 

Guardian Gloves 

190 

Trained 

4 Heavy Leather, 1 Cured Heavy Hide, 1 Silken Thread 

Murloc Scale Bracers 

190 

Found 

16 Thick Murloc Scole, 1 Cured Heavy Hide, 
14 Heavy leather, 1 Silken Thread 

Dusky Belt 

195 

Trained 

10 Heavy Leather, 2 Bolt of Silk Cloth, 2 Block Dye, 
1 1ron Buckle 

Guordion Leather Bracers 

195 

Found 

6 Heavy leather, 2 Cured Heavy Hide, 1 Silken Thread 

Barbaric Belt 

200 

Found 

6 Heavy Leather, 2 Cured Heavy Hide, 2 Coorse Gorillo 
Hair, 1 Great Roge Potion, 1 Silken Thread, 1 1ron Buckle 

' Comfortable leather Hot 

200 

Found 

1 2 Heovy Leather, 2 Cured Heovy Hide, 2 SRken Threod 

Cured Thick Hide 

200 

Troined 

1 Thick Hide, 1 Deeprock Salt 

Dusky Boots 

200 

Found 

8 Heavy leather, 2 Shodowcot Hide, 1 Shadow Oil, 
2 Silken Threod 

Swift Boots 

200 

Found 

10 Heavy Leather, 2 Swiftness Potion, 2 Thick Spider's 
Silk, 1 Silken Thread 

Thick Armor Kit 

200 

Troined 

5 Thick Leother, 1 Silken Thread 

Nightscope Heodbond 

205 

Troined 

5 Thick Leather, 2 Silken Thread 

Nightscope Tunic 

205 

Trained 

7 Thick Leather, 2 Silken Thread 

Turtle Scale Gloves 

205 

Found 

6 Thick leather, 8 Turtle Scole, 1 Heovy Silken Threod 

Nightscope Shoulders 

210 

Found 

8 Thick leather, 6 Mogeweove doth, 3 Silken Threod 

Turtle Scale Bracers 

210 

Trained 

8 Thick leother, 1 2 Turtle Scale, 1 Heavy Silken Thread 

Turtle Scale Breostplote 

210 

Trained 

6 Thick leather, 1 2 Turtle Scale, 1 Heavy Silken Threod 

Big Voodoo Robe 

215 

Found 

10 Thick leother, 4 Flask of Mojo, ) Heavy Silken Threod 

Big Voodoo Mask 

220 

Found 

8 Thick Leother, 6 flosk of Mojo, 1 Heavy Silken Thread 

Tough Scorpid Bracers 

220 

Found 

10 Thick Leather, 4 Scorpid Scale, 2 Silken Thread 




Frostsaber Leggings 


SKIU LEVEL SOUlia COMFOHiWr(S) 


Tough Scorpid Bfeoslplole 220 Found 12 Thick Leothef, 12 Srorpid Scale, 4 Silken Threod 

Wild Leather Shoulders 220 Found 10 Thick Leolher, 1 Wildvine, 1 Cured Thick Hide 


Oragonscale Gauntlets 

J ; 

225 

Trained 

24 Thick Leather, 12 Worn Drogonscale, 4 Heavy Silken 
Thread, 2 Cured Thick Hide 

Quickdrow Quiver 

225 

Trained 

12 Thick Leather, 1 Thick Hide, 1 Elixir of Agility, 
4 Silken Thread 

y V Thick Leather Amma Pouch 

225 

Trained 

1 0 Thick Leather, 1 Cured Thick Hide, 1 Elixir of Greater 
Defense, 6 Silken Thread 

Tough Scorpid Gloves 

225 

Faund 

6 Thick Leather, 8 Scorpid Scale, 2 Silken Thread 

Wild Leather Helmet 

225 

Found 

1 0 Thick Leather, 2 Wildvine, 1 Cured Thick Hide 

^ Wild Leather Vest 

225 

Found 

12 Thick Leather, 2 Wildvine, 1 Cured Thick Hide 

|S| Wolfshead Helm 

225 

Trained 

18 Thick Leother, 2 Thick Wolfhide, 8 Wicked Clow, 
4 Heavy Silken Thread, 2 Cured Thick Hide 

INti Gauntlets of the Sea 

230 

Trained 

20 Thick Leather, 8 Globe of Water, 2 Core of Earth, 
1 Cured Thick Hide, 4 Heavy Silken Thread 

ptj I Nightscope Cloak 

230 

Found 

1 2 Thick Leother, 4 Silken Threod 

Nighlscape Fonts 

230 

Trained 

14 Thick Leather, 4 Silken Thread 

H Turtle Scale Helm 

230 

Trained 

14 Thick Leother, 24 Turtle Scole, 1 Heavy Silken Threod 

H Nighlscape Boots 

235 

Trained 

16 Thick Leather, 2 Heavy Silken Threod 

H Tough Scorpid Boots 

235 

Found 

12 Thick Leather, 12 Scorpid Scale, 6 Silken Thread 

B| Turtle Scale Leggings 

235 

Trained 

1 4 Thick Leather, 28 Turtle Scole, 1 Heavy Silken Thread 

^ Big Voodoo Cloak 

240 

Found 

14 Thick Leather, 4 Flosk of Big Mojo, 2 Heavy 
Silken Thread 

^ Big Voodoo Pants 

240 

Found 

10 Thick Leather, 6 Flosk of Big Mojo, 2 Heavy 
Silken Threod 

1 Tough Scorpid Shoulders 

240 

Found 

12 Thick Leather, 16 Scorpid Stale, 2 Heovy Silken Thread 

K Tough Scorpid Leggings 

245 

Found 

14 Thick Leather, 8 Scorpid Scole, 2 Heovy Silken Thread 

Wild Leather Boots 

245 

Found 

14 Thick Leother, 4 Wildvine, 2 Cured Thick Hide 

E Cured Rugged Hide 

250 

Trained 

1 Rugged Hide, 1 Refined Deeprock Salt 

EH Feathered Breastplate 

250 

Trained 

40 Thick Leather, 40 Jet Black Feother, 2 Black Peorl, 
4 Cured Thick Hide, 4 Heovy Silken Thread 

Helm of Fire 

250 

Troined 

40 Thick Leather, 1 2 Heart of Fire, 4 Core of Earth, 
2 Cured Thick Hide, 4 Heovy Silken Thread 

Rugged Armor Kit 

250 

Trained 

5 Rugged Leather 

H| Tough Scorpid Helm 

250 

Found 

10 Thick Leather, 20 Scorpid Stale, 2 Heavy Silken Thread 

Wild Leather Cloak 

250 

Found 

1 6 Thick Leather, 6 Wildvine, 2 Cured Thick Hide 

Wild Leother Leggings 

250 

Found 

16 Thick Leather, 6 Wildvine, 2 Cured Thick Hide 

Oragonscale Breastplote 

255 

Trained 

40 Thick Leather, 30, Worn Oragonscale, 4 Heavy Silken 
Threod, 4 Cured Thick Hide 

Heavy Scorpid Bracers 

255 

Found 

4 Rugged Leother, 4 Heavy Scorpid Scale, 1 Rune Thread 

Green Oragonscale Breastplote 

260 

Found 

20 Rugged Leother, 25 Green Oragonscale, 
2 Rune Threod 

Wicked Leother Gauntlets 

260 

Found 

8 Rugged Leather, 1 Black Dye, 1 Rune Thread 

Chimeric Gloves 

265 

Found 

6 Rugged Leather, 6 Chimera Leather, 1 Rune Thread 

Heavy Scorpid Vest 

265 

Found 

6 Rugged Leather, 6 Heovy Scorpid Scale, 1 Rune Threod 

H Wicked Leather Bracers 

265 

Found 

8 Rugged Leather, 1 Block Dye, 1 Rune Threod 

H Green Oragonscale Leggings 

270 

Found 

20 Rugged Leather, 25 Green Orogonscole, 
1 Rune Threod 

Ironfeather Shoulders 

270 

Found 

24 Rugged Leather, 80, Ironfeother, 2 Jade, 
1 Rune Thread 

Living Shoulders 

270 

Found 

12 Rugged Leother, 4 Living Essence, 1 Rune Thread 

Runic Leather Gauntlets 

270 

Found 

10 Rugged Leother, 6 Runetloth, 1 Rune Thread 

Volcanic Leggings 

270 

Found 

6 Rugged Leather, 1 Essence of Fire, 1 Core of Eorth, 
1 Rune Threod 

Chimeric Boots 

275 

Found 

4 Rugged Leather, 8 Chimero Leather, 1 Rune Threod 

|H Frosisober Boots 

275 

Found 

4 Rugged Leather, 6 frosisober Leather, 1 Rune Thread 

Heovy Scorpid Gauntlets 

275 

Found 

6 Rugged Leather, 8 Heavy Scorpid Scole. 1 Rune Threod 

H Runic Leather Bracers 

275 

Found 

6 Rugged Leather, 1 Black Pearl, 6 Runecloth, 
1 Rune Thread 

H Stormshroud Pants 

275 

Found 

1 6 Rugged Leother, 2 Essence of Water, 2 Essence of Air, 
1 Rune Thread 

H Warbear Harness 

275 

Found 

28 Rugged Leather, 12 Worbeor Leather, 1 Rune Threod 

m Chimerk Leggings 

280 

Found 

8 Rugged Leather, 8 Chimero Leather, 1 Rune Thread 

Heavy Scorpid Belt 

280 

Found 

6 Rugged Leather, 8 Heavy Scorpid Scale, 1 Rune Thread 

Runic Leother Belt 

280 

Found 

12 Rugged Leother, 10 Runecloth, 1 Rune Thread 

Wicked Leather Heodbond 

280 

Found 

12 Rugged Leather, 1 Black Dye, 1 Rune Thread 


Blue Orogonscole Breostplofe 285 Found 


28 Rugged Leather, 30, Blue Orogonscole, 1 Cured 
Rugged Hide, 1 Rune Threod 


Heavy Scorpid Leggings 


^85 Found 6 Rugged Leother, 8 Frosisober Leather, I Rune Thread 


Found 


8 Rugged Leather, 12 Heavy Scorpid Scale, 
1 Rune Thread 


Living Leggings 


16 Rugged Leother, 6 Living Essence, 1 Cured Rugged 
Hide, 1 Rune Thread 


Volcanic Breastplate 


lere really is no 
1 6 Rugged Leather, 3 Essence of Woter, 3 cloth which ii 
1 Cured Rugged Hide, 1 Rune Threod H ^'^h is inevitab 
8 Rugged Lwther, 1 bsence of Fire, 1 
1 Rune Thread p' 
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Black Oragonscale Breastplote 

Z03 

290 

r-ound 

Found 

Kuggect Leather, 14 Warbear Leolli«,lL<*’ 
40 Rugged Leather, 60, Black Dragonscok B* 
1 Cured Rugged Hide, 2 Rune Threod 

Chimeric Vest 

290 

Found 

10 Rugged Leather, 10 Chimera Leotbet 

Devilsour Gauntlets 

290 

found 

30, Rugged Leather, B Devilsaur Leather, I hP 

Ironfeather Breastplate 

290 

Found 

40 Rugged Leather, 120 Ironfeather, 1 Jodc W 
1 Cured Rugged Hide, 1 Rune Thread k" 

Runic Leather Heodbond 

290 

Found 

14 Rugged Leather, 10 Runecloth, 1 Rune^e* 

Wicked Leather Ponts 

290 

Found 

16 Rugged Leather, 1 Cured Rugged Hide, IMf 
1 Rune Thread 

Blue Oragonscale Shoulders 

295 

Found 

28 Rugged Leather, 30, Blue Dragonscole 'i 
Leather, 1 Cured Rugged Hide, 1 RunelhrtdJ 

Frostsaber Gloves 

295 

Found 

6 Rugged Leather, 10 Frostsaber leother 11 

Heovy Scorpid Helm 

295 

Found 

8 Rugged Leather, 1 2 Heavy Scorpid ScoIl 
1 Cured Rugged Hide. 1 Rune Thread 

Stormshroud Shoulders 

295 

Found 

12 Rugged Leather, 3 Essence of Water, Ibif 
2 Enchanted Leather, 1 Rune Threod 

Block Orogonscole Leggings 

300 

Found 

40 Rugged Leather, 60, Block Drogonsede t^ 
Leather, 1 Cured Rugged Hide. 2 Runelhrui I 

Black Oragonscale Shoulders 

300 

Found 

44 Rugged Leather, 45 Black Orogonscoli,IW 
Leother, 1 Cured Rugged Hide, 1 Runelhrtti j 

Devilsour Leggings 

300 

Found 

30, Rugged Leather, 14 Devilsour leather, 1 L ' 
Rugged Hide, 1 Rune Threod 

Frostsober Tunic 

300 

Found 

12 Rugged Leather, 12 Frostsober leother; It 
Rugged Hide, 2 Rune Thread 

Heavy Scorpid Shoulders 

300 

Found 

14 Rugged Leather, 14 Heovy Scorpid Scrii If 
Rugged Hide. 2 Rune Threod 

Living Breastplate 

300 

Found 

16 Rugged Leather, 8 Living Essence, 2 Momhti 
1 Cured Rugged Hide, 2 Rune Threod 

Red Oragonscale Breostplale 

300 

Found 

40 Rugged Leather, 30, Red Drogonsrole Hi* 

Runic Leather Armor 

300 

Found 

22 Rugged leather, 4 Enchonted Leother, ItlR 
1 Cured Rugged Hide, 2 Rune Threod 

Runic Leather Ponts 

300 

Found 

18 Rugged Leather, 12 Runecloth, 2 ErxiwiMl| 
1 Rune Thread 

Runic Leather Shoulders 

300 

Found 

16 Rugged Leather, 4 Enchonted Leother, IH 
1 Cured Rugged Hide, 2 Rune Threod 

Volcanic Shoulders 

300 

Found 

10 Rugged Leother, 1 Essence of Fire, 1 Essees^ 
2 Rune Thread 

Wicked Leother Armor 

300 

Found 

20 Rugged Leather, 2 Cured Rugged Hide, i^ 
4 Black Dye, 2 Rune Thread 
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TAILORir 


TAILORING 


When people think of Tailors they immediately think of cloth armor. H 
when a non-caster thinks of Tailors, they think of bags! Sure, Tailors nL_, 
armor and casters chase after them in droves trying to pick up some of i 
equipment, but bags and cloaks are used by each class. Nice, huh? 


Open your abilities menu (P) and bring 
the Tailoring icon into your hotbar. 
Open the menu to see what you've got 
available. 


Click on the name of a plan to see what 
components you need. It will show you 
how many of each component you have 
in your bags and how many items of 
that pattern you can make. It gives you 
the option to make 1 or many in a row. 

To see what the plan makes mouse over the picture, it'll give you the 
the item you're making. Once an item is made it goes into your backf 








'^Ib'5 an axe cozy.^ 
you pub ib over your, 
^ axe. « 


yeah, I don'b see 
bhab happening 


ilsaur Leather, I Cured 
i 


tsaber Leather, ] Cured 

1 


ry Scorpid Scale, I Cured 
I 


Heavy Woolen Pants 1 1 0 Trained 5 Bolt of Woolen Cloth. 4 Fine Thread 

Stylish Red Shirt 1 1 0 Trained 3 Bolt of Woolen Cloth, 2 Red Dye, 1 Fine Threod 

White Woolen Dress IIP Trained 3 Bolt of Woolen Cloth, 4 Bleach, 1 Fine Threod 


Greoter Adept's Robe 1 1 5 Found 5 Bolt of Woolen Cloth, 3 Fine Threod, 3 Red Dye 

Red Woolen Bog 1 1 5 Found 4 Bolt of Woolen Cloth, 1 Red Dye, 1 Fine Threod 

Colorful Kilt 120 Found 5 Bolt of Woolen Cloth, 3 Red Dye, 1 Fine Threod 


Reinforced Woolen Shoulders 1 20 found 6 Bolt of Woolen Cloth, 2 Medium Leather, 2 fine Threod 


Stylish Blue Shirt 1 20 Found 4 Bolt of Woolen Cloth, 2 Blue Dye, I Groy Dye, 

1 Rne Threod 


Stylish Green Shirt 1 20 Found 4 Bolt of Woolen Cloth, 2 Green Dye, 1 Groy Dye, 

1 Fine Thread 


y Scorpid Scale, 
ne Threod 
ice of Water, 3 Essence of i 
« Threod 
ck Drogonscole, 4 Enchonlid 
de, 2 Rune Thread 
k Drogonscole, 2 Enchanted' 
de, 1 Rune Thread 


I 


Initial 1 Bolt of Unen Cloth, 1 Coorse Thread 


Initiol I Boll of Linen Cloth, I Coarse Threod 


Initial 1 Boll of Linen Cloth, 1 Coorse Thread 


Trained I Bolt of Linen Cloth, ) Coorse Thread, I Bleoch 


3 Troined 1 Bolt of Linen Oolh, 1 Coorse Thread 


S Troined 1 Bolt of Linen Cloth, 1 Coarse Threod 


20 Trained 2 Bolt of Linen Cloth, 1 Light Leother, 1 Coorse Thread 

30 Troined 2 Boll of Linen Cloth, ) Coorse Threod 

30 Troined 3 Bolt of Linen Ooth, 1 Coarse Thread 

30 Troined 3 Bolt of Unen Cloth, 1 Coorse Threod. 1 Bleoch 

35 Troined 2 Boll of Linen Cloth, 1 Coorse Threod 

40 Trained 2 Bolt of Linen Cloth, I Coarse Threod, I Blue Dye 


Found 3 Bolt of Linen Cloth, 2 Coorse Threod, 2 Red Dye 


40 Troined 2 Boll of Linen Cloth, I Coorse Threod. I Red Dye 


2 Boll of Linen Cloth, 1 Coarse Thread, 1 Blue Dye, 1 
Bleoch 


Troined 3 Bolt of Linen Cloth. 3 Coarse Threod 


55 Found 3 Bolt of Unen Cloth, 1 Coorse Threod, 1 Blue Dye 

55 Found 3 Bolt of Linen Cloth, I Coarse Threod, I Red Dye 

60 Trained 3 Bolt of Linen Cloth, 2 Coarse Thread, 1 Green Dye 

60 Troined 2 Bolt of Linen Cloth, 3 Coorse Threod 

65 Troined 3 Bolt of Linen Cloth, 1 Coorse Threod. 1 Light Leother 

70 Trained 4 Boll of Linen Cloth, I Light Leather, I Fine Threod 

70 Found 4 Boh of Linen Cloth, 2 Coorse Threod, 2 Blue Dye 

70 Trained 3 Boll of Linen Cloth, 1 Fine Threod, I Green Dye 

70 Troined 4 Bolt of Linen Ooth, 2 Fine Threod 

70 Found 4 Bolt of Linen Cloth, 1 Fine Thread, 1 Red Dye 

75 Troined 3 Wool Cloth 


Soft-soled Linen Boots 


Woolen Bog 


Heovy Woolen Gloves 


Peorl-closped Cloak 


Green Woolen Bog 


BO Troined 5 Boll of Linen Cloth, 2 Light Leother, 1 fine Threod 


Trained 3 Bolt of Woolen Cloth, I Fine Threod 


85 Troined 2 Bolt of Woolen Cloth, 2 Fine Threod, 1 Green Dye 


85 Troined 3 Bolt of Woolen Cloth, 1 Fine Threod 


Found 3 Bolt of Woolen Cloth, 2 Fine Threod, I Green Dye 


Troined 3 Bolt of Woolen Cloth, 2 Fine Thread, T Small 
Lustrous Peorl 


95 Found 4 Bolt of Woolen Cloth, 1 Green Dye, 1 Fine Threod 


Found 4 Boll of Woolen Cloth, 2 Light Leather, 1 Rne Thread, 
2 Red Dye 


95 Trained 4 Boll of Woolen Cloth, 2 Fine Threod, 2 Light Leother 


Blue Overalls 

TOO 

Found 

4 Bolt of Woolen Cloth, 2 Rne Thread, 2 Blue Dye 

Gray Woolen Shirt 

100 

Trained 

2 Bolt of Woolen Cloth, 1 Fine Thread, 1 Gray Dye 

Heavy Woolen Clook 

TOO 

Found 

3 Boll of Woolen Cloth, 2 Fine Thread, 2 
Small Lustrous Pearl 

Gray Woolen Robe 

105 

Found 

4 Boll of Woolen Cloth, 3 Fine Thread, 1 Gray Dye 

Double-stitched Woolen Shoulden T T 0 

Trained 

3 Bolt of Woolen Cloth, 2 Rne Thread 


ente of Water, 3 Essence ofTG 

lune Threod 

Ke of fire, 1 Cssence of forth" 


irbeor Leather, 1 Rune Thraed 


bck Drogonscole, 

une Thread 

imero Leather. I Rune Threod 


rikour Leather, T Rune Threod 


onfeother, 1 Jade, 

jne Threod 

necloth, 1 Rune Threod 




d Rugged Hide, 3 Block Dy^ 


le Drogonscole, 2 Enchonted 
ide, 1 Rune Threod 


sober Leother, 1 Rune Thread 


«ieallv is no secondary skill needed for tailoring. The main supplies for this skill 
Ahich is all dropped off humanoid mobs. By focusing on humanoid mobs, 
'b- iiinevitable, you'll have a supply of cloth in no time. Tailors also buy tons of 
I Jandd^ from the vendors, however. So, you'll be spending more gold than 
eight expect on supplies. However, since you need no second profession to 
he Tailor a viable profession, you have an opportunity to take a cash bringing 
"S skill to supplement your income. 

'.-g Mining or Herbalism as a resource skill can make you a ton of money. ]ust 
r'^^teveryou gather on the auctioneer and set a low minimum bid. It doesn't 
rrwhat it sells for, as it was free anyways and will offset all the dye and thread 
riioeed to buy. In most circumstances, it'll do a lot more then offset your costs, 
. t;- ices are always in demand. Many casters take this skill to outfit themselves, 
"/since the components are so easy to find. This is one of the skills you do 
• Bself to wear the items you make. 


Essence, 2 Mooncloth, 

e Threod 

Drogonscole. I Rune Threod , 
lied Leather, 1 6 Runeclolli, 

e Threod 

cloth, 2 Enchanted Leother, 


ited Leother, 1 8 Runecloth, ' 

i Thread 

I of fire, I Essence of Eorfh, 

Tugged Hide, 6 felcloth. 


lye, 2 Rune Threod 


TAILORING 


JSUliESsL. 


l^ iliwiStirt 


h armor. However, 
Tailors make cloth 
j some of the nicer 
uh? 


teliawliobt 


I fitlimiiflovK 


r |te««bbe 


i the description of 
jackpack. 


hliwllebe 

SeliiM^rt 

liriiiiallog 

jyidenOoth 


In addition to the obvious, Tailors get to add a bit of flavor into the lives of role- 
players and those wishing to add a bit of flare to their toon. Tailors can make Tuxedo 
Jackets, Shirts and Pants and Wedding Dresses as well. No kidding. They also 
provide shirts and some are extremely sought after since they're hard to come by. 


Everyone has special balenbs. For exaMple, here is 
yarnMasber (3raal, bhe High Knibber oP Ogrifmar. 






1 PXODun 

SKILUiVLL 

SOURCE 

(OMPONENT(S) 

ii 

Bolt of Silk Cloth 

125 

Troined 

4 Silk Cloth 

1 

Phoenix Gloves 

125 

Found 

4 Bolt of Woolen Goth, 1 Iridescent Pearl, 4 Fine Threod, 
2 Bleach 


Phoenix Pants 

125 

Found 

6 Bolt of Woolen Goth, 1 1ridescent Peorl, 3 Fine Threod 


Spidersilk Boots 

125 

Trained 

2 Bolt of Silk Goth, 4 Medium Leather, 4 Spider's Silk, 2 
Iridescent Pearl 


Gloves of Meditotion 

130 

Trained 

4 Boh of Woolen Goth. 3 Fine Thread, 1 Elixir of Wisdom 


Bright Yellow Shirt 

135 

Troined 

1 Bolt of Silk Goth, 1 Yellow Dye, 1 Fine Thread 


Lesser Wizard's Robe 

135 

Trained 

2 Bolt of Silk Goth, 2 Fine Threod, 2 Spider's Silk 


Azure Silk Pants 

140 

Troined 

4 Bolt of Silk Goth, 2 Blue Dye, 3 fine Threod 

m 

Boots of Darkness 

140 

Found 

3 Bolt of Silk Cloth, 2 Medium Leather, 1 Shodow 
Protection Potion, 2 Fine Thread 

L 

Spider Silk Slippers 

140 

Found 

3 Bolt of Silk Goth, 1 Spider's Silk, 2 Fine Thread 

n 

Azure Silk Gloves 

145 

Found 

3 Bolt of Silk Goth, 2 Heavy Leather, 2 Blue Dye, 
2 Fine Thread 


Azure Silk Hood 

145 

Troined 

2 Bolt of Silk Cloth, 2 Blue Dye, 1 Fine Thread 

! 

Honds of Darkness 

145 

Found 

3 Bolt of Silk Goth, 2 Heavy Leather, 

2 Shadow Protection Potion, 2 Fine Thread 


Azure Silk Vest 

150 

Trained 

5 Bolt of Silk Cloth, 4 Blue Dye 

1 

Gloves of the Devout 

150 

Found 

3 Bolt of Silk Cloth, 2 Heavy Leather, 4 Healing Potion, 
1 Fine Threod 

1 ' ‘ 

Robes of Arcana 

150 

Found 

4 Bolt of Silk Goth. 2 Fine Thread. 2 Spider's Silk 

3 

Small Silk Pock 

150 

Trained 

3 Bolt of Silk Goth, 2 Heavy leather, 3 Fine Threod 

4 

Dork Silk Shirt 

155 

Troined 

2 Bolt of Silk Cloth, 2 Gray Dye, 1 Fine Thread 

i 

Silk Heodbond 

160 

Troined 

3 Bolt of Silk Cloth, 2 Fine Thread 

i 

White Swashbuckler's Shirt 

160 

Trained 

3 Bolt of Silk Cloth, 2 Bleach, 1 Silken Thread 


Enchanter's Cowl 

165 

Troined 

3 Bolt of Silk Goth, 2 Rne Threod, 2 Thick Spider's Silk 

1 

Green Silk Armor 

165 

Found 

5 Bolt of Silk Cloth, 2 Green Dye, 1 Silken Thread 


Earthen Vest 

170 

Troined 

3 Bolt of Silk Goth. 1 Elemental Eorth, 2 Fine Thread 

! 

Formal White Shirt 

170 

Trained 

3 Bolt of Silk Cloth, 2 Bleach, 1 Fine Thread 


Shodow Hood 

170 

Found 

4 Boll of Silk Goth, 1 Silken Thread, 1 Shadow Oil 


Azure Silk Belt 

175 

Trained 

4 Boll of Silk Cloth, 1 Elemental Water, 2 Blue Dye, 
2 Fine Thread, 1 Iron Buckle 


Azure Silk Cloak 

175 

Found 

3 Bolt of Silk Cloth, 2 Blue Dye, 2 Fine Thread 


Bolt of Mogeweove 

175 

Troined 

5 Mogeweove Cloth 


Boots of the Enchanter 

175 

Found 

4 Bolt of Silk Cloth, 1 Silken Thread, 2 Thick Spider's Silk 


Crimson Silk Belt 

175 

Trained 

4 Bolt of Silk Cloth, 1 Iron Buckle, 2 Red Dye, 
1 Silken Threod 

y 

Green Silk Pock 

175 

Found 

4 Bolt of Silk Goth, 3 Heavy Leather, 3 Fine Threod, 
1 Green Dye 

V'< 

Red Swashbuckler's Shirt 

175 

Troined 

3 Bolt of Silk Cloth, 2 Red Dye, 1 Silken Thread 


Crimson Silk Cloak 

180 

Found 

5 Bolt of Silk Goth. 2 Red Dye, 2 Rre Oil, 1 Silken Thread 


Red Mogeweove Vest 

215 

Found 

3 Bolt of Mageweave, 2 Red Dye, 1 Hwild 

Shadoweave Robe 

215 

Trained 

3 Bolt of Mageweave, 2 Shadow Silk, 1 lleiiis 
Silken Thread I 

White Bondit Mask 

215 

Found 

1 Bolt of Mogeweove, 1 Bleach, 1 Heovr^ 

Orange Mortiol Shirt 

220 

Found 

2 Bolt of Mogeweove, 2 Orange Dye, 1 Hw) |i 
Silken Thread I 

Gndercloth Robe 

225 

Troined 

5 Bolt of Mageweave, 2 Heart of Fire, 

Silken Thread ■ 

Dreomweove Gloves 

225 

Trained 

4 Bolt of Mageweave, 4 Wildvine, 2 Heortillil 
2 Heavy Silken Thread | 

Dreamweave Vest 

225 

Trained 

6 Bolt of Mogeweove, 6 Wildvine, 2 HeortdH 
2 Heavy Silken Thread 

Mogeweove Bag 

225 

Trained 

4 Bolt of Mogeweove, 2 Silken Thread 

Red Mageweave Gloves 

225 

Found 

3 Bolt of Mageweave, 2 Red Dye, 2 HeorySi'' 

Shadoweave Gloves 

225 

Troined 

5 Bolt of Mageweave, 5 Shadow Silk, 2 Hoi) i 
Silken Threod [ 

Block Mogeweove Boots 

230 

Trained 

3 Bolt of Mogeweove, 2 Heovy Silken Iknod, | 
2 Thick Leather | 

Black Mageweave Headband 

230 

Troined 

3 Bolt of Mogeweove, 2 Heovy Silken Ilir«l ■ 

Block Mageweave Shoulders 

230 

Trained 

3 Bolt of Mogeweove, 2 Heavy Silken IM ^ i 

Lavender Mogeweove Shirt 

230 

Found 

2 Bolt of Mogeweove, 2 Purple Dye, 2 Hear) | 
Silken Thread 

Pink Mageweave Shirt 

235 

Found 

or 

1 

i 

Red Mogeweove Bog 

235 

Trained 

4 Bolt of Mogeweove, 2 Red Dye, 2 Heovy SkJ 

Red Mogeweove Shoulders 

235 

Found 

4 Bolt of Mogeweave, 2 Red Dye, 3 Heovy Shii 

Shadoweave Shoulders 

235 

Trained 

5 Bolt of Mogeweove, 4 Shodow Silk, 2 Heovy 
Silken Thread 

Simple Black Dress 

235 

Trained 

3 Bolt of Mogeweave, 1 Black Dye, 1 Heavy 
Silken Thread, 1 Bleoch 

Admiral's Hot 

240 

Found 

3 Bolt of Mogeweove, 6 Long Elegant Feotkei. 
2 Heavy Silken Thread 

Red Mageweave Heodbond 

240 

Found 

4 Bolt of Mogeweove, 2 Red Dye, 2 Heovy 9ii 

Shadoweave Boots 

240 

Trained 

6 Bolt of Mogeweave, 6 Shadow Silk, 3 Heoty 



Silken Threod, 2 Thick Leother 


240 Found 4 Bolt 


2 Heovy Silken Oeeii | 
5 Bolt of Mogeweove, 1 Heorl of fire, 3 Hw( | 


Silken Threod. 2 Thick Leother 


2 Bolt of Mogeweove, 8 Shodow Silk, 2 Heevy 
Silken Threod 


245 Found 4 Bolt of Mogeweove, 3 Heavy Silken fkwd 


5 Runecloth 


1 80 Troined 5 Bolt of Silk (loth, 2 Silken Threod 


r Spider Belt 


1 80 Found 4 Bolt of Silk Cloth. 2 Thick Spider's Silk, I Iron Buekle 


1 85 found 5 Bolt of Silk Cloth, I Blotk Dye, 4 Fine Threod 


250 Found 2 Feldoth 


8 Bolt of Mogeweove, 4 Wildvine, 2 Heottollliil 
3 Heovy Silken Threod, I Truesilver Bor, I ]idt 


1 Crimson Silk Vest 

IBS 

Troined 

4 Bolt of Silk Cloth, 2 Red Dye, 2 Rne Thread 

White Wedding Dress 

250 

Found 

5 Bolt of Mogeweave, 3 Heavy Silken 1linolll| 

fl Long Silken Cloak 

185 

Trained 

4 Bolt of Silk Cloth, 1 Mona Potion, 1 Silken Thread 

Frostweave Robe 

255 

Found 

5 Bolt of Runedoth, 2 Globe of Water, 1 tmlg 

■ Rich Purple Silk Shirt 

185 

Found 

4 Bolt of Silk Goth, 1 Purple Dye, 1 Silken Threod 

Frostweove Tunic 

255 

Found 

5 Bolt of Runedoth, 2 Globe of Wdte( 1 kmlU 


1 90 Found 6 Bolt of Silk Cloth, 2 Nogo Scale, 2 Blue Dye, 


255 Troined 3 Bolt of Runedoth, I Rune Threod 


I Crimson Silk Shoulders 

190 

Found 

5 Bolt of Silk Cloth, 2 Fire Oil, 2 Red Dye, 2 Silken Thread 

Runedoth Bag 

260 

Found 

5 Bolt of Runedoth, 2 Rugged Leother. 1 HirnFrf 

I Robe of Power 

190 

Trained 

2 Boh of Mageweove, 2 Elementol Eorth, 2 Elemental 

Runedoth Robe 

260 

Found 

5 Bolt of Runecfoth, 1 1ronweb Spider Silt, 1 liiii 




Water, 2 Elemental Fire, 2 Elementol Air, 2 Silken Threod 

Runedoth Tunic 

260 

Found 

5 Bolt of Runedoth, 1 Ironweb Spider Sil. 1 IwM 

I Crimson Silk Pontaloons 

195 

Trained 

4 Bolt of Silk Goth, 2 Red Dye, 2 Silken Thread 

Frostweave Gloves 

265 

Found 

3 Bolt of Runedoth, 1 Essence of Water, 1 luotki 


195 Found 5 Bolt of Silk Cloth, 4 Elemental Earth, 4 Heovy Leather, 
I Iron Buckle, 2 Silken Thread 


Block Swoshbuckler's Shirt 
Icy Clook 


200 Trained 5 Bolt of Silk Cloth, I Block Dye, I Silken Threod 

200 Found 3 Bolt of Mogeweove, 2 Silken Thread, I Frost Oil, 

2 Thick Spider's Silk 


3 Bolt of Runedoth, 2 Ghost Dye, I IrnnwebSpdil 
1 Rune Threod ]i 


265 Found 4 Bolt of Runedoth, 1 1ronweb Spider Silk, I lliwtf 


270 Found 4 Bolt of Runedoth, 2 Gold Bor, 1 Rune Thrwi 


200 Found 4 Bolt of Mogeweove, 4 Heavy Leather, I Citrine, 


Block Mageweave Leggings 

205 

Trained 

2 Bolt of Mageweave, 3 Silken Thread 

Black Mageweave Vest 

205 

Trained 

2 Bolt of Mageweave, 3 Silken Threod 

Crimson Silk Robe 

205 

found 

8 Bolt of Silk Cloth, 4 Elemental Fire, 2 Mona Potion, 
4 Red Dye, 1 Silken Thread 

Black Mageweove Robe 

210 

Troined 

3 Bolt of Mageweave, 1 Heovy Silken Threod 

Crimson Silk Gloves 

210 

Trained 

6 Bolt of Silk Cloth, 2 Elemental Fire, 2 Fire Oil, 
2 Thick Leather, 4 Red Dye. 2 Silken Thread 

Shadoweave Pants 

210 

Trained 

3 Bolt of Mogeweave, 2 Shadow Silk, 1 Heavy 
Silken Thread 

Black Mageweave Gloves 

215 

Trained 

2 Bolt of Mogeweave, 2 Heovy Silken Thread 

Orange Mogeweave Shirt 

215 

Troined 

1 Bolt of Mageweove, 1 Oronge Dye, 1 Heavy 
SBken Thread 

Red Mageweave Pants 

215 

Found 

3 Bolt of Mageweove, 2 Red Dye, 1 Heavy Silken Thread 


Brightcloth Robe 

270 

Found 

5 Bolt of Runedoth, 2 Gold Bar, 1 Rune Ibreof | 

Gndercloth Gloves 

270 

Found 

4 Bolt of Runedoth, 3 Heort of Fire, 1 Runelhnd j 

Ghostweave Gloves 

270 

Found 

4 Bolt of Runedoth, 2 Ghost Dye, 1 ltoiwelil|iiil(^ 
1 Rune Thread 

Brightcloth Cloak 

275 

Found 

4 Bolt of Runedoth, 2 Gold Bor, 1 Rune Ibreod I 

Gndercloth Clook 

275 

Found 

5 Bolt of Runedoth, 1 Essence of Fire. 1 R(meW|| 

Cloak of Fire 

275 

Found 

6 Bolt of Runedoth, 4 Essence of fire, 4 Heertofig^ 
4 Elemental Fire, 1 Rune Thread 

Feldoth Ponts 

275 

found 

5 Bolt of Runedoth, 4 Feldoth, 1 Runelhrenl 

Ghostweave Vest 

275 

Found 

6 Bolt of Runedoth, 4 Ghost Dye, 1 Ironweb IpdeiR 
1 Rune Thread | 

Runedoth Gloves 

275 

Found 

4 Bolt of Runedoth, 4 Rugged Leother, 1 RunelU 1 

Wizardweave Leggings 

275 

Found 

6 Bolt of Runedoth, 1 Dream Dust, 1 Runelhreet 

Gndercloth Pants 

280 

Found 

6 Bolt of Runedoth, 1 Essence of fire, 1 Rune W 



COOK 


R.1W meat is of 
legs, ribs, egg; 






280 

Found 

6 Bolt of Runedoth, 1 Essence of Water, 1 Rune Thread 


280 

Found 

4 Bolt of Runedoth, 2 Ironweb Spider Silk, 4 Rugged 
Leather, 1 Rune Thread 


285 

Found 

6 Bolt of Runedoth, 4 Feldoth, 4 Rugged Leather, 
1 Rune Thread 

J MIrvigkl 

it- 

285 

Found 

10 Bolt of Runedoth, 12 Feldoth, 4 Essence of Undeath, 
4 Essence of Wbter, 1 Rune Thread 


285 

Found 

6 Bolt of Runedoth, 4 Ironweh Spider Silk, 1 Rune Threod 

1 ' f 

290 

Found 

6 Bolt of Runedoth, 4 Gold Bar, 1 Ironweh Spider Silk, 
1 Rune Threod 

' piN! 

290 

Found 

5 Bolt of Runedoth, 4 Feldoth, 1 Rune Thread 

bMfirt 

290 

Found 

6 Bolt of Runedoth, 4 Ghost Dye, 1 Rune Thread 


290 

Found 

6 Bolt of Runedoth, 4 Mooncloth, 1 Rune Thread 

Btyiionii 

295 

Found 

4 Boll of Runedoth, 4 Ironweh Spider Silk, 1 Rune Threod 

Slitt 

300 

Found 

8 Bolt of Runedoth, 8 Feldoth, 4 Demonic Rune, 
2 Rune Thread 


Feldoth Shoulders 

300 

Found 

7 Boh of Runedoth, 6 Feldoth, 4 Demonic Rune, 
4 Rugged Leather, 2 Rune Thread 

Mooncloth Bog 

300 

Found 

4 Bolt of Runedoth, 2 Mooncloth, 1 Rune Threod 

Mooncloth Grdet 

300 

Found 

4 Bolt of Runedoth, 6 Mooncloth, 1 Azerothian Diomond, 
2 Enchonted Leather, 2 Rune Thread 

Mooncloth Shoulders 

300 

Found 

5 Bolt of Runedoth, S Moondoth, 1 Rune Thread 

Mooncloth Vest 

300 

Found 

6 Bolt of Runedoth, 4 Moondoth, 1 Rune Threod 

Runedoth Shoulders 

300 

Found 

7 Bolt of Runedoth, 4 Ironweb Spider Silk, 4 Rugged 
Leather, 1 Rune Thread 

Wizoriiweave Robe 

300 

Found 

8 Boh of Runedoth, 2 Dream Dust, 1 Rune Threod 

Wizardweave Turban 

300 

Found 

6 Bolt of Runedoth, 4 Dream Dust, 1 Star Ruby, 
1 Rune Thread 

Mooncloth Boots 

??? 

Unknown 

6 Bolt of Runedoth, 4 Mooncloth, 2 Black Pearl, 
1 Rune Threod 


M SEiliLiL'S 


!*aKljry skills have no restrictions on how many a player can take. Anyone can 
jnand they don't count against your maximum of two professions. So, if 
sh to take all three, go nuts! These skills generally reduce your downtime 
mhelpyour cash flow. 

)KING 

satis often found on the beasts of Azeroth. However, turning the piles of flesh, 
p,nbs,eggs, etc. into delicacies is the cook's advantage! The food that cooks 
Jjften heals at a better rate than store-bought food. Animals drop all sorts of 
ingredients for the avid cook. Cooks can 
also make mana-regenerating drinks 


Click on the name of a recipe to see what ingredients you need. It shows you 
how many of each ingredient you have in your bags and how many items you 
can cook up. 

Your snacks are dropped into your packs once you've created them. You always 
need a fire when you cook. To make a fire, buy Simple Wood and Tinder from a 
general goods vendor. 

Many Cooking recipes give short Stamina and Spirit bonuses. This makes the meals 
produced with the Cooking skill much more efficient than vendor food. 


li’ti 


mi\ 



.'■V. i 




X. 






ICOOKING 



■ Brilliant Smollfish 

1 

Found 

1 Row Brilliont Smailfish 

1 Charred Wolf Meat 

1 

Initial 

1 Stringy Wolf Meat 

I] Crispy Bat Wing 

1 

Found 

1 Meoty Bat Wing, 1 Mild Spices 

I; Herb Baked Egg 

1 

Found 

1 Small Egg, 1 Mild Spices 

P Roasted Boor Meat 

1 

Initial 

1 Chunk of Boor Meat 

1 Slitherskin Mackerel 

1 

Found 

1 Row Slitherskin Mackerel 

I Koldorei Spider Kobob 

ID 

Found 

1 Small Spider Leg 

1 Spiced Wolf Meat 

10 

Trained 

1 Stringy Wolf Meat, 1 Mild Spices 

1 Scorpid Surprise 

20 

Found 

1 Scorpid Stinger 

1 Beer Basted Boor Ribs 

25 

Found 

1 Crag Boar Rib, 1 Rhopsody Malt 

1 Roosted Kodo Meat 

35 

Found 

1 Kodo Moot, 1 Mild Spices 

a Smoked Bear Meat 

40 

Found 

1 Bear Moot 

B Boiled Clams 

50 

Trained 

1 Clam Meat, 1 Refreshing Spring Water 

l| Coyote Steok 

50 

Trained 

1 Coyote Meat 

1: Fillet of Frenzy 

50 

Found 

I Soft frenzy flesh, I Mild Spices 

li Goretusk Liver Pie 

50 

Found 

1 Goretusk Liver, I Mild Spices 

1! Loch Frenzy Delight 

50 

Found 

1 Raw Loch Frenzy, 1 Mild Spices 

Ij Longjow Mud Snapper 

50 

Found 

1 Raw Longjow Mud Snopper 

1' Rainbow Fin Albocore 

50 

Found 

1 Row Rainbow Fin Albocore 

1 Strider Stew 

50 

Found 

1 Strider Meat, 1 Shiny Red Apple 

1 Blood Sousoge 

60 

Found 

1 Beor Meat, 1 Boor Intestines, 1 Spider Ichor 

1 Thistle Tea 

60 

Found 

1 Swiftthislie, I Refreshing Spring Woter 

1 Crob Coke 

75 

Troined 

1 Crawler Meat, 1 Mild Spices 

1: Westfall Stew 

75 

Found 

1 Stringy Vulture Meat, 1 Murloc Eye, 1 Goretusk Snout 

1 Crocolisk Steak 

80 

Found 

1 Crocolisk Meat, 1 Mild Spices 

1 Dry Pork Ribs 

80 

Trained 

1 Boor Ribs, 1 Mild Spices 

1 Cooked Crab Clow 

85 

Found 

I Crawler Clow, 1 Mild Spices 

1 Sovory Deviate Delight 

85 

Found 

I Deviate Fish, 1 Mild Spices 

i (lorn Chowder 

90 

Found 

1 ClomMeot, 1 Ice Cold Milk, 1 Mild Spices 

1 Dig Rot Stew 

90 

Found 

1 Dig Rot 

1 Murloc Fin Soup 

90 

Found 

2 Murloc Fin, 1 Hot Spices 

1 Bristle Whisker Cotfish 

100 

Found 

1 Row Bristle Whisker Catfish 

1 Crispy Lizord Toil 

100 

Found 

1 Thunder Lizard Toil, 1 Hot Spices 

■ Rcdridge Goulosh 

100 

Found 

1 Crisp Spider Meat, 1 Tough Condor Meol 

1 Sensoned Wolf Kobob 

100 

Found 

2 Leon Wolf Flank, 1 Stormwind Seasoning Herbs 

1 Big Beor Steok 

110 

Found 

1 Big Beor Meot, 1 Hot Spices 

1 Gooey Spider Coke 

110 

Found 

2 Gooey Spider Leg, 1 Hot Spices 

It Leon Venison 

110 

Found 

IStoaMeat.4MlldSpkes 

H Succulent Pork Ribs 

110 

Found 

2 Boor Ribs, 1 Hot Spices 

1 Crocolisk Gumbo 

120 

Found 

1 Tender Crocolisk Meot, 1 Hot Spices 

1 Goblin Deviled Clams 

125 

Trained 

1 Tongy Clam Meat, 1 Hot Spices 

B Hot Lion Chops 

125 

Found 

1 Lion Meat, 1 Hot Spices 

1 Leon Wolf Steak 

125 

Found 

1 Lean Wolf Flank, 1 Mild Spices 

1 Curiously Tasty Omelet 

130 

Found 

1 Raptor Egg, 1 Hot Spices 

1 Tasty Lion Steok 

150 

Found 

2 Lion Meat, 1 Soothing Spices 

1 Barbecued Buzzard Wing 

175 

Trained 

1 Buzzard Wing, 1 Hot Spices 

1 Corrion Surprise 

175 

Found 

1 Mystery Meat, 1 Hot Spices 

1 Giant Clam Scorcho 

175 

Found 

1 Giant Clam Meat, 1 Hot Spices 

1 Hot Wolf Ribs 

175 

Found 

1 Red Wolf Meat, 1 Hot Spices 

1 Jungle Stew 

175 

Found 

1 Tiger Meat, 1 Refreshing Spring Water, 

2 Shiny Red Apple 

1 Mystery Stew 

175 

Found 

1 Mystery Meat, 1 Skin of Dwarven Stout 

1 Roost Raptor 

175 

Found 

1 Raptor Flesh, 1 Hot Spices 

1 Rockscale Cod 

175 

Found 

1 Row Rockscale Cod 

1 Soothing Turtle Bbgue 

175 

Found 

I Turtle Meat, 1 Soothing Spices 

i Oiogonbreoth Chilli 

200 

Found 

1 Mystery Meot, 1 Smoll Flame Sac, 1 Hot Spices 

1 Heavy Kodo Stew 

200 

Found 

2 Heovy Kodo Meot, 1 Soothing Spices, 
1 Refreshing Spring Woter 

1 Cooked Glossy Mightfish 

225 

Found 

1 Row Glossy Mightfish, 1 Soothing Spices 

1 Fillet of Redgill 

225 

Found 

1 Row Redgill 

1 Monster Omiette 

225 

Unknown 

1 Giant Egg, 2 Soothing Spices 

1 Spiced Chili Crab 

225 

Troined 

1 Tender Crob Meat, 2 Hot Spices 

1 Spotted Yellowtoil 

225 

Found 

1 Row Spotted Yellowtoil 

1 Grilled Sguid 

240 

Found 

1 Winter Sguid, 1 Soothing Spices 

1: Hot Smoked Boss 

240 

Found 

1 Raw Summer Bass, 2 Hot Spices 

1 NightfinSoup 

250 

Found 

1 Row Nightfin Snapper, 1 Refreshing Spring Woter 

1 Poached Sunscole Salmon 

250 

Found 

1 Row Sunscole Salmon 

1 Baked Salmon 

275 

Found 

1 Row Whitescole Salmon, 1 Soothing Spices 

r Lobster Stew 

275 

Found 

1 Darkclaw Lobster, 1 Refreshing Spring Water 

1 Mightfish Steok 

275 

Found 

1 large Raw Mightfish, 1 Hot Spices, 1 Soothing Spices 

1 Goldthorn Tea 

??? 

R.Downs 

1 Goldthorn, 1 Refreshing Spring Water 


FIRST AID 


Linen bonooge 

Heovy Linen Bnndone 

Anti-Venom 

Wool Bandage 

Heovy Wool Bondoge 
Strong Anti-Venom 

Silk Bondoge 

Heovy Silk Bondoge 


lUnenOMi 


_JWoolW 
1 LomeVenOTie* H 
ISim 


Mogeweove Bondage 

210 

Found 

1 Mogewtoyifloij 

Runecloth Bandage 

240 

260 

Trained 

Trained 

2Mogeweo»eOolt* 
1 Ruttetlalli 

Heavy Runecloth Bandage 

290 

Trained 

2 RoitecM ^ 


Pull the First Aid icon into your hotbar from the abilities menu (P) and openite^' 
Aid menu t* choose which item you wish to create. 


You never have enough cloth. There will be times when you know youHr-: 


turn all the cloth you have into bandages and use them all, just to run out the 


1 

day. Some players keep a minimum of 100 cloth banked and 40 bandages on ||s 
Bandages are best used after a fight and perfect for soloing. Applying one riglili,' 
a fight can keep you going endlessly for some easy experience. Remember,! ' 
get hit while applying the bandage, you lose the healing, but retain theMie l' 
cooldown timer. Once you learn the next level of bandage and get a goodti* 
of them, dump the lower level bandages. You may think you may usethemgJ 
but you probably won't. 


FISHING 


Fishing has two really nice factors with it. The general ability is to catch fish.^; I 
can use the fish as food or cook it to make it even better. It's great for Hunter' j 
pets that are always hungry. Some skills, like Alchemy, actually need certain^ 
of fish for recipes they have. You can also catch clams, boxes, chests and mofci 
that may have something of value inside of them. Most of the time, nothing buti 
meat pops up. However, once in a while you get that pearl or some magicalh 
that just make you want to catch some more and try your luck again! 


Pop open the abilities menu (P)and^ 
the Fishing icon into your hotbar| 
Fish, activate the icon. Of course,?.'^ 
need to actually equip a fishing 
This is the single professiot#ill 
requires you to actually have the i 
in your hands. When you've 
body of water, whether it's a lake, 
or ocean, hit the icon. Watch 
cast your bobber into the water. 


FIRST AID I 

First Aid offers non-healers the opportunity to heal themselves and others. No * 1 
as amazing as the magical healing abilities of the Priest, Druid, Shaman orftlil 
but it's something! It's great for those non-healers while they're soloing or for; I 
fix when your main healer goes down. Bandages of all types can heal woui,' 
lessen downtime. Also, Anti-Venom is a great ability for those adventures* 
to solo in spider-laden areas. I 


When you apply a bandage, itaci^ 
instantly, but takes a few seca; 
heal. A player can only be baij' 
once every 60 sec. First Aid is * 
gap or emergency measure and| 
intended to be the focus of a p - 
battle time. If you're hit at anytime# 
the bandage is working, it stops hea 
So, don't think that four charadjf 
keep using First Aid on their ta- 
keep them standing. 


FISHING P 



_25. 


Keep your moui 
If you were suo 



Fresh water an 
water that are 
The best way I 
fisher, stay in a 
world. You ma 







WHAFS IN A NAME? 

It's important not to rush into choosing a nom^ for your guild. It should reflect the 
attitude of the guild and also stay within the naming conventions that Blizzard has 
set up. Getting the GM's attention for your name probably won't be the best way 
to garner their favor when you need them most. Remember, your guild name can 
make you famous or infamous. 


Casual Gaming Some guilds are made up just of other casual gamenr' 
schedule their playtimes to coincide with others in the guild so that theycanff 
others to play with. While they may not achieve some of the higher gamettu) 
goals, this can be a rewarding and fun atmosphere to take part in. A growingtoil 
the formation of guilds made up of families (parents and their children). Th«yi|J i 
a smaller, more understanding community. 


Guilds, also sometimes referred to as clans, are often comprised of a groupoiptj 
with similar likes, personalities and gaming styles that join together for ty 
benefit. While there may be plenty of guilds to choose from, choosing the rigl<i( 
for your play style isn't always as easy as it sounds. 


Large Guilds A large guild can offer a constant flow of equipment and>... 
There are always groups to join and someone is always around to help,| 
can also be impersonal in nature and it can be easy to get lost among the- 
Seeing people with the same guild tag and not recognizing their nameisaco^ 
occurrence. i 


Small Guilds A small guild can offer the intimacy that a large guild normally^ 
Generally, everyone knows each other and relationships are closer in nature i 
negative side, it's often more difficult to find other members to group upwithff-,* 
you along if you're on different play schedules. 


Once you've purchased a guild charter, target the potential members one at a time 
and click the "Request a Signature" button in order to get members to sign it. Once 
it's signed, return to the Guildmaster and turn it in. Congratulations! You now have 
a guild to manage. 


Role-play Centric Some guilds focus on fostering a role-play atmosphertt’! 
their members. These sorts of guilds often plan and carry out events wiihij 
game, have members that rarely break character and are often very activef . 
storyboards of their home board as well as the boards of others. 


PvP Centric Player vs. Player competition is sometimes the central focusj 
guild. Being the best means killing the enemy and doing it well. If youdon't^ 
the "killer" instinct, you may want avoid guilds focused mainly on this«|zdi 
the game. I 

PvE/Powerlevelers These types of guilds strive for excellence in beating tlvf 
the game, getting the very best items and maximizing their PvE experienc«(frl 
to a science. They often level faster than other players and guilds and haves& J 
the very best items the game can offer. 1 


a guild is a simple enough process requiring only that you get together with 
nine other friends and purchase a charter. Charters cost 10 silver and can be bought 
from any Guildmaster in any of the six main cities throughout Azeroth. You'll be 
asked to input a name for your guild at the same time as making your purchase. 


PvE/PvP/RP « 
of the game. Tl 
goals to push tl 
have their men 

When deciding 
things in mind' 
guilds are with 
can co-exist or 



There are ma 
guildmasters a 
is up to the Gi 


Take a look 
using the sod. 
or using the hr 
tab to see all 
for working w 

You'll see a lit 
your guild anc 
online. Close 
i tab at the top 
I as easy as ( 
j above each pi 

j As Guildmast 
I every comm 
i There are two 
I members of t 
I of the guild c 
' Players mode 
name, zone, 
status shows t 
are online. Th 
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Guild I 
short rr 
[ events 

I Public 

1 player 

alterna 
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Office! 
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I excel I i 
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They c 
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Remor 
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only d 

Grouf: 
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>ed of a group of peopi* 
in together for mutual 
choosing the right guild 


wryP/RP Some guilds strive for a very real balance between all the elements 
^fcjame.They have a varied membership and yet still manage to find common 
^push them forward. They may not necessarily have any strict rules that they 
*lheir membership abide by and are often more of a gathering spot. 

idecidingon a guild to either join or create, it's important to keep all of these 
1 in mind for what you most would like to be a part of. While not all PvP-centric 
iare without RP, not all RP guilds are without PvP and in many cases the two 
Uawxist on equal footing if it is the right kind of guild. 




juipment and suppliej 
around to help. The] 
lost among the many, 
teir name is a commoij 


are many tools that are inherent in the guild management screen for 
jbnasters and members. The amount of control that any particular member has 
'jptotheCuildmaster as well based on the settings they assign to each rank. 


F 

jjit a look at your guild screen by 
the social button on your toolbar 
j»ng the hotkey "O." Click the guild 


rioser in nature. On the 
group up with or help 


ay atmosphere amor^ 
out events within the 
ten very active on the 


he central focus of 
trell. If you don't have 
linly on this aspect of 


:e in beating the Al of 
VE experiences down 
ilds and have some of 


ilo see all the available commands 

;e guild normally can’t 

te ll see a listing of all the members of 
jiguild and whether they're currently 
ire. Close the menu by clicking the 
katthetop. Sorting members is also 
I easy as clicking the tab headers 
each part. 



: 


ts Guildmaster, you'll have access to 
command without restriction, 
are two different modes of viewing 
3ets of the guild that any member 
ilfe guild can access. One is a View 

rsmode and the other is a View Guild Status mode. Viewing players shows their 
(.zone, level, class and if they are a part of a group. Viewing a player's guild 
ilusshows their name, rank, any notes and when they were last online/or currently 
This can be a handy feature for monitoring the activity of members. 


GUILD SCREEN FEATURES 


casual gamers. They 
so that they can have 
higher game contenr| 
in. A growing trend is 
children). They foster i 



Guild Message of the Day (Trumpet Icon) This allows you to set a 
short message (60 characters max) letting the guild know of upcoming 
events or announcements. 

Public Notes Those with access to this ability can set a note for a 
player that anyone in the guild can see. This is a useful tool for noting 
alternate characters belonging to a certain player and will stave off the 
usual confusion of who is who that many guilds face. 

Officer Notes These are notes that only those given officer access 
can read. This is a good way to notate guild members that are either 
excelling or on warning for behavior. 

Promote Promote members to new ranks with this option. Only the 
CM can promote a non-officer to officer, however. Regular officers can 
only promote others to the rank below them. 

Demote This allows someone with this power to demote a member. 
They cannot however, demote another player of equal rank. Only the 
CM will be able to demote someone of an officer rank. 

Remove Someone with access to this ability can remove other players 
from the guide. Only the CM can remove and officer and others can 
only dismiss those who rank below them. 

Croup Invite Any member of the guild can use the group invite option. 
This is not a guild only command. 

Guild Control Guild control opens up the ranking structures for 
manipulation. Only the Guildmaster has access to this tool. 

Add Member Any member that has been given access to this option 
can add any other player they wish by using this option. 


Guildmasters get to toy with a few other extra features by being able to create and 
delete ranks in the guild as well as assign powers to select members. 

There are predefined ranks already listed in the ranking structure that cannot be 
deleted. However, these ranks can have their name changed to reflect the flavor j 
of the guild. Changes can be typed in the guild label box and then the Accept box : 
clicked to lock it in. 

Each rank can be customized with guild accessibility levels. The available options 
and what they give access to are as follows: 

Guildchat Listen Listen to guildchat. 

Guildchat Speak Speak in guildchat. 

Officerchat Listen Listen to Officer Chat. 

Officerchat Speak Speak in officer chat. 

Promote Promote a member up to a rank below himself or herself. 

Demote Demote a member a rank below himself or herself. 

Invite Member Invite another player to join the guild. 

Remove Member Remove a lower ranked member from the guild. 

Set MOTD Set the Message of the Day. 

Edit Public Note Edit someone's public note. 

View Officer Note View an officer's note. 

Edit Officer Note Edit an officer's note. 

Clicking the small "plus sign" next to the ranking listing can create additional ranks. | 
Any new ranks will be set at the lowest setting as compared to the other ranks and j 
cannot be reordered to a higher position, so plan accordingly. 

To remove a rank, select it and use the minus sign. Make sure that no member is , 
assigned to the rank first, however, otherwise you'll be unable to remove it. 



PLANNING YOUR RANKS 


For those guilds thot hove officers that rank evenly, you'll find that you may wont 
to use the generic officer ranking under GM to define them and then ploce o public 
note os to their specific rank. This keeps them oil within the some power level and 
structure os each other and negates the need to try to shuffle around other ranks. 


There are other things that you may want to do beyond the spectrum of the game. 
Running a guild can be a fun and rewarding experience, provided it is well organized 
and the members understand what is expected of them. 

Take the time to create a guild charter By taking the time to create a guild charter, 
you can define the kind of guild that you want to be a part of and allow others to 
understand more of what you stand for as well. 

Create a Website There are many different sites that will even host a guild should 
you not have any budding or full-fledged webmasters among you. A website and 
forum can be a vital way of keeping the members informed and active, even when 
they can't be within the game. 

Create a Structure Structure your guild with a type of governing style as well as a 
ranking system. The game mechanics give a bit more play to defining roles within 
the guild and it creates a chain of command that others are willing to follow. It also 
helps foster a strong sense of organization. 

Create a Recruiting Method If you choose to recruit new members, it's a wise 
idea to create some sort of method to go along with it. By doing so, you'll be able 
to better define the role of your members in the guild as well as define the kinds of 
people you feel best fit into the guild. 

Have Fun The most successful guilds are successful for a reason. They are there 
to have fun and experience the game to their full potential. Losing site of the 'fun' 
factor will make you lose members quickly, while keeping it firmly in mind helps 
retain them and gathers new members as well. 


I There are other guild commands that can be utilized by the members, officers and 
; the guildmaster of a guild in the slash commands. 


T 


GUILD TABARDS 


/ginfo Gives the start date, number of players and number of accounts ii 
your guild. 


/g Sends a message to your guild channel. 

/o Sends a message to the officer channel of the guild. 

/ginvite Invites another player to join your guild 
/gremove Removes a player from your guild 
/gpromote Promotes a player one rank within your guild 
/gdemote Demotes a player one rank within your guild 
/gmotd Sets the guild's message of the day 
/gquit Quits you from your guild 

/groster Gives an entire guild roster (This is an officer and guildmaster 


Guildmasters have the option of creating 
a guild tabard that the members can 
purchase and wear. (Or, if the guild's 
well-established, one can be awarded 
to members as a badge of office upon 
inclusion into the guild.) A tabard is 
worn in the chest slot; it's specifically 
designed to hold one. Tabards do not 
have any special statistics to them, 
however, they do exhibit the guild 
colors and symbol that the guildmaster 
chooses. 


command only) 


/gleader Allows the current guild leader to transfer leadership to another 
online player. 


/gdisband Allows a guild leader to disband the guild. 


The guildmaster needs to visit the Guild 
Tabard Designer that should be standing 
nearby the Guildmaster you had to do 
the guild charter and registration with. 



Take the time to carefully consider all of the options that are offered. Onted 
has been created, it cannot be changed. There are many different color cornbin 
and symbols to choose from and it may take awhile to find just the right one. 

The most important thing will be drumming up the 10 gold that it costs 
create a tabard. It's ptossible to incorporate a tax for your members so thatt 
be created or just pay it as the guildmaster. The more members you have 
with, the less of a burden the cost becomes. 
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When creation the tabard you'll be able to use a design screen that shows 
your character and what the design would look like should you purchase 
it. There is also an option to turn your character so that you can see the 
back of it as well. 

Tabard Options 

Icon There are many different icons to choose from. It's 
easy to scroll through each one either forward or hack 
until you find the one that strikes you. (All the currently 
available icons are shown on these pages.) 

Icon Color Once the icon is chosen, the color can be 
chosen and viewed in the screen. 

Border There are several options on the kind of border 
that can be put on a tabard. Some borders give the 
appearance of fur while others are solid. Take the time to 
experiment with it. 

Border Color This alters the border color. 

Background This changes the color behind the icon 
and border. 

Once you have created the design that you like best, simply click on 
the "Accept" option. The price of the design will be deducted from your 
account and make buying a tabard available from the Tabard Vendor. 
Each individual member that chooses to purchase a tabard will need to 
pay one gold per tabard. 

A guild that designs and purchases a tabard can show a unity on the 
battlefield that can either inspire fear or humor depending on the choices 
made in the design. It is a great way to show off the personality of the 
guild as well. 





THE WORLD OF AZEROTH 


HOW TO USE THIS SECTION 


first glance, one might immediately be overwhelmed with the amount of content in this section. Yes, there is an abundance of information, but it's ordered infc 
to give you the most information. Each Region section is broken up into the smaller Zone sections that form the regions. For example, the region of Khaz Mra; 
up into the following zones; Ironforge, Badlands, Dun Morogh, Loch Modan, Searing Gorge, and Wetlands. Beyond that, each element of the zone sections isi 
detail to give you a clear idea on how best the sections will work for you. 


5 REGION SECTIONS 


Each region section (as marked below on the maps) is comprised of a varying 
amount of zones. When in game, players won't often say that they're in a specific 
region ("Hey, I'm in Khaz Modan.") However, they will frequently refer to the zone 
that they're in or heading to. The region section is just an easy way for players to get 
a general idea where they are in the big scheme of things. 


ZONES 

The zones of which each region is comprised are ordered alphabetically 
corresponding region section. However, instead of including the majord" 
the body of the region sections, we've pulled them to the front fort 
(Northern Kalimdor is the exception since to major cities lie with n 
Darnassus and Orgrimmar.) Here is a list of each region, the cities and/ 
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KHAZ MODAN 


Searing Gorge 
Wetlands 


I areas, a 
Reference 

I be founc 
section, 
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LORDAERON 

Underdty 
Alterac Mountains 
Arathi Highlands 
Eastern Plaguelands 
Hillsbrad Foothills 


Silverpine Forest 
The Hinterlands 
Tirisfal Glades 
Western Plaguelands 


tentory. 
RED md 
territory 


Stormwind 
Blasted Lands 
Burning Steppes 
Duskwood 
Elwynn Forest 


Redridge Mountoins 
Stranglethorn Vole 
Swamp of Sorrows 
Westfall 


RESC 


LEG! 




NORTHERN KALIMDOR 


Darnossus , 

Felwood 

Orgrimmar 

Moonglade 

. Ashenvale 

Stonetolon Mountains 

Azshara 

Teldrossil 

Darkshore 

The Barrens 

Desolace 

Winterspring 

Durotar 



SOUTHERN KALIMDOR 

Thunder BluH 

Tanaris 

Dustwallow Marsh 

Thousand Needles 

Ferolos 

Un'Goro Crater 

Mulgore 









ly mentioned, each region section is broken up into the zones located 
■hi. in this guide, each zone gets its own corresponding section with an emblem, a 
kilegend, and a quest list. Within non-city zones, a resource list is also included, 
pirn within the sections is fully described in this How To section. Refer back to 
|kiw pages if you ever need clarification on what something is or means. 



Although we've chosen these colors to 
distinguish who holds certain territories, 
the colors mean something else entirely 
in the game. (iREEN indicates a friendly 
territory and RED is an enemy held 
territory, v; 1 U)W remains a contested 
territory. 


The maps and legends are exhaustively 
annotated. The maps themselves are 
the same as those used in the game, so 
you can pull up the in-game map and 
discover where you are in relation to 
what you're looking for. 


CALLOUTS 

The callouts on the maps correlate 
directly with the legends. However, 
instead of overlapping hundreds of 
icons on the same map, each callout 
represents a general area. The legends 
display everything and everyone within 
these areas. 


lly below the maps, on non-city 
, i source list gives you a quick 
Hnxe of which resources can 
id in each zone. Within each 
bm, the ore, herb and skinning 
feces are quickly outlined. 



lEGEND 


The legends can be intimidating at first, but they're broken 
up in a very intuitive manner. First, they're broken up into 
areas that correspond to callouts on the maps. Under each 
area header, the NPCs and mobs that can be found in each 
area are listed. 



QUESTS 

The quest tables are sure to be one of the most used resources in this guide. Each 
quest list shows a vast amount of information. The quests for the zone are ordered 
alphabetically; only the quests that appear in your Quest Log for a specific zone will 
appear in the corresponding section in the guide. 


COLUMNS 

M LEV The minimum level you need to be to pick up the quest. 

Q LEV The actual level of the quest. 

QUEST LAUNCHER Who (or what) begins the quest. 

QUEST FINISHER Who (or what) allows the quest to be completed. 

CHAIN? Whether or not the quest BEGINS or CONTINUES a chain. The quests 
that end are not marked with a "Y" so as not to reveal too much of the storyline. 



HOWTO 


AZEROTH 


KHAZ MODAN 


lORDAERON 


HORTHERN 

KAUMDOR 


SOUTHERN 

KAUMDOR 


XP— through XP+++ These six columns show the lowest amount (XP— ) of 
experience that can be received and the highest (XP+++). The XP reward is determined 
by comparing your level with the quest level. For example, if you complete a quest 
at the minimum level for which it's allowed, you'll gain the max XP. 

CASH REWARD The money (if any) awarded for completing the quest. 



REWARD LINES 

The beige lines underneath the associated quest indicate that a reward is offered 
in addition to any XP or cash bonuses. There are two types of rewards: static and 
choices. 

STATIC Static rewards (REWARD:) are granted upon the completion of the quest. 
If there is more than one static reward, you receive all of them. 

CHOICE Some quests force you to choose (CHOICE OF:) between items. You 
are given the option to take Item A or Item B. Many quests offer more than two 
options. 



ICONS 

We've incorporated an icon system to help you quickly identify each type of reward 
offered in a given zone. You can quickly find out if there are any items that you're 
interested in just by skimming the quest tables for icons. They're broken up into 
armor icons (divided by which slot the item can be equipped in), weapon icons 
(two-handed weapons are indicated) and item icons. Further, for each armor type, 
there are multiple colors used to indicate each one. 







Stormwind is one of the few great Humans cities that remains after many wars. Threatened on all sides by Gnolls, Ores, and Undead, Stormwind offers a measure 
protection and hope to the people of the east. Within the mighty walls, beyond the Valley of Heroes, is a city where violence and struggle is only found in pi - ' 
The underground Stockades, is a dangerous place to wander because of constant riots and outright attacks, but the rest of the city of often calm. Children playl 
the streets, vendors hawk their wares, and life continues despite the hardships of Azeroth. ' 


I STORMWIND 


4PYR0TKHNICS 
Dorian Singh 30 fl 


6 OUTER AREAS 
Archmage Molin 4 
Crior Coodmon 3 
Etkh lohon S 
Korlie Choddis 25 
Stormwind City P' 
Tonnyso 3S Herbf 


12 DUNCAN'S TEX 


Dvnron Cullen 31 
Georgio Bolero t 
lowrence Schnel 


THE PARK 

13 CANAL AREA 
Coretoker FoIsm 


2 THE STOCKADES 
Entrance to the Sto 
Injured Stockade Gi 
Nurse Lillian 30 
Stockade Archer 45 
Stockade Grunt 45 
Warden Thelwater 


3 ACADEMY OF ARTS 
Acolyte Dellis 15 
Adair Gilroy 60 Lih 
Moien Moc'Nadir ‘ 


5 THE SUUGHTERED 
Demisette Cloyce I 
Gokin the Dorkbin 
klone Ayrole 45 I 
lorel Moor 30 Bar 
Sandahl 50 Warlo< 
Spackle Thornberr 
Ursula Deline 40 E 
Zardeth of the Bio 


7 ESSENTIAL COMPC 
Owen Vaughn 30 


8URSON CLOTHIEi 
Evan Larson 30 H 
Selhndus 31 Exp< 
Thurmon Schnedli 
Wynne Larson 30 


9 WIZARD'S SANa 
Elshorin SO Mage 
High Sorcerer Am 
Jenneo Cannon 4i 
lorimoine Purdui 
Moginor Dumos i 


10 THE BLUE RECLU 
Angus Stern 60 I 
Connor Rivers 2! 
Joochim Brenlow 
Steven Lohon 5 


II ALCHEMY NEED 
Eldroelith 30 Hei 
lylyssio Nightbri 
Mario Lumere 3( 
; Tel'Athir 31 Jout 




29 LIONHEART ARMORY 
Aldric Moore 30 Moil Armor Merchont 
Carlo Granger 30 Cloth Armor Merchant 
Harlan Bagley 1 2 Quest 
Lara Moore 30 leother Armor Merchant 


'{QUARTER 


MlftiilS JeerMymoi Enchonter 
hM(«WI 30 Enchanting Supplies 
!■ Ml 3S Expert Enchonter 


30 WELLER'S ARSENAL 
Gunther Weller 30 Weapon Merchont 
Marda Weller 30 Weapon Merchont 


imuoEs 

ItK It Ik Slockodes World Dungeon 
iHSlKixie Grunt 45 
bnliiSO 
hUtb(k( 4 S 
iGmitlS 
MnlMwoler 30 Quest 

nniY or UTS AND SCIENCE 
UitiDdfoiS 
MOkeyOOUhrorion 
iNor'NixfitAA 

EOINICS 

hklhgli 30 Fireworks Vendor 

IHAVOimREDUUlAB 
■kmOtyie 60 Warlock Troiner 
UfelkOerkbinderSO 

th* Ayith 45 Mosler Shodoweove Tailor 
Miter 30 lortender 
SMI SO Wtriork Trainer 
tykhlWdierTy 40 Felhunter Trainer 
I Odhe 40 Worlock Trainer 
■MiilkOlockOowTO 

lUUS 


fUl COMPONENTS 

f One Viiglia 30 Reogeni Vendor 

IWaOTHIERS 
ibliitn 30 Hatter 
KUMi) 31 Eiptrl Tailor 


I l|tttlma 30 Robe Merchont 

AIOSSANGUM 
|tWt SO Mogi Trainer 
Salim Andromoth 65 
M (amen 40 Mage Trainer 
MPtrdtt SO Portal Trainer 
'IghaDttm 60 Mosler Mage 

IIMIEREaUSE 

AgBSlinOOHtodChel 

(mi lltas2S Apprentice Chef 

iMhiliialow 30 Arcone lortender 

ShittltknS 


14 INSIDE THE PARK 
Argos Nightwhisper 20 
Imelda 25 

Kelly Gront 40 
Kimberly Grant 35 
Maldryn 40 Druid Troiner 
ShoHea 35 

Sheldras Moontree 60 Druid Troiner 
Sylista 30 Stable Moster 
Theridron SO Druid Trainer 

15 HERBALISM STORE 
Shylamiir 35 Herbalism Troiner 

THE CATHEDRAL 

1 6 CANAL AREA 
Brondon I 
Justin I 

Morris Lowry 1 
Roman I 

Stormwind Gty Patroller 75 

17 THE FINEST THREAD 
IB CATHEDRAL SQUARE 
BROTHER KRISTOFF 40 QUEST 
STORMWIND CITY PATROLLER 75 

19 THE ARGENT DAWN 

20 CITY HALL 

Boros Alexston 30 Gty Architect Quest 
Royol Foctor Bathrilor 40 Stormwind Census 

21 RIGHTEOUS PUTES 

Agustus Mouloine 30 Moil Armor Merchont 
Thereso Mouloine 30 Robe Vendor 

22 JUST MACES 

Gregory Ardus 30 Stall/Mace Merchont 

23 CATHEDRAL OF LIGHT 
Archbishop Benedictus SO 

Arthur the Faithful 40 Polodin Troiner 
Bishop Farthing 40 

Brother Anton SO Scorlel Crusade Quest 
Brother Bonjamln 40 Priest Troiner 
Brother Cossius 30 Reagent Vendor 
Brother Joshua 50 Priest Trainer 
Brother Somo 55 
Duthorian Roll 60 
Caiin Tenorm 9 

Kotherine the Pure 50 Polodin Troiner 
Lord Groyson Shadowbreoker 60 Polodin Trainer 
Sholno Fuller 35 First Aid Troiner 
Thomas I Quest 

THE TRADE DISTRICT 

24 CANAL AREA 


Arnold Lelond 35 Fishing Troiner 
Billy 1 

Cotherine Lelond 30 Fishing Supplier 
01' Emma 2 

25 CANAL TAILOR AND FIT SHOP 
Lisbeth Schneider 30 Clothier 
Remo Schneider 35 Quest 

26 GALLINA WINERY 

Julio Gollino 30 Wine Vendor 

Roberto Pupellyverbos 30 Merlot Connoisseur 

Suietto Gollino 30 


RIOEMT NEEDS 
MlkJOHwbolisfflSupplie 


MilMcttJOAIcIwniySuppries 
VUi 31 JounMymon Alchemist 


hniCilM 30 light Armor Merchant 
irnyblobto 46 Artisan Tailor 
Imma SduMider 2S Journeymon Toilor 


IPliRK 


27 THE GILDED ROSE 
Innkeeper Allison 30 Innkeeper 


28 THE BANK 
Bonk Tellers 

Stormwind Gty Guard 50 


31 STORMWIND VISITOR'S CENTER 
Aldwin Loughlin SO Guild Master 
Rebecco Loughlin 25 Tobord Vendor 

32 PESTLE'S APOTHECARY 

Keldric Boucher 30 Arcone Goods Vendor 
Kyro Boucher 30 Reagent Vendor 
Morgon Pestle 30 Quest 
Renoto Gollino 45 Quest 

33 TRIAS' CHEESE 
Ben Trios 25 
Corbett Schneider 5 
Elaine Trios 30 
Elling Trios 30 

34 EVERYDAY MERCHANDISE 
Edno Mulby 30 Trode Supplier 
Stephanie Turner 5 

Thurman Mulby 30 General Goods Vendor 

35 GRYPHON AERIE 

Dungor Longdrink 55 Elite Gryphon Moster 

36 THE EMPTY QUIVER 

Frederick Stover 30 Bow/Arrow Merchont 
Lino Stover 30 Arrow Merchant 
Topper McNobb 1 

37 FRAGRANT FLOWERS 
Bernard Gump 30 Florist 

Felicia Gump 30 Herbalism Supplier 

OLD TOWN 

38 THE SILVER SHIELD 

Bryan Goss 30 Shield Merchant 

39 THANE'S BOOTS 
Moydo Thane 30 Cobbler 

40 THE PROTECTIVE HIDE 
Alysso Griffith 30 Bog Vendor 

Jilllon Tonner 30 Leatherworking Supplies 
Moris Granger 35 Skinning Troiner 
Randal Worth 24 Journeyman Leotherworker 
Seomon Griffith 30 Leother Armor Merchont 
Simon Tonner 35 Expert Leotherworker 

41 THE BARRACKS 

Ander Germoine 60 Warrior Trainer 
Doc Mixilpixil 45 Quest 
Horatio Montogomery Statue 
lisa Corbin 49 Warrior Troiner 
Jasper Fel 30 Shady Deoler 
Moster Mothios Show 70 Quest 
Moster Wood 60 Elite 
Osborne the Night Man 60 Rogue Troiner 
Reniik 'The Shiv" 40 Quest 
Sloan McCoy 25 Poison Supplier 
Woo Ping 50 Elite Weapon Moster 
VWi Shen 50 Warrior Trainer 

42 LIMITED IMMUNITY 
Nikova Raskol 5 

Osric Strong 30 Heavy Armor Merchant 
Wilhelm Strang 30 Moil Armor Merchont 

43 HONEST BLADES 

Heinrich Stone 30 Blade Merchant 


I PIG AND WHISTLE TAVERN 
Aedis Brom 30 
Bartieby 10 Drunk Quest 
Christoph Foral 30 
David Langston 5 
Elly Longston 60 Bormoid 
Erika Tate 30 Cc 
Horry Burlguard 50 Quest 
Jenn Langston 5 Quest 
Kendor Kobonko 50 Cooking Recipe Master 
Reese Longstone 30 Tavernkeeper 
Stephen Ryback Cooking Trainer 


46 THE FIVE DEADLY VENOMS 
Dashel Stonefist 26 
Lenny "Fingers" McCoy 35 
01' Beasley 10 

THE DWARVEN DISTRICT 

47 OUT IN THE OPEN 

Billibub Cogspinner 30 Engineering Supplier 
Dane Lindgren 30 Journeyman Blacksmith 
Furen Longbeard 40 Quest 
Hank the Hammer 50 The Mithril Order 
Kalta Deepforge 30 Blocksmithing Supplier 
Lilliam Sporkspindle 35 Expert Engineer 
Morgg Stormshot 53 

Sprite Jumpsprocket 24 Journeyman Engineer 


Therum Deepforge 33 Expert Blocksmilh 

48 UNMARKED TAVERN 
Brohann Coskbelly 40 
Wilder Thistlenettle 20 

49 GUN STORE 

Thulmon Flintcrog 30 Gun Vendor 

50 WEAPON STORE 

Borgus Steelhond 60 Weopon Crofter 
Grimand Elmore 50 Quest 
Kothrum Axehand 30 Axe Merchont 

51 MINER'S GUILD 

Brooke Stonebraid 30 Mining Supplier 
id 35 Mining Troiner 


52 HUNTER'S GUILD 

Einris Brightspeor 60 Hunter Troiner 
Jenova Stoneshield 30 Stoble Moster 
Thorfin Stoneshield 40 Hunter Troiner 
Ulflr Ironbeard 50 Hunter Trainer 

53 TRAM STATION 

STORMWIND KEEP 

54 PALACE HALLS 
Stormwind Royol Guord 75 

55 LIBRARY WING 

Oonyol Tovald 1 5 Librorion 
Lord Gregor Lescovor 31 
MHton Sheof 1 5 Librorion Quest 
Tyrion 37 
Tyrion's Spybot 25 

56 PETITIONER'S CHAMBER 
Caledro Downbreete 60 
Count Remington Ridgewell 40 
Lord Bourles K. WIshock 10 

57 THE KING'S CHAMBERS 
Anduin Wrynn 5 King 
Bishop DeLavey 32 Quest 
Grand Admirol Jes-Tereth 90 
Highlord Bolvor Fordragon 90 
Indy Kotrono Prestor 75 
Mojor Samuelson 50 Quest 
Mithros Ironhill 90 
Stormwind Royal Guard 75 
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Follen Hero (rf the Horde 

Fallen Hero of the Horde 

E 

825 

1 1650 i 

1 3300 ; 

1 5000 ' 

6650 

1 8300 

j None 1 

lUnsViiK 

BtiOCmnlGum 

45 50 

Bloodmoge lynnore 

Bloodmoge lynnore 

In 

470 

I 950 

1 1900 

1 2800 ' 

3750 

1 4700 

I None 1 

1 lihiUilh.O«im 1 45 60 : 

1 080; lleddoceritewy V-, Denion's Blood, Demon Hide Sack 

; Fallen Hero ol the Horde 

1 Fallen Hero of the Horde | N 

1000 i 2000 4000 I 5950 

7950 ! 9950 | 20 700 000 | 


r 
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BURNING STEPPES 

The Burning Steppes are more dangerous than almost any realm in the east, save perhaps for the Plaguelands, wheret 
is located. In the Burning Steppes, massive Drakes, Whelps, and Dragonkin thrive in the heat, ash, and shadow off 
Mountain, and other great mountains that line the area's perimeter. Passage into the Steppes is mainly possible througf 
up from Lakeshire, in Redridge, but the creatures are so terrible in this land that few dare to approach. 










A'here the Sc( 
dow of Blacki 
; through the road 




JS-57 
lUOdlOa MOUNTAIN 


kMkllMdHSS-M 

hMli»n|oispowtS«-S7EI 

bU«Wv|SS-Si 

Ufc|MiS2-S5ai« 

tenliMiSS-StBH* 


STRONGHOID 
'WliHdiSA Elite Quest 

|Mar«S4-S7 
kMMhrS3-SA 
IM Seram S3-S* 
IMWMdS5-S7 


5 PILLAR OF ASH 
UockrKk Slayw S4-S7 
Blockreds Saldbr S3-S4 
UockrKk Swctrw S3-S6 
Uockrock Woriock SS-S7 
DtotWosk ScorH S^SS 
Fhiookin Rogw S4-SA 
FkMNkio SpittK SQ-S3 
Flasookio SfrHt SI-S3 
Floiookio1wdMrS4-S« 

GrootK OhsKfioo EleoMotoi SS-S7 
Obsklao ElKiNirtai S0-S3 
Slovoriof EoMmc Wkj S3-S4 

6 RUINS OF THAURISSAN 
Hock koodhig 4S-52 

Hock Drogeospowo S0-S3 ERit 
Hock Droko 4M-52 EHo 
Hock Wynokio S1-S4 Elto 
Flooitkio Rogor 54-5A 
FlooNkio SfittK SQ-S3 
FlooMkki SprHo SI-S3 
Floowkki TKcktr S4-5A 


GrootK Obsidhoi ElooMotd SS-57 
Oksidoo EWoMotoi S0-S3 
TkoornooAgtotS4-$S 
Thoor»«r»twaliKS3-SS 
Thoortsoo Sfv 53-54 
Wk Roovk 53-55 

7 FLAME CREST 
Kibler 56 Quest 
Mothredis rirestw 60 Quest 
Maxwort UmbergRot 42 Quest 
Rogged Jon 57 Quest 

rmkee Steomboil 53 Quest 
Yuko Saewspigot 53 Quest 
Doothlosh ScKpU 53-55 

8 BLACKROCK PASS 
VoooortipScorpidSO-S3 

9 DREADMAUL ROCK 

Reiinins of Sho'ni Proudtusks Quest 
FIrogot Brute 50-53 
FktgotOgroMogo 40-52 
Flro|ot Ogre 40-51 


10 MORGAN'S VIGIL 
Helendis Riverhorn 55 Quest 
Morshol Maxwell 55 Quest 
Moyaro Brightwing 55 Quest 
OruRus 55 Quest 

11 TERROR WING PATH 
EodKWorg 49-52 
Vooooriip Scorpid 50-53 

12 SLITHER ROCK 

Cyrus Therepantous 52 Quest 
Flomescole Wyrmkin 57-58 Elite 



INQUESTS 



52 

54 ' 

Cyfus llMf8p6ntotfS 

Cyrus Therepentous ! Y 


1)00; 

2200 1 

325o| 


5450 

None 


52 

54 

Cyrus ItiungMitous 

Cyrus Therepentous Y 

550 

1100 

2200 ^ 

3250 

4350 ^ 

5450 

None 


50 

52 

Tinkee Sleomboil 

Tinkee Sleomboil 

Y I 

500 ; 

1000 ; 

2050 

3050 

4100 

5100 

759 009 

Em 

48 

52 

Frondom Forgawriiihi 

Frondorn Forgewrighi 

Y 

50 

100 1 

200 ' 

310 1 

410 

500 

None 

^ 

48 

54 

Helendis Riverhorn 

Helendis Riverhorn 

Y 

550 

1100 

2200 

3250 : 

4350 

5450 

10 659 009 


48 

52 

Oratus 

Orotus 

Y 

500 

1000 i 

2050 

3050 

4100 

5100 , 

None 


50 

54 

Tinkee Sleomboil 

Felnok Slaelspring 

Y 

270 

S50 ! 

1100 

1600 

2150 

2700 ‘ 

None 


50 

56 

Orolius 

Orolius 

N 

575 

1150 

2300 

3500 

4650 

5800 

859 009 

^kiit.ld 

48 

53 

Oratus 

Orotus 

Y 

525 

1050 

2100 

3150 

4200 

5250 

None 


52 

58 

Lexiort 

Grork Lorkrub 

N 

625 

1250 

2500 

3700 

4950 

6200 

None 


48 

53 

Sho'ni Proudtusk * 

Thol'trok Proudlusk 

N 

525 

1050 

2100 

3150 1 

4200 j 

5250 

None 

lESir 

57 

60 

TinlmSlMflyiot 

Leonid Bortholomew the Revered 

1 Y 1 500 1 

1000 1 

2000 I 

' 2950 1 

3950 

4950 ^ 

None 

iHilCHMioii 

■Olirakomn«f(MRlllM 

50 

55 


Mothredis Fireslor 

1 N 1 0 

1 0 ! 

0 


0 

0 : 

None 

ildliiioxe 

■tiKuArtMtffisfllBiliente 

1 50 

55 

! ! 

Mothredis Firestor 

1 H i 0 1 

1 0 1 

0 1 

! 0 i 

1 0 

0 i 

None 

'hdbMio ' 

1 50 

55 

1 i 

Mothredis Fireslor 

1 N 1 0 1 

1 0 1 

1 0 1 

' 0 1 

1 0 

1 0 1 

None 

fciflMdly 

MlBstrArtinuiioflMINlY 

1 50 

55 

: ! 

Mothredis Firestor 

' N i 0 

0 1 

0 

' 0 

1 0 

1 0 

None 

1 50 

IdOE; I iKseriRMiefViinidlv (Choost the stst) 

55 

1 i 

Mothredis Fireslor 

i N 1 0 

1 0 i 

i 0 

0 

i 0 

! 0 

None 

'%W0eASlld( = Forty { 48 

jHOFliidijtimoGoutilietsQorl Chokirig Bond 0 

53 

: Orolius 

Orolius 

‘ N 1 525 

1 1050 

2100 

! 3150 

I 4200 

: 5250 

29 409 009 

jMifmlkiiinenl 

52 

58 

Grork Lorkrub 

Lexiort 

N 

775 

1 1550 

3100 

4650 

’ 6200 

7750 


IditSera 

50 

50 

Moxworl UberglinI 

Moxworl UberglinI 


' 240 

' 470 

950 

1400 

j 1900 

2350 

759 009 

indkilkxlms 

52 

54 

Hierophoni Theodoro Mulvodonio 

Hierophant Theodoro Mulvodonio 

! Y 

' 550 

1100 

2200 

3250 

' 4350 

5450 

19 659 009 

^NtOirs 

48 

54 

Huhndis Riverhorn 

Mogistrole Solomon 

■ Y 

1 410 

825 

1650 

2450 

3300 

4100 

^ None 

MNtslers 

’ 48 

54 

Moghtrote Solomon 

Highlord Bolvor Fordrogon 

Y 

1 410 

825 

1650 

2450 

3300 

4100 

None 

Ullislers 

! 48 

54 

1 Highlord Bolvor Fordrogon 

Highlord Bolvor Fordrogon 

Y 

55 

no 

220 

320 

430 

550 

None 

|tolts)«rs 

48 

54 

H'lghlord Bolvor Fordrogon 

Mogistrole Solomon 

Y 

550 

1100 

2200 

3250 

4350 

5450 

None 

^hslirs 

48 

54 

1— • ^ 

! Mogistrole Solomon 

Marshal Maxwell 

Y 

’ 55 

j no 

220 

320 

430 

550 

None 




54 ' Morshol Moxwell 


55 ! no 220 320 430 550 
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DUSKWOOD 

Duskwood has always been a place of quiet refuge for those who don't like the hustle and bustle of life in Elwynr ^ 
the moment, it has become quiet for other reasons; the silent dead now wander through this once tranquil forest, ‘ 
living and threatening to overwhelm the town of Darkshire. People of that town speak of Raven Hill, a western k 
people have all but disappeared. And through it all, a force of great power wanders about the woods, calling tothe|j 
Duskwood, "I hunger!" 




pi' 

m 


MINING 


HERBALISM 



Copper 

Moderate 

Mageroyal 

Iriviol 

Tin 

Abundant 

Briorthorn 

Moderate 

Iron 

Moderole 

Bruiseweed 

Moderate 



IQngsbIood 

Abundant 



Wild Steelbloom 

Triviol 


Quantity of Skinnable Creotures: Abundant 

Levels of Skinnable Creotures; 19-30 (Skinning 9S-150) 




1 THE HUSHED BANK 
Sven Yorgen 20 Out 
Green Rtduse 21-2 


RnM Dke WoH 20- 
Starving Dire WoH 


2 ADDLE S STEAD 
Deltas Enchanter 2( 


Robid Dire WoH 2D 
Venom Web Spidor 


3 RAVEN HILL 
Jitters 25 Quest 


4 RAVEN HILL CEMETE 
Abercrombie 35 Ou 
lone Chewer 26-2) 
Carrion Rectase 25- 
Elesb Enter 24-25 
Mor'tadrfan 35 EKti 
Rotted One 25-26 
Sketelol Fiend 24-1 
Skeletal Raider 27- 


5 DAWNING WOODS 
Irnin Eater 2S-29 
flngue Spreoder 2) 
Skeletal Warder 21 


REWARD: Lightforge Inge 
To Ibe Stars 


W To Ibe Stats 
! Look To Tbe Slots 
Look To Tbe Stars 
(HOKE OF: I Zodiac Glo 
iMocbenlEel 
REWARD: Torch of Holy F 
. Morgan lodimore 
REWARD: The Story of M 
; Morgan Lodimore 
REWARD: The Story of M 




^QUESTS 


Watcher Ladimore 


A Weothered Grove (Obi) 


Ambossfldor BerTybudc 




Grinwnd Qmore 


Sven Torgen 


Watcher Callahan 


Gloria Steelbrow 


Grimand Elmore 


Lord Ella Ebonlocke 


Lord Elk) Ebonlocke 


WrdhhiiliMt 20 30 

1iy>il Honor SI Crest olDorkshire t 


Councilman Milktipe 


Councilmon Milktipe 


Modame Eva 


Abercrombie 


Elaine Corevin 


Sven Yof ||en 


Eliio's Grave DirtlObB 


Biza's Tombstone lObj) 


Chef Gruol 


Chef Gruol 


17 21 


Watcher Dodds 


GoontleisLJ 


Srmtts 


Watcher Callahan 


IbvernkeepSmitts 


wwnilMipSmim 


Madame Eva 


Blind Mary 


hrhwl 


Abercrombie 


Abercrombie 


OerkPnlWv 


Tovemkeep Smitts 


Chef Gruol 


Smrtts 


Gloria Steelbrow 


Waterlogged Chest |0bj) 


Viktori Prkm'Antras 


Viktori Prkm'Antros 


Blind Atory 


Blind Mary 


Viktori Prkm'Antros 


Viktori Prism'Antros 


UkliSias 20 33 

HOE I MocGlovesQo rlBeltoftheStorsB 


IMN 20 33 

■tUolklvflatneCHOiaOF: I Night Watch PantaloonsQ 
^ 35 


Sven Yorgen 

or 1 Watch Master's Ooak 


Sven Yorgen 
orlSmrktnetnlCoifB 


Sirra Von’Indi 


ilwynn Forest At 
□rest, slaying the 
tern town whos^ 
to the people of 


!«Tir]H20Qi«st 




Quest 


tp, tan Web Spider 


18-19 


Plague Spreader 


IniglllnWoH 


MSpid« 


Mu EidHtH 26-27 
llali|htllad•2^26 
hhill|l)tlle«er2S-26 
I fpfVuMa Web Spider 18-19 
MdRnWdi 20-21 
^ KM SpidH 19-20 


Greeu Recluse 21-22 
Pygmy Venom Web Spider 18-19 
Rabid Dire WoH 20-21 
Storving Dire WoH 19-20 


8 VUL'GOR OGRE MOUND 
Spinier Fist Enslaver 30-31 
Spinier Fist Fbemonger 28-29 
Spinier Fist Taskmaster 27-28 
Spfaiter Fist Warrior 29-30 






IWn HILL CEMETERY 
;IMniMliit35 0«e$l 
ImOiwn 26-27 
,IMil«dese 25-26 
ndlitn34-2S 
IdWrinasaieOuestTmiet 
IiM0m 2S-26 
IMM24-2S 
RMIddn 27-28 


9 CROSSROAD 
Wotcher Dodds 29 Quest 
RIock Revoger Mastiff 2S-26 
Rlock Revoger 2S-26 
SlHcbes 35 Elte 
Young Rlock Ravoger 23-24 


10 YORGEN FARMSTEAD 
Deflos Enckanler 26-27 
Defios Nigkl Rlode 25-26 
Defios Night Runner 24-25 
Young Rlock Ravoger 23-24 


iWINIIK WOODS CATACOMBS 
bdilMr 28-29 
lllgiiSpNdir27-28 
tiMWirdw 28-29 


25g 00# 


139 OOO 


229 00» 


179 009 


Sirro Von'Indi 24 Quest 
Steven Block 30 Stable Muster 
Tovernkeeper Smitts 22 Quest 
Viktori Prism'Antros 28 Quest 
Watcher Bockus 42 Quest 


16 SPIDER CAVE 
Block Widow Hatching 24-25 


17 BLIND MARY'S HAUNT 
Blind Mary 40 Quest 
Black Widow Hotchling 24-25 
Skeletal Horror 23-24 


18 TRANQUIL GARDENS CEMETERY 
Insane Ghoul 26 Quest Target 
Skeletal Mage 22-23 
Skeletol Worrier 21-22 


19 ROLAND'S DOOM 
Gutspil 32 

Nightbone Tointod One 30-31 
Nightbone V8e Fong 29-30 


12 THE ROniNG ORCHARD 
Nightbone Shadow Weaver 27-28 
Nightbone Dork Runner 28-29 


13 BRIGHTWOOD GROVE 
Block Ravoger Mastiff 25-26 
Black Ravoger 25-26 
Nightbone Dark Runner 28-29 
Nightbone Shadow Weaver 27-28 
Nightbone Wergen 26-27 
Young Block Rovoger 23-24 


14 MANOR MISTMANTLE 
Fetid Corpse 29-30 

Stokren Mistmnntle 35 ERte Quest Target 


I5DARKSHIRE 

Ambassador Berrybuck 30 Quest 
Calor 20 Quest 
Chef Gruol 30 Quest 
Clorise Gnorltree 31 Expert Blocksmith 
Clerk Doltry 31 Quest 
Commander Althea Ebonlocke 45 Quest 
Councilman Millstipe 28 Quest 
Danielle Zipstitch 27 Specialty Toilor 
Feicio Moline 55 Gryphon Master 
Finbus Geargrind 31 Expert Engineer 
Innkeeper Trelayne 30 Innkeeper 
Jonathan Corevin 25 Quest 
Lord Elio Ebonlocke 30 Quest 
Madame Eva 25 Quest 




Deolhstafter Zraedw 


NafatButTlie Truth 


Deathstalker Zroediw 


OieTGfUfll 


UESTS continued 


Commander Althea Btonlocke 


Commander Althea Ehonlocke 


Note to the Mayor 


Aberaombie 


Lord Elio Ebonlorke 


Nothing But The Truth 37 42 Apotherory foustin 

CHOICE OF: I goak of Mjgh *1? or I (nawed Moul 


Apotherory Foustin 


37 4? j Deothstolker Zroedus 


S»en1fcnwi 


Sven Yorgen 


Blind Mory 


Sven Yorgen 


Seosoned WoH Kobobs 18 25 

REWARD: 4 Seasoned Wolf Ihbofc. hdPK Seosoned Wolf Kgbob 


Sutol Wisdom 


Stwin (tom Dorkshire 


Abercrombie 


Mound of loose dirt (ObO 
SvenThneil 


Bishop Forlhiiig 


Sirrn Von'Indi 


Sven Yorgon 


BSO 1700 2600 , 3450 4300 


LOCA 


INING 


2050 i 2550 


Y 

190 

1 370 

750 

1100 

1500 

1850 

Unt^ 

N 

130 

1 250 

500 

750 

1000 

1250 

In 


Y j 170 

340 

675 

1000 

1350 

1700 


Y ISO 

350 

700 

1050 

1400 

1750 


N 1 0 

0 

0 

0 

0 

0 

IM 


The Legend of Stolvan 
I TheLigeiidolStalvon 


li iTheligwdofStolvfln 


idofStolvon 


TheUgiiidofStt 


id of Stflivon 


I ITheLegendo fStglvon 
, TheligeiidofStolvon 


ThetigiiidofStolvon 


The Legend of Stolvan 

REWARD: A Bloodsloined Journal Page 


Commonder Althea Ebonlorke 

Bring fallilii 


Clerk Di 


OkfFoatlorkerfOM 


OerkPdWY 


IwlwiUfFiirier 


Coretoker Folsam 


Seoy Crate (Oril 


MarsholHl 


MinIwlHBipiri 


Aberaombie 


OerkDohry 


Old Faotlocker (Qbj) 


QerkDoftry 


Innkeeper Forfey 


Coretoker Folsom 


Sealed Crote (Obi) 


Morshol Hoggord 


Marshal Hoggord 


Tavemkeep Smitts 


Commander Ahhea Ebonlorke 


beiigwdefStalvon 


TheUgmdolStolvon 


22 28 Comrtwnder Ahhea Eboniocke 


The Legend of Stolvan 22 35 Commander Althea Ebonlorke 

0| CHOICE OF: I Crescent of Forlorn Spirits f or I Biig of Forlorn Spirfe Q 


Commander Altheo Bwnlocke 


TheSbodwiryFIgiire 


The Shodowy Search Continues 


j The Totem of Infliction 
1 REWARD: Totem of Infliction 


29 WotetkiggidaiostfOlil) 


18 24 IComwoiidifAhheoftoiilidie 


18 26 i Commander Ahhea ttonliKki 


18 30 I Commander Althea Eboniocke 


CHOICE OF: I Bandolier of the Wglit Wotch or I Quiver of the Wgbt Wotch or 1 GwtitysitA of the IBplit Wotch 


Commander Althea Eboniocke 


Commonder Althea Eboniocke 


Commander Althea Eboniocke 


20 25 SvenYbrgen 


Mfldome Eva 


OerkDollry 


ModomeEvo 


, Translate Abercrombie's Note 


Tronslotion to Elio 

REWARD: Tronsloted letter from The En 


A Weathered Grove (Obi) 


Lord flo Eboniocke 


Translation to Ella 

REWARD: Tronsloted Letter from The Eit 


20 30 iSirroVonTndi 


I Wolves ot Our Heels 
REWARD: 5 Flash Bundles 


IWorgenintheWoods 23 31 

REWARD: Consecroted Wond / and CHOICE OF: I qook of the Foith 


Color 

^orlShieldoftheFaHh i 


Tbvernkeep Smitts 



ELWYNN FOREST 


Elwynn Forest has been a quiet land for some time, but pressing attacks from the Defias Gang and nearby Gnolls have made the 
Humans here nervous. It seems that the times of peace are over, because only the mighty city of Stormwind seems immune to 
the presence of foul beasts and aggressive bandits. The once great copper mines of Elwynn are plagued with Kobolds now, and 
the people of Goldshire have had to arm themselves against the wild beasts of the valley. 


SKINNING 

Quantity of Skinnoble Creatures: Abundant 
Levels of Skinnoble Creatures; MO (Skinning 1-50) 


Silverleof 


OCAL RESOURCES 



I Lost Netkloce 


, lost Neckloce 


1 WESTBROOK GARRISON 
Deputy Rainer 10 Quest 


6 THE MACIURE VINEYARDS 
Billy Modure 1 Quest 
Joshua Modure 5 Vendor 
Moybell Modure 2 Quest 
Stenetusk Boor S-6 
Roikhide Boor B 


10 NORTHSHIRE VALLEY 
Deputy Willem 18 Quest 
Eogon Peltskinner 3 Quest 
Folkhflon Isenstrider 1 0 Quest 
Morshol McBride 20 Quest 
Milly Oswroth 2 Quest 
YouMWom-2 


Porooe Entourage 7 


2 FOREST'S EDGE 
Hogger 11+ Quest Torget 
Loogsnout 10-11 
Riverpow Outrvnaer 9-10 
Riverpow Runt 8-9 
Young Forest leor 9 


16TOWEROFAZORA 
Down Brightstor 3S Arcone Goods 
Kitto Firewind 44 Enchanter 
Morley Eheriein 10 Vendor 
Servant of Azoro 8-9 
Theocritus 24 Quest 


3 MIRROR LAKE ORCHARD 
Delius BondH 8-9 
Defios Cutpurse 6 
Delias Rogue Wizord 9 
Mongy Well 5 


8 GOLDSHIRE 

Adele Fielder 22 Leotherworker 
Helene Peltskinner 12 Skinner 
Innkeeper Farley 30 Innkeeper 
Morshol Dughon 25 Quest 
Michelle Belle 11 Physician 
Remy *7wo Times' 5 Quest 
Smith Argus 24 Blocksmith Quest 
Tomas 10 Cook 
Williom Pestle 6 Quest 


17 STONE CAIRN LAKE AND HERO'S VIGIl 
Delias Rogue Wizord 9-10 
Murloc Lurker 9-10 


12 NORTHSHIRE VINEYARDS 
Delios Thug 3-4 
Gorrkk Podloot 5 Quest Target 


IB EASTVALE LOGGING CAMP 
Katie Hunter 10 Vendor 
Marshal Haggard 20 Quest 
Soro Timherloin 5 Quest 
Supervisor Raelen IS Quest 
Terry Palin 1 1 Vendor 
Prowler 9-10 


I3JASPERLODE MINE 
KohoM Geononcer 
Kobold Miner 6-7 
Mine Spider 9 


S THE STONEFIELD FARM 
'Auntie' Bernice Slonelield 6 Quest 
Gramma Stonelield 3 Quest 
Mo Stonelield 3 Quest 
Tommy Joe Stonelield 2 Quest 
Slonetusk Boor 5-6 
Young Forest Bear 8-9 


14 SOUTHERN ELVTTNN FOREST 
Rockhide Boor 7-1 
Young Forest Bear B 


9 CRYSTAL LAKE 
Lee Brown 8 Fisher 
Delius Bandit B-9 
Grey Forest WoH 7-B 
Mangy WoH S-6 
Murloc Steamrunner 6-7 
Murloc 7 


I9RIDGEPOINT TOWER 
Dood-touth Jock 1 1 Quest Target 
Delios Bandit S-9 
Prowler 9-10 
Young Forest Boor B-9 


IS BRACKWELL PUMPKIN PATCH 
Ripe Pumpkin (Ground Spnwn) 
Delias BondH 8-9 


Morgan the CoBnctor 10 




Ifl A Bundle of Trouble 

: 5 9 

1 Supervisor Raelen 

Supervisor Raelen 

N 

80 

160 

310 

i 470 

: 425 

i 775 


1 ARshyPeril 

‘ 7 10 

1 Remy Two Times 

Morshol Dughan 

Y 

10 

15 

35 

hr 

70 

B5 

Ben M 

W i A Threot Within 

i ’ ' 

I Deputy Willem 

Marshal McBride 

Y 


! 

IS 

25 

30 

40 

lkii_' 

i I Bock to Illy 

i 5 6 

Auntie' Bernice Stonelield' 

Billy Modure 

Y 

15 

1 ' 

55 

' 80 

110 

140 

Im r' 

i j Bounty on Gorrkk Podfool 
1 CHOICE OF; I Toperail Pants □ or 1 Layered Tunic [ 

! 4 5 Deputy Willem 

□or 1 Ensign Cloak?? 

Deputy Willem 

N 

35 

65 

130 

, 200 

270 

340 


j Bounty on Muriocs 7 10 Guard Thomas 

i CHOICE OF: 1 long leyenet / or 1 ^id Melol Club / or 1 Well-used Sword / 

Guard Thomos 

N 

85 

170 

340 

noo^' 

675 

850 

Kh 

r 

■I Brotherhood of Thieves | 2 4 Deputy Willem | Deputy Willem 

|j CHOICE OF: I Militia Dogger )if or 1 Militia Hammer or 1 Militio Shortsword / or I Militio Worhommer or 1 Militia QuorterstoH 

nr 

1 35 

1 70 

140 

' 210 ' 

1 280 

1 360 

1 

II Oolh and Leather Armor j 7 10 

1, CKOia OF: 1 Well-slilched Rohe □ or 1 Patched Pants □ 

{ Marshal Dughon 

Soro Timberloin 

' " 

1 20 

i « ' 

85 

130 ' 

170 

1 210 ' 


|| Collecting Kelp 

5 7 

William Pestle 

William Pestle 

N 

30 

65 

130 

190 

250 

320 1 

lm~ 

K. Deliver Thomos' Kegeil 

7 10 

Guard Thomos 

Morshol Dughon 

Y 

110 

210 

420 

625 

850 

1050 


1 1 Discover Rolf's Fate 

7 10 

Aholf-eotenbodyfObO 

Rolf's corpse (Obj) 

Y 

40 

85 1 

170 

250 

340 

420 1 

Iw 

1.' Eagan Peltskinner 

1 2 

Oopuly Willem 

bigon Peltskinner 

Y 

10 

15 , 

nr 

50 

70 

85 


li^Find the Lost Guords 

7 10 

Guord Thomas 

A half-eaten body (Obj) 

Y 

, 20 

40 

85 

130 

170 

210 

Bm 

1- Further Concerns 

7 10 

Morshol Dughan , 

Guord Thomas 

Y 


; 85 

170 

250 

340 

420 

B«_ ; 

1 Give Gerard o Drink 
1 REWARD: Shiny Red Apple 

1 1 

Gerord Tiller 

Gerard Tiller 

N 



0 

0 

0 

0 

Bm i 

1! Gold Dust Exchange | 

1 REWARD: Bog ol Marbles 

! -I ^ 

Remy Two Times 

Remy Two Times 

" ' 

' 45 1 

1 130 ' 

250 

380 

500 

625 


ilGaldtooth 

1 REWARD: LkMHtompadGlovHQ 

S B 

‘ Billy Modure ! 

Auntie' Bernke Stonefield' ^ 

nr 

! 90 1 

' 180 i 

350 

! 525 1 

700 1 

875 ' 

Bm 

" 

1 : Grope Manliest { 2 4 

1 CHOICE OF; 1 Wine-stained Cloak or 1 Latched Belt S 

Milly Osworth 

Brother Heals 


riT] 

i 70 1 

140 1 

[W] 

280 ' 

360 

Bm 

n 

1 iMMigalaEchondDi 

1 3 i 

Morshol McBride 

Morshol McBride 

V 1 

25 1 

50 

100 

150 

200 

250 j 

Cl| 

1 Kobold {OMdiaiM 

1 2 ! 

Quest Chest (Obi) , 

Marshal McBride 

N 

15 ! 

35 i 

70 

100 

140 

170 1 

't' 

1 Kobold Dap Ommib 

1 2 j 

Marshal McBride 

Morshol McBride 

N 

IS 

35 i 

70 

100 

140 

170 


i 1 Kobold Condles 

3 7 i 

William Pestle 

William Pestle 

Y 

50 ! 

95 

190 i 

290 

380 

480 



QueslChesMOba 


j Billy Modure 


Auntje" Bernice Slonelield" 


.Manhunt | 7 10 i Morshol Dughon 

CHOICE Of: I Slormwind (hoin Gloves P| or 1 Elostk Wristgunnls 


BlBy Modure 
I Marshal Dughon 


CHOICE OF: 1 Slormwind Choin Gloves Bor 1 fliBlk WridiiuoftkH 
!Miy0sworth j 2 4 : 1 


Marshal Dughon 





MFmllir 


Nona 

Nona 

■ftllissNMiigPolion 
W UlMaJliirt, Red linen Soihc' 

d 

9 

Soro Timbarloin 

Soro rimberloin 

N 

BO 

160 

310 

470 

625 

775 

None 

Nona 

^kUsIn 

MKimMjV 

1 

5 

Morshol McBride 

Morshol Dughon 

N 

25 

45 

90 

140 

180 

230 

None 


ivktHaSlmiinontla 

9 

10 

Morshol Hiaootd ' 

Gryon Stoutmontle I 

i N 

65 

130 

250 

380 

500 1 

625 1 

2a 50« 

Nona 

i|ilk(nfaaStalnionlle 

9 

10 

Guord Thomas ^ 

Gryon Stoutmontle 

N 

65 

130 

250 

380 

500 

625 1 

2» 50# 

T 00#^ 

hnkGifiilMnonlle 

9 

10 

Former SoMaon , 

Gryon Stoutmontle 

^ N 

65 

130 

250 

380 

500 

625 1 

2# 509 

Nona 

HHkfcpSlotilnionlle 

9 

10 

DipHly Rainer , 

Gryon Stoutmontle 

N 

65 

130 

250 

380 

500 

625 

20 50# 

Nona 

IpikGipltNiniantle 

9 

10 

Morshol Dudkon j 

Gryon Stoutmontle 

" 1 


130 

250 

, 380 

500 

625 

20 50# 

Nona 

^kGrpllNlnionlle 

9 

10 

Farmer Furlbrow , 

Gryon Stoutmontle 


65 

130 

250 

380 

500 

625 1 

20 50# 

Nona 


7 

10 

Rolf 's ansa (OW 

Guard Thomos 

; Y 

20 


85 

130 

' 170 ^ 

210 ' 

None 

Nona 

HdUbekM 

HOF; SSanl Pwnidun or 5 bMiHI Siiri^ 

1 

Voter 

' 

Folkhoonlsenslrider 

Innkeeper Farley 

N 

0 1 


5 

5 

10 

10 ' 

None 


NiMlowry 

MOFIKItiolocklar 1 or! Urchin's Pants! 

6 

10 

Deputy Rainer 

Deputy Rainer 

N 

BS 

170 

340 

' 500 

675 

850 

None 

Nona 1 



'iBtfklkrmwd 

HllF1SUilRo(l(etorSOilofOlofor2l 

3 7 Willioni PesHe ’ 

Elixir of Lion's Strmgtli 

Morgan Pestle | 

‘ N ' 

BO 

' 160 ' 

320 

' 470 ' 

625 j 

800 ' 

1 3# 50# 

Nona 1 

^kidklidlie 1 

■Off lOodilterlohSw 1 Outfitter Bools Qor 

5 i Morshol McBride 
1 Outfitter Gloves! 

Marshal McBride 

I „ ' 

45 

90 ' 

180 

' 270 

360 

450 ' 

None 

40#3 

IWNhtrgg.., 1 

5 

6 

Tbmny Joe Slonefield 

Grommo Slonefield I 


1 

2^- 




' 140 

1 None 

25^ 

Wf j 

MSiwidll Potion 

{ S 

7 

1 William Pestle 

Moybell Moclure 


BO 

1 160 

I 320 

1 470 

1 625 1 

[ 800 

None 

1« 25# ■ 1 


d 

7 

Marshal Dugbon 

Marshal Dughon 

Y 

50 

i 95 ' 

' 190 

290 

380 

480 

1 10 250 

MOP 1 fooInmlunicDor 1 Stormwind Guc 

1 4 

10 

Marshal Dughon 

Marshal Dughon 

1 " 1 

1 ‘5 

1 '^0 

! 340 

500 

1 675 

850 

' 30 500 

Nona 1 

None 1 

’ 5 11 

ird Laaonosnioi 

Wonted Poster lObj) 

' 1 Bolonced Fighling Slick 

Morshol Dughon 

1 N 

90 

IBO 

1 350 

525 

700 

875 

None 

Nona 

UniKanisoallaeds Halil! 

. 6 

10 

1 Morshol Ditghm 

Deputy Rainer 

i '' 

I 

40 

ij5_ 

130 

170 

i 210 

None 

Nona 

Motonfelordef ! 1 2 

flBQOf iMlFurtnadShoesQoi 1 Wolfskin BroceisD 

bgon Peltskinner 

Fogon Peltskinner 

I 1 

IS 

35 

' 70 

1 100 

i 140 

’ 170 

None 


a«L_ 

5 

6 

’ MnNlMoclure 

t Tommy Joe Slonefield 

1 V 

■ '5 

! 25 

' 55 

1 80 

no 

i 140 

t None 



REDRIDGE MOUNTAINS 


East of Stormwind and Elwynn Forest is the town of Lakeshire, placed in the middle of the Redridge Mountains. Unda; . 
eastern Ore clans and hassled by Gnolls, things aren't simple for the people of Lakeshire currently. A great bridge that s? 
Everstill is under repairs, even as enemy catapults lie in ruins along the southern ridgeline. To the north are OrcishChar 
known for their power and bravery, while the eastern groups have even greater leadership. Stonewatch Keep, ontheia' 
Lake Everstill sits as a constant reminder that peace has collapsed into a drawn-out war in Redridge. 


SKINNING 

Quantity of Skinnable Creatures: Moderate 

levels of Skinnable Creatures: 16-24 (Skinning 80-120) 


I THREE CORNER! 
Coord Parker 3 
Modi Dra«e« tA 
Gciot Gorttvsk 
Redridge Meog 
Redridge TWod 


2 UKESHIRE 
Alma Jainrose ! 
Ariena Stormfe 
Chef Breanna 1 
Crystal Boughii 
Darcy 1 S Oues 
Deputy Feldon 
Foreman Oslo* 
Innkeeper Brim 
Magistrate Sol 
Marshal Marrii 
Martie Jainrosi 
Verner Osgood 


Btockrock Ootr 
Greot Goretoil 


LOCAL RESOURCES 



Copper 

Moderate 

Eorthroot 

Irivial 

'fin 

Moderate 

Mogeroyol 

Trivial 



r siege by | 
Dans Lake f 
lampionj ) 
■ar side of i 


11ST0NEWATCH KEEP 
Mechrodi GMiatoi 25 Elt« 
Mockrotk Hwtti 24 EHtt 
Mockredi $liadow(o$tw 22-23 EKt* 
Garii'lhem 26 EItt Owtil Torgtl 
TiMril'iw 24 ERl* OMst Iwgtl 


3 UKE EVERSTIU 
GrtotGortIwh 16-17 


iuMMOStiOHcrbalisniTraimr 
' MMSlwnlnthtr SS Gryphon Master 
(W6niin19Q««sI 
OymlHnMn 22 Cooking Troinar 
hriylSONst 
hy^Filden 33 Quest 
fmaOslew 20 Quest 
yMptrBrionno 30 Innkeeper 
IspsitottSolooMn 36 Quest 
[bsU Morris 35 Quest 
htiit Morose 20 Quest 
fllnir Osgood Quest 


SkoduwkUe D«rkwe»et 25-26 
Skodowkide Gm« 22-23 


9 AITHER'S MILL 
Ibds Dragon Whelp 17-18 
Dire Coodor 18-19 
Great Goretusk 16-17 
Greoter Tarantula 19-20 


6 RETHBAN CAVERNS 
Redrldge Boshor 19-20 
Redridga Drudgor 20-21 





'■'^:- . ■ . .- ni. 





u 


1 QUEST 

MLfV 

OlEV 

QUEST LAUNCHER 

QUEST RNISHER 

CHAIN? 

XP- 

XP- 

XP- 

XP+ 

XP+-T 

XP-f-r-r 

asHml 

A Baying of Gnolls 

15 

20 

Verner Osgood 

; Verner Osgood 

; Y 

120 

i 230 

! 460 

: 700 

; 925 

' 1150 


j A Boying of Gnolls 

15 

20 

Donol Osgood 

; Verner Osgood 

Y 

120 

230 

P60 

! 700 

! 925 

; 1150 

? 

j A Free Lunch 

12 

15 

Darcy 

. Guard Parker 

Y 

55 

no 

p220 

^ 320 

i 430 

; 550 

hiT 

i A Watchful Eye 

20 

21 

Theocritus 

: Old Lion Statue (Obj) 

Y 

130 

250 

500 

; 750 

: 1000 

' 1250 

j J 

1 An Unwelcome Guest 
REWARD: Boogwt of Scarlet Begonios 

18 

24 

Mortie Joinrose 

' Mortie Joinrose 

N 

200 

; 390 

775 

1150 

i 1550 

1950 


teosdMtheIhreol 

11 

17 

Deputy Feldon 

Deputy Feklon , N 

: 95 

190 

380 


, 750 

' 950 


i BbckndcBaHMy 

20 

25 

Guord Howe 

Guard Howe N 

200 

400 

1 800 

j 1200 

‘ 1600 

: 2000 


Bbckrock Menon 

18 

21 

Monhol Morris 

Morshol Morris i Y 


330 

1 650 

I 1000 

1300 

1650 

j ill? 

Delivering Doffodih 
REWARD: 10 SouleedSunfish 

12 

15 

Mortie Joinrose 

' Hofty 

N 

' 25 

55 

: 110 

i 160 

^ 220 

: 270 


I 'Dry Times | 12 

II REWARD: anolv Woven Cloak A Bulging Coin Pulse 

15 

Borkeep Daniels 

Borkeep Doniels 

N ; 

110 

210 

420 

1 625 

850 

’ 1050 

[ j 

' brndiiaGnolb 

11 

16 

Guord Porker 

i Deputy Feldon 

! ' i 

[jL 

' 60 ^ 

^ 120 

170 ! 

230 

~2p 


1 Mhryli Neckloce 

12 

15 

1 Shorn 

Hilory 


Ml^ 

210 j 

420 

, 625 j 

850 

~ip| 


Howling in the Hills 

' CHOICE OF: 1 Bm of iron Will 0 or 1 Gold Militia B 

15 

loots B 

25 

' Verner Osgood 

1 Vomer Osgood 

^ H 1 

200 

: 400 ; 

800 

' 1200 

i 1600 

2000, 


1 1 Howling in the Hills | 15 

1 CHOICE OF: 1 Ring of Iron Will 0 or 1 Gold Militia Boots Q 


Donol Osgood 

Verner Osgood 


200 

! 400 ! 

800 1 

1200 ' 

1600 

' 2000 

I hj 

1 looking Further 

20 

22 

Old lion Statue (0b[) 

An Empty Jar (Obj) 

N_^ 

130 

260 

525 

775 i 

1050 

1300 

Urn || 

1 looking Further 

20 _ 

22 

Theocritus 

An Empty Jar (Obj) 

N 

130 

260 _ 

525 

s 

; 1050 

1300^ 

lip 

1 Messenger to Oorkshire 

J8 

18 

lord Elio Ebonlocke 

Magistrate Solomon N 

35 

_70j 

140 


270 

. 340^ 


( Messenger to Pqrkshire 

18 

18 

Mogistrote Solomon 

lord Elio Ebonlocke Y 

100 

l?.ooI 

.JOO, 

600 

800 

;i(H)oJ 



Rm 1 

' Messenger to Stormwind 

14 

14 ^ 

Gonerol Morcus Jonathon 

Mogistrole Solomon _ N 

25 

. 50_ 

100 

150 

200 

250^ 


1 Messenger to Stormwind 

14 

14 ! 

Mogistrote Solomon 

Generol Marcus Jonathon Y > 

50 

__ioo] 

200 

290 

390 

_ 490_^ 

Nm" 

Messertger to Westfall 

_14 

IP 

Gryon Stoutmontle 

Mogistrote Solomon ^ N 

25 


100 

-J50j 

.200^ ' 

BScil 

IP 

'.itssenger to Westfall 

14 

1 

Magistrate Solomon 

Gryon Sloutmonlle Jf ^ 

_50„ 

. >00^ 

200 

290 ^ 

390 " 

490 ' 

tall 

1 Missing In Action 19 

1 CHOKE OF; 1 Bek of SobiMn nor 1 DiiwW Chain M 

25 Corporal Keeshon 
or 1 Bone-studded lenihern 

Marshal Morris N 

260 

500 

1000 

1550 

2050 

2550 ' 

Up 

1 Morgonth | 

‘ BEiUO; Rose Mantle 

20 

27 ; 

Old Lion Statue (Obj) 

Theocritus 

1 N i 

2B0 

' 550 j 

1100 j 

1650 1 

2200 I 

2750 i 


: [Morgonth | 

I REWARD: Rose Mantle 

20 

"Pi 

Theocritus j 

Theocritus 

: N 

280 

' 550 i 

1100 j 

1650 ' 

2200 i 2750 1 

M 

; 1 Murloc Poachers | 

^ REWARD; Dworvenftlilng Pole/' 

~~20 

IP 

Dockmoster Boren { 

Dockmoster Boren 


160 

' 310 1 

625 1 

925 ' 

1250 

15p 

Ihiill 

|[ 1 Redridge Goulash | 15 

li REWARD: 5 tedridcM GouliHb. HodM BmMm Goulosh 

IP 

Chef Breonno 

Chef Breonno 

H ' 

140 

270 i 

550 ' 

800 ' 

1100 : 

1350 


1 .Bllin to Verner | 

13 

~iPl 

SmllhArgus 

Jlernet^Osgood 

: N i 

JO. 

, 140 [ 


410 

_550_| 

675 ] 

— 

1 ; Selling Fish | 16 

II REWARD: Murloc Rn Sow. Bocigo: Murloc Fin Sow. 5 Rshliver Oil 

iii 

1 

Dockmoster Boren 

Dockmoster Boren 

rr] 

130 

f t 

: 250 i 

500 1 

750 1 

1000 ^ 

1250 1 

di 

teiW 

18 

IP] 

MorsMMorris j 

Morshol Morris 

i N i 

230 

' 460 j 

925 1 

1400 

1850 


na 


18 25 ! Morshol Morris 

(HOKE OF: I Fire Hardened Buckltf > or I Ort (rwher 


17 23 BailiH Conotlwr 


I^Boiliff Conodwr 
I Marshal Morris 


■ ! Ihe Everstill Bridge | 15 20 j Foreman Oslow 

OWICE OF: 1 Smith's Trousofs S or 1 Brhfawwfker 's Gloves H or 1 HldiiHi Gloves f3 


I Foreman Oslow 


IS 16 Foreman Oslow 


14 18 Verner Osgood 


; The lost Tools 

Ij RpRD: 2 Medium Armor Kil 
: The Price ql Shw 

Underbelly Scoles 14 18 Verner Osgood 

CHOICE OF: I Block Whelp Boots BofIBloc k Whelp Gloves □ 

Visit the Herbalist 
Wonted: Goth^^llzogg 


Wonted: lieulenont Fongore 


What Comes Around... 


I CHOKEOf:lbi(lneUino5«»D(dyorlH(ifdeii^ 


15 Guord Porker 

15 26 Wonted: Goth'llrocig (Ohj) 

15 26 Wonted: Lieulenont Fongore (Obj) _ 

22 25 Guard Berlon 


^ Smith Argus 
! Verner Osgood 

Mortie Joinrose 
[^^istrole Solomon 
^ Mogistrote Solomon 


Guard Berlon 





I LOCAL RESOURCES 




STRANGLETHORN VALE 


At the southern end of the Eastern Kingdoms is an area of rivers, jungle, and coastline known as Stranglethorn Vale. This 
gigantic section of the continent is home to many beasts, and it is also a place where Goblins have and pirates are found in 
great numbers. The Horde settlement of Crom'Gol is here, along the western coast (accessed via Blimps from Orgrimmar and 
Undercity). To the south is Booty Bay, a neutral town that is truly a place where anything goes. Some of the finest hunters of big 
game in all of Azeroth come to Stranglethorn in hope of fighting the rarest of felines, apes, and raptors. 


30» 00» 
15« 00« 


MINING 


* oolJ 

jL-Wfl 


HERBALISM 


Fodeleaf Trivial 

Idtodgor'sWhhkers Moderate 

Goldthorn Triviol 


SKINNING 


Quantity of Skinnoble Creatures: Abundant 

Levels of Skinnoble Creatures: 30-50 (Skinning 1 SO-250) 


Jriyiol 

Abundant 

Moderate 



Slranglekelp 

Irivial 

Bruiseweed 

Moderate 

Kingsblood 

Trivial 

liferoot 

Moderate 



HOWTO 


AZEROTH 


KHAZ MODAN 


lORDAERON 


HORTHERH 

KAUMDOR 


SOUTHERN 

KAUMDOR 






1 REBEL CAMP 

Brother Nimeti 40 Quest 
Corporol Bluth 40 Vendor 
Corporal Koleb 40 Quest 
Lieutenant Doren 40 Quest 

2 KURZEN'S COMPOUND 
Kurten Coamrando 34 
Kurien Jungle fighter 32-33 
Kurzen MedkiM Mon 32-33 
Kurten War Panther 32-33 
Kurzen War Tiger 32 
Kurien Wrangler 34 

3 THE STOCKPILE 

Ceianel Kurien 40 Efite Quest Target 
Kurien Conmianda 34-35 
Kurien ERle 30-37 
Kurien Heodshrlnker 34-35 
Kurien Shodovr Hunter 38 
Knrien Sofachiel 38 
Kurien Wftdt Dortor 34 

4 NORTHERN STRANGLETHORN VALE 
Golvon the Anrient 60 Quest 
Bhog'thera 40 Qanst Torget 
Bloodsrolp Renstnmter 34 
Blaadtrolp Hunter 35 
Bloodscolp Stavanger 33 

Elder Strnnglethom Tiger 34-35 
LastoR Rnptor 35 
Mlstvoie Gorlla 32-33 
Panther 32-33 
River CrotoRsh 31 


IT 38 


Sharptoath Frenzy 31 
Stone Mow BosMsh 32 
Stronglethorn Tiger 33 
Stron^thorn Tigress 37-38 
Venture Company Methook 34 
Venture Compony Miner 34-35 
Young Ponther 30-31 
Young Stronglethorn Tiger 30-31 

5 NESINGWARY'S EXPEDITION 
A|eth Rouoch 40 Quest 
Bornll Stonepot 40 Quest 
Hemet Nesingwory 40 Quest 
Jaquillna Dramet 39 Axe Vendor 
Sir S. J. Erigodin 40 Quest 
RWer OotoBsh 30-31 

Young Strnngletham Tiger 30-31 

6 RUINS OF ZUL'KUNDA 
Rloodstolp Benstmoster 34-35 
Bloodscolp Berserher 34-37 
Bloodscolp Heodbunter 36-37 
Bloedtcolp Hunter 34-35 
Bloodscolp Mystk 35 
Bloodscalp Stoat 34-35 
Bloodscolp Tiger 35 
Bloodscalp Witch Doctor 37 
NetiNoh the Oke 40 Quest Target 


7 ZUULDAIA RUINS 
Bloodscolp Berserher 34-37 
Bloodscalp Headhunter 36-37 
Bloodscalp Witch Doctor 37 

B THE SAVAGE COAST 
Bloodscolp Axeriwower 33 
Bloodscolp Shomon 34 
Oystol Sphw Bosifisk 34 
Elder Saltwater OocoRsh 38 
LoshtoR Raptor 35 
Saltwater OocoRsh 35-36 

9 BAL'LAL RUINS 
Bloodscolp Axe Thrower 33 
Bloodscalp ShaoHM 33-34 
Bloodscolp Worrior 33-34 

lOTKASHI RUINS 
Bloodscolp Axe Thrower 34 
Bloodscolp Shaman 33-34 
Bloodscalp Warrior 33-34 

11 LAKE NAZFERITI 
Snopjow OocoRsh 35-34 
Shorptoorii Frenzy 31-32 

12 VENTURE COMPANY OPERATIONS CENTER 
Foreman Cozzle 38 Ooest Target 
Venture Cempony Geologist 35-36 
Venture Company Mechanic 35 

13 VENTURE COMPANY BASE CAMP 
Venture Company Geologist 35-36 
Venture Company Mechonk 34 
Venture Company Shredder 37 

14 MOSH'OGG OGRE MOUND 
Moth'OggLerd4S ERte 
Mosh'Ogg Mauler 43 ERte 
Mosh'Ogg Shomon 43 ERte 
Mosh'Ogg SpoHcroFter 43-44 ERte 
Mosh'Ogg Wnrmonger 41-42 ERte 

15 MIZJAH RUINS 
Mosh'Ogg Brute 34-37 
Mosh'Ogg WHchdoctor 37 

16 SOUTHERN STRANGLETHORN 
Se'Jib SO Tribal Leotherworher 
CoM Eye BosMsk 39 

Jungle Thunderer 37-38 



18 RUINS OF ZUL'MAMWE 

29 NEK'MANI WELLSPRING 

Ano'thek the Cruel 45 

Nogo Explorer 43-44 

Kurzen Mindslave 44 


Mogh the Undying 44 ERte 

30 BOOTY BAY 

SkuRspRtter Axe Thrower 39-40 

'Sea WoH" MocKinley 44 Quest 

ShuRspRtter Beostmoster 42 

'Shoky" Phillips 44 Quest 

ShuRspRtter Berserher 43-44 

Baron Revilgaz 60 Quest 

ShuRspRtter Headhunter 43-44 

Brikk Keenaoft 54 Blacksmith I 

ShuRspRtter Hunter 41-42 

Captain Hecklebury Smotts 37 Quest 

SkuRsidHter Mystk 39-40 

Crank Fizzlebub 34 Quest ' 

SkuRspRtter Ponther 41-42 

Drizilik 45 Quest 

SkuRspRtter Scout 41-42 

Tirst Mote Crazz 44 Quest 

SkuRspRtter Spiritchaster 44 

Flora SRverwind 44 Herbofist 

SkuRspRtter Warrior 39-40 

GromikGoodstitch 34 Tailor 

SkuRspRtter WHch Doctor 41-42 

Gringer 55 Wind Rider Master 


GyR 55 Gryphon Muster 

19 VENTURE COMPANY MINE 

Innkeeper Skindle 46 Innkeeper 

Venture Compoay Foreman 42 

Kebok 35 Quest 

Venture Compnny Strip Miner 40-41 

Kroiek 35 Quest 

Venture Company Tinkerer 41 

Norkk 42 Pet Vendor 


Oglethorpe Obnoticus 50 Gnome Eegbin/OB 

20 THE CAPE OF STRANGLETHORN 

Rikqlz 43 Leotherworher 

Jungle StoRcer 40-41 

XizkGoodstitck43Toilor 


er37 


Shnrptooth Freniy 32 
Strongletharn Tigress 37-3B 

I7BALIA'MAH RUINS 
ShuRspRtter Mystk 39 
ShuHs^er Axe Thrower 39-40 
ShuRspRtter Warrior 39-40 


Shodowmow Panther 37 
ThroshtnHBasish 41-42 

21 SOUTHERN SAVAGE COAST 
BloodsoR Moge 40-41 
Bloodsafl Roidor 40-41 
Cold Eye BosiRsk 39-40 
Jungle StoRcer 40-41 
Nogo Explorer 43-44 


31 WILD SHORE 
BloodsoR Deckhond 43-44 
BloodsoR Elder Magus 44 
BloodsoR Mage 40-41 
BloodsoR Seotbg 44-45 
BloodsoR Swnhby 44 
BloodsoR Swnskbnchler 42-43 
BloodsoR Warlock 42-43 


22 GURUBASHI ARENA 

Brutus 43 

Jungle StoRcer 40-41 

Captain KeeNiaal 47 


Fleot Master Fkollon 48 

23 BLOODSAIL COMPOUND 

Gorr Solthoof 43 

BloadtaR Swoskbuchler 42 

Ironpotck 43 

BleodtoR Warlock 42-43 

Soutkem Sood Crowder 40-41 

Jungle StoRcer 40-41 

32 JAGUERO ISLE 

24 RUINS OF JUBUWAL 

Princess Pooboh SO Quest 

Jon- Jon the Crow 44 

Joguero StoRcer 50 

ZoniR Hunter 44 

King Mukin 55 Quest Target 

ZoniR Zombie 44 

SkymooeGorRIaSO 

25 CRYSTALVEIN MINE 

33 JANEIRO'S POINT 

Irenjow Bosisk 43-44 

Mok'rosh 50 ERte Quest Target 

26 RUINS OF ABORAZ 

34 KAL'AL RUINS 

Yenniku4l Quest 

MurkgiR Fornger 35 

Cbuchy "Ten Thumbs' 43 

MorkgM Hunter 35-36 

ZnnzR Hunter 44 

MurkgW Lord 37 

ZnnzR Nogo 44 

MurkgiR Worrier 35-36 

ZoniR WHch Doctor 44 


ZnniR Zombie 43 

35 GROM'GOL BASE CAMP 


Angrun 40 Herbalist 

27 THE CRYSTAL SHORE 

Brown 35 Leotkerworker 

SRverbackPotriarcb43 

Commander Aggro'gosk 55 Quest 


For Seer Mok'thordin 4S Quest 

28 MISTVALE VALLEY 

Kin'weeloy 39 Quest 

Witch Doctor Unbogwo 50 Quest 

Mudduk 40 Cook 

Elder Mistvnie GoriRa 40-41 

Nimboya 41 Quest 

Gorlosh 47 ERte Quest Torget 

Thysto 55 Wind Rider Master 


Zeppelin Master Nez'rai 60 Zeppeh Recli 





1 Akiris by the Bundle 
1 REWARD: SadiiRgSosh^ 

38 

43 

Privateer 8loods 

Privateer Bloods 

: N 

360 

725 

1450 

2150 

2900 

3600 

j 

1 Akiris by the Bundle 

38 

43 

Prhfoteer 8kxids 

Privoleer Groy 

N 

450 

900 

1800 

2650 

3550 

4450 

10 Si V 

1 Ansirem's Kay 

32 

37 

ArdMwga Ansirem Runewegver 

Cotelyn the Blade 

Y 

140 

280 

550 

850 

1100 

1400 

hi 1 

H Bod Medicine 

1 CHOICE Of: 1 Palm Frond MontleOor 1 Guerrillo C 

30 

leover ^ 

34 

SergeonI Yohwo 

Sergeant Yohwo 

N 

270 1 

550 

1100 

1600 

2150 

2700 


1 Uig Gome Hunter | 28 45 | 

1 CHOICE Of: 1 Moster Hunter's Bow ^ or 1 Master Hunter's Rifle /* 

' Hemet Nesingwory 

1 Hemet Nesingwory j 

1 N ^ 

1 575 1 

1)50 1 

2350 

* 3500 1 

4700 1 

5850 1 


; |HoodsdpClan Heads 

30 

41 

[Ninboya 

I Bubbling Cauldron (Obj) I 

N ’ 

j 330 

650 1 

1300 

2000 

: 2650 1 

3300 ' 

hT" 

I Bloodscolp Eors 
REWARD: 8 Goblin Rshhig Pole 

1 30 

35 

Kebok 

1 Kebok 1 

N ' 

280 

550 ' 

1100 1 

1650 ! 2200 ; 

2750 1 

mV' 





■IttolisofanMlell^ 


30 35 

Lieutenant Dhm j 

Bookie Herod's Records (Obj) 1 


210 

1 1 

825 i 

1 1250 1 

30 40 

Bomil Stonepot j 

Bomil Stonepot | 

1 N 1 

160 

I 310 1 

625 

1 ”5 1 



till I 30 40 , Bornil Slonepol 

■Bi&ieiHisot S l wi ^l l i flra -Ch^ 


im* 

»&w>MiotSlt«(|l»llOT(^ 


30 40 I Barnil Stonepot 


I Bomil Stonepot 


N I ItO ! 310 1 625 I 925 j 1250 ; 1550 j itoT” 

N I 160 [ 310 I 625 | 925 | 1250 j 1550 j None 


I Bomil Stonepot j N | 160 | 310 ] 625 | 925 j 1250 i 1550 [ 

I LieutenontDoren ] N 1 320 j 625 ] 1250 j 1900 | 2500 i 3150 i 


m. ^ Hisif Sfc—Miiini Ow»w IV 


40 I Bornil Stonepot 


40 ! Lieutenont Ooren 




■ttM w'i lwwdt 

'Jiltaty'sFwt 


43 ASnMvS(ro«((l>i) 


35 51 Musty SaoKObj) 


Musty Stroll (Obi) 


360 I 725 I 1450 I 2150 I 2900 [ 3600 I 


44 1 SeoWoH'MocKinley' 


Cortelo'sTreosurelObil | N | 600 | 1200 | 2450 | 3650 j 4900 | 6100 | 

] Sen Wolf MocKinley' | N | 470 ( 925 ] 1B50 [ 2600 \ 3700 1 4650 | 


■iCilKtiog riiite I 

bWbdnrittFilWeoponry 

{HOF: 1 Endnnted tehorite Felbone Daggir > 

45 58 [ Galvan the Antient | Golvon the Antient 1 

or 1 Enchanted Azshorite Felbone Sloff or 1 Enchonted Azshorite felbone Sword y 

V 1 

60 1 

120 1 

250 [ 

370 1 

500 I 

625 1 

None 


“T~ri 

Ruined LifebootfObO 1 

Ruined Lifeboat (Obj) 1 


0 1 

0 1 

0 1 

0 1 

mi 

0 1 

None 

bibt 

31 

38 1 

Drizzhk 1 

Drizzlik { 

N 1 

290 [ 

575 1 

1150 1 

1700 1 

2300 { 

2850 1 

None 

■mtuilsiot Bools H 













i>iM>tl> 1 

35 

50 i 

Sprogger | 

Captain Hecklebury Smotts | 

H 1 

700 1 

Moot 

2650 1 

4250 1 

5700 1 

7100 1 

None 

^bbioili 

32 

37 

Krozek 

Krozek 



420 1 

850 

1250 1 

1700 1 

2100 1 

30B ooe 

miiyiioio 

Bi lled Sod Com 

1 46 


Yonniku | 

1 N 1 

1 0 

0 1 

0 

1 0 1 

0 1 

0 1 

None 

Mta' 

'bub FooTs Stout 

35 


1 Crank Finlebub | 

Crank Fiulebub 

N 1 

I 0 1 

0 1 

1 0 ! 

1 0 i 

0 1 

0 1 

None 

1 

1 30 

"T1 

' Nintboyo | 

1 Nimboyo 

H 1 

290 

575 1 

1 1150 1 

' 1700 

2300 

2850 

None 

■DOF: 1 Oorkowor Cuffs or 1 Dorkspeor Arinsplints D 









UiUmw 

iBD:GNUMdGlo«o$[3 

31 

36 

Kebok 

, Kebok 

N 

1 280 1 

! 550 

1100 

■ 1700 

2250 

2800 

None 

LbtMku 

30 

34 

Hknboya 

Nimboyo 

Y 

270 

550 

1100 

1600 

2150 

2700 

None 1 

MdullBi 

28 

32 

Krozek 

Krozek 

N 

130 

260 

525 

775 

1050 

1300 

I6« OOB . 

i^ptM 

1 1 

Cop'll OwiUbt 

(op'n Copyright 

N 

0 

0 

0 

0 

0 

0 

None j 


1 1 


Nez'roz 

N 

0 

0 

0 

0 

0 

0 

None 

bMiiliidiei! 

1 1 

CopMn Obvious 

Coptoin Obvious 

N 

0 

0 

0 

0 

0 

0 

None ; 

bnAiuliNM 

1 1 


Nez'roz 

N 

0 

0 

0 

0 

0 

0 

None 

liAiaik 

30 

33 


Lieutenont Doren 

Y 

130 

260 

525 

775 

1050 

1300 

None 

;iifiiE|ii(iiit 

WBDriliilt(o|io^? 

37 

42 

Dizzy One-Eye 

Diny One-Eye 

' 

430 

850 

1700 

2600 

3450 

4300 

None 

32 

37 

ConoralKaleb 

Krozek 

Y 

140 

280 

550 

oso 

1100 

1400 

None 

haABH 

30 

38 

Brother Nimetz 

Brother Nimetz 

Y 

360 

700 

1400 

2150 

2850 

3SS0 

None 


32 

37 

Boron Riuigai 

Archmoge Ansirem Runeweover 

N 

140 

280 

550 

850 

1100 

1400 

None 1 

MU 

30 

43 

Brother Nimetz 

Brother Nimetz 

N 

450 

900 

1800 

2650 

3550 

4450 

1 None j 

■PfaiOrt , , , , , ^ , 


fls 55 IPrintessPooboh | Printess Pooboh | N | B50 i 1700 1 3400 [ 5050 | 6750 | 8450 j 


attfUctdi'sRoselili 

iMMi'sEndmtnwnl 

33 

38 

For5eerMok'thordin 

For Seer Mok'thordin 

Y 

290 

575 

1150 

1700 

2300 

2850 

None 

Mdi’sEiicliontiiwiI 

33 

41 

For Seer Mok'thordin 

For Seer Mok'thordin 

Y 

330 

650 

1300 

2000 

2650 

3300 

None 

liMi'sbidiontiiient 

33 

41 

For Seer Mok'thordin 

For Seer Mok'thordin 

Y 

330 

650 

1300 

2000 

2650 

3300 

None 

tfWi'sbdnntinent 

1 33 

44 

For Seer Mok'thordin 

For Seer Mok'thordin 

N 

470 

925 

1850 

1 2800 

3700 

4650 

None 


iMBOnkwoldnlUShflinon 


28 

31 

SirS.J.ErMhi 

Sir S. J. Erigodm Y 

190 

380 

750 

1150 

1500 

1900 

None 

Cbu 

28 

33 

SirS.J.Etlaodh 

Sir S.J. Erigodin Y 

200 

390 

775 

1150 

1550 

1950 

None 

dp 

28 

38 

SirS.J.Etiaodbi 

Sir S.J. Erigodin Y 

220 

430 

850 

1 1300 

1700 

2150 

None 1 

yehskry 

28 

40 

Sir S. J. Erigodin 

Sir S.J. Erigodin j N 

320 

625 

1250 I 

1900 

2500 

3150 

None 

■BFueth Hunter UnriRBES 

.Mldedib 

30 

37 

IMenonl Doren 

Corporal Sethmon j Y 

30 

1 

110 

170 

230 

290 

None ! 

mfOueren' 

32 

39 

CnielyntheBlode 

Cotelyn the Blade Y 

300 

1 600 

1200 

1800 

2400 

3000 

None 1 


28 

34 

Hemet Nesingeiary 

Hemet Hesingwory , Y 

200 

400 

800 

1200 

1600 

2000 

Hone 


28 

36 

Hemet Nesbigwnry 

Hemet Nesingwary | Y 

210 

420 

850 

1250 

1700 

2100 

None ; 


28 

41 

Hemet Nesingwary 

Hemet Hesingwory i Y 

250 

490 

975 

1450 

1950 

2450 

None 

iMfIctiiy 

28 

43 

Hemet Hesingwory 

Hemet Hesingwory ! N 

1 360 

725 

1450 

2150 

2900 

3600 

None ' 

DBlBpllunter Tunic n . , , , 

IvtiilleiN 

30 

37 

Corporal Sethmon 

LieutenontDoren | N 

1 290 

: 575 

1 1150 

1 1700 

1 2300 

1 2850 

1 None 

HDFIlBlialirSimdolsF ]or 1 Frost Metol PouldronsQ 

itauDne 

I 30 

37 

I 

] LieutenontDoren | N 

j 290 

1 575 

1 1150 

: 1700 

i 2300 

: 2850 

! None 


jjCOf: l ^JldbirSflndolsk iw 1 frost Metal Pnuldrons W 





[0)QUESTS 


continued 


i ’1^ 

; Return to Corporol Koleb 
: REWARD: Cop of HonmmyD 

32 

37 

Krozek 

Corporal Koleb 

. ; 

290 1 

575 i 

1150 1 

1700 

2300 

2850 

to 

si 

1 Return to ModGnby 

30 

41 

Shaky’ Phipe* 1 

Sea Wolf MocKinley’ j 

1 1 

250 j 

490 1 

975 

1450 j 

1950 

2450 j 

ijE 

i: Return to the Blosted Lands 

45 

58 

Galvan the Ancient | 

Fallen Hero of the Horde | 

V 

160 I 

310 i 

625 

925 i 

1250 

Isij 


1 Saving Yenniku j 30 46 

1 CHOICE OF; 1 NMwyii^ Mntkol StoK or 1 Medal of Owran 

Kin'weelay I 

Nimboyo j 

N 

500 I 

1000 I 

2000 

3050 1 

4050 

5050 1 

^ 11 

ScarinSyty 

30 

41 

SeoWolf'MacXmley' 

Shoky’Philipe' 

V j BO ! 

160 j 

330 

490 : 

650 1 

~8»~ 

^ il 

finifcv Blue Shards 

30 

35 

Crank Rzzlebub | 

Crank Rzzlebub 

V 1 280 i 

550 ; 

1100 

1650 

2200 j 

2750 

^ J 

I SkuMnar Tusks 

37 

42 

Kebok 1 

Kebok 

n1 

350 I 

700 i 

1400 

2050 . 

2750 1 

3450 

^ 1 

! Some Assembly RaquirMi 

31 

36 

Drizzh'k j 

Drizzlik 

Y 1 280 i 

550 1 

1100 

T70o| 

2250 ^ 

2800 


i SpeddmwithGon'zuloh 

30 

46 

BebUtag Cauldron (Obi) j 

Bubbling Cauldron (Obj) 

N 1 

410 i 

800 : 

1600 

2450 

3250 1 

4050 

Ita^ i 

SpetlldillwithNezzliok 

30 

40 

lubbtng Cauldron (Obi) 1 

Bubbling Cauldron (Obj) 

N j 240 : 

470 I 

950 

1400 

1900 1 

2350 

lir ^ 

i| Sudd Forces 

30 

38 

SergeonlYohwa | 

Lieutenant Doren 

Y I 290 ; 


1150 

1700 

2300 

2850 


r { Spkt Bone Necklace ; 30 

CHOICE OF: 1 Darltspaor Shoes R or 1 Oaritsaeor BootsQ 

42 

Kin'weelay I 

Kin'weeloy 

N 1 350 1 

700 

1400 

2050 

2750 1 

3450 

hT 1 

-- JJ 1 

11 ISkiogUMn Fever 

32 

35 

Witch Doctor Unbagwo 

Witch Doctor Unbogwo ; 

N i 

0 : 

0 

0 ; 

0 ~ 

0 ^ 

_0J JaJl ll 

= 1 Stronglelhorn Fever 
i REWARD: Medicine Blonket*!? 

40 

45 

Rn Fizrocket ' 

Rn Rzrocket | 

N I 

575 i 

1150 

2350 : 

3500 

4700 i 

5850 1 

gif 

1 SmIii to Private Thorsen 

30 

32 

Krozek j 

Privote Thorsen 

N 

130 

260 j 

525 

JjT 

1050 

Im 


1 StMiyondDeoMid 

26 

31 

Orizzlik 1 

Drizzlik 

N 

250 

500 

1000 

1500 

2000 

2500 


1 TheBlode 

32 

40 


Cotelyn the Blade 

N 

240 

470 

950 

1400 

1900 

2350 


1 The Bloodsoil Buccaneers 

37 

41 

First Mote Crozz | 


Y 

250 

490 

975 

1450 

1950 

2450 

(1^ 

^ The Bloodsoil twcoimn 

37 

41 

Bloodsoil CenespoadaiKolObO 

Rrst Mote Cron 

Y 

250 

490 

975 

1450 

1950 

2450 

taj . i 

} The Bloodsoil IwniiNn 


41 

Rrst Mole Crozz 

Fleet Moster Seohom 

Y 

80 

160 

330 

490 

650 

825 



The Bloodsoil Buccaneers 

tjL_ 

43 

Fleet Master Seohom i 

Fleet Master Seohom 

Y 

360 

725 

1450 

2150 

2900 

3600 

NbTI ^ 

The Bloodsoil Buccaneers 

37 

45 

Fleet Moster Seohom ] 

Fleet Moster Seohom 

H 

490 

975 

1950 

2900 

3900 

4850 

: s:;] 1 

1 REWARD: BUcwiriir Tunic □ 













j The Coptoin's Chest 
1 REWARD: Bloodbond Bracers 

35 

45 

Captain Hecklebury Smotts 

Captain Hecklebury Smotts j 

N 

290 : 


1150 1 

1750 ' 

2300 ’ 

"woo] 


l,TheCoiMR^Cutloss 

35 

iri 

Captain HedtlebarySmotts j 

Sprogger j 

[T] 

40 


160 

s 

310 

3 


‘ The Curse of the Tides 
h REWARD: Robe of Crntd Waters n 

[ 32 

40 , 

Cotelyn the Blode | 

Boron Revilgoz 


390 


1550 1 

2350 

3100 1 3900 

'nu ' 

! 

J 

nr 

36 I 

CofflnionderAggro'gosh I 

Commonder Aggro'gosh 


JB0_^ 

550 1 

1100 

1700 

; 2250 

2800 1 

I ^ 

■ The Defense of Grom'gol 
V REWARD: Gtem'ael Buckler i 

|33 

37 i 

Commander Aggro'gosh { 

Commander Aggro'gosh 


290~^ 


115^1 

1700 ' 

’ 2300 I 


Bm 

, U 1 : 

J 

i 

1 30 

45 

lobhltagCouldron(Obi) ^ 

Kin'weeloy 

r Y '! 

40 

1 80 ' 

160 

230 1 

riiol 

390 1 


The Green Hills of Sironglethorn 
REWARD: Olmonn Sewor / 

I 30 

40 1 

Bornil Stonepot | 

Bornil Stonepot 

! N 1 

470 

; 950 

1900 

1 2800 

\m\ 

4700 1 


' The Haunted Isle 

I 32 


1 Krozek 

1 Boron Revilgoz 


30 

E 

nr 

E 


H 

1 iC s 

The Hidden Key 
REWARD: Bookmaker's Sciplir 

nr 

in 

1 Bookie Herod's Records lObj) 

1 Bookie Herod's Strongbox (Obj) 

m 

140 

1 280 

lE 

1 850 

1 1100 

\m\ 


TheMEyi 

30 

46 

IQn'weelay 

Kin'weeloy 


500 

rioM^ 

2000 

lo^ 

4050 


Il»l^ 

.The Second Rehellion 

30 

33 

SergeonlYohwa 

Sergeont Yohwo 

Zr 

200 

1 390 

775 

1150 

1550 

1950, 

Nos" 

The SbiQtag Crystals 

30 

45 

Kki'weeloy 

j Kin'weeioy 

Y 

390 


1550 

2350 

3100 

3900 

IhV 

TheSpyRevNliill 

30 

37 

Bookie Herod's Smndwx (Obi) 

^ Lieutenant Doren 

Y 

140 


550 

850 

1100 

1400 


" The Stone of the Tides 

32 

37 

Boron Ravilgoz 

1 Boron Revilgoz 

Y 

290 

IE 

1150 

1700 

2300 

2850 

^ 

1 The Vile Reef 

30 

37 

1 KIn'weolay 

j Kin'weelay 

N 

1 290 

■ 575 

1150 

1700 

2300 

2850 

*m 

DoerMostary 

2B 

31 

iAbAtotaKfc ^ 

Ajeck Rouock 

Y 

1 190 

j 380 

750 

1150 

1500 

1900 

Bee" 

HHf Hnlny 

28 

33 

|Aie(kRouock 

Ajeck Rouock 

Y 

1 200 

j 390 


j 1150 

; 1550 

i 1950 

B«^ 

ligir Mastary 

28 

35 

! Ajeck Rouock 

1 Ajeck Rouock 

Y 

j 210 

410 

825 

i 1250 

1650 

1 2050 

Itae" 

Tiger Mastery 

REWARD: IgirHiffitarGlovesQ 

1 28 

37 

Ajeck Rouock 

[ Ajeck Rouock 

N 

1 290 

! 575 

I 1150 

1 1700 

2300 

; 2850 

Itai" 

Troll WHdiary 

30 

40 

1 Brother Nimetz 

Brother Nimetz 

N 

320 

625 

1 1250 


2500 

W 

Bm 

Trollbone 

32 

37 

Mndwyo 

Zengu 

Y 

70 

140 

1 280 

430 

575 

700 

lla~ 

U( to Snuff 

37 

41 

Oeeg 

Deeg 

N 

330 

650 

j 1300 

2000 

2650 

3300 

Bw^ 

Venture Compony Mining 

CHOICE OF: 1 Goblin Mler / or 1 Silver Spade /> 

30 

41 

; Crank Rzzlebub 

1 Crank Rnlebub 


330 

650 

' 1300 

2000 

2650 

3300 

Non" 

; j Voodoo Dues 

30 

44 

: SeoWoK-MadOnley' 

Sea Wolf MocKinley’ 

N 

1 380 

~7^ 

1500 

1 2250 

i 3000 

Tm 

i «a 

1 j Water Elementols 

32 

37 

1 Boron Revdaoz 

Boron Revilgoz 

Y 

I 290 

575 

1150 

1 1700 

1 2300 



1 1 Welcome to the Jwigle 

28 

30 

j Bornil Stonepot 

Hemet Nesingwory 

N 

25 

50 

100 

150 

I 200 

250 

Bom 

iWliisIttySlkn'sliislGroQ 

40 

50 

! Whiskey Slim 

Whiskey Slim 

N 

, 470 

950 

1900 

2800 

3750 

Him 

Bom" 

■ ZonziTs Seaet 

REWARD: Belt of ComiptiimE 

1 35 

44 

I Crank Rzzlebub 

Crank Rzzlebub 

N 

1 380 

1 750 

1500 

j 2250 

1 3000 


istw 

' 




SWAMP OF SORROWS 


Through Deadwind Pass, east from Duskwood, is the Swamp of Sorrows. This sad land leads toward the Blasted Lands, most 
dangerous of locations, and the swamp itself seems to have suffered some of the taint from that proximity. Dragonkin dominate 
the eastern swamps, destroying any interlopers, while Murlocs, Spiders, and Horde patrols hold the south. Fortified and reinforced 
frequently is a Horde outpost in the south, in a spot where the Alliance simply has no control or ability to oust their troops. To the 
north, many swamp-dwelling folk are found, though some are mad and aggressive to all, a few have wisdom to share. 




SKINNING 

Quantity of Skinnable Creatures: Moderate 

Levels of Skinnable Creatures: 3S-4S (Skinning 175-225) 


OCAL RESOURCES 




Moderate 

Goldthorn Moderate 


Moderote 

Fadeleal Moderate 







Wolcher Blflgi 




I JraiwthyslCrysIqk 


Quorlermaslet Lungcrtz 


MO 550 1100 1650 2200 I 2750 ] 


1 

Entrooching Wildlife 

1 30 37 

Watcher Biggs 

I Watcher Biggs 

Y 

290 

575 

. "iL 

j 1700 

2300 

2850 

1 ^ 

! ta 1 

fresh Meal i 35 44 

REWARD: 10 Grilled King (rnder Legs, leather Chef's Bell Q 

Dor 

Dor 

N 

380 

750 

* 1500 

' 2250 

3000 

3750 

J 

Galen's Escape 30 38 

REWARD: Visionary Buckler i 

Galen Goodword Galen's Strongbox (Obj) N 290 

575 I 1150 

1700 2300 

2850 



,Lackof$mlK 

35 40 

Dor 

Tok'Kar 

Y 

320 

625 

1250 

1 1900 

2500 

[ITsol 

i Im 1 

Lack of Surplus 

35 

Tok'Kar 

Tok'Kar 

Y 

350 ' 

700 

1400 

I 2050 

2750 , 

1 3450 



NeekoBlotcIscor 

30 35 ^ 

Hilgram the Swift 

Neeko Bloodscar 

Y 

140 

1 270 

550 

^ 800 

1100 1 

1 1350 



; Pool of Tears 

38 43 1 

fel'zorul 

fel'zerul 

Y 


1 900 

1800 ^ 

, 2650 

3550 

1 4450 

If 


' The Aloroi Exile 

38 44 , 

' Fel'zorul 

Alol'ai Exile 


380 I 

750 

1500 

2250 

3000 

, 3^50 

ta II 

The lost Corovon 

30 35 , 

, Watcher Biigi 

Watcher Biggs 

I 

1 Y 

280 1 

550 

1100 ' 

1650 

2200 

1 3730 

tell 

The Missing Orders 

45 50 

Disputch Commonder Rung 

Bangor i 

1 Y 

120 , 

240 


725 

950 

1 12 flo] 

1 ** '| 

The Swomp Tolker 

45 55 


Fallen Hero of the Horde | 

N 


1150; 

1 

‘ 2250 


4500 


te 1 


The Temple of Alal'Hokkor 
i REWARD: Guordion Talismon 0) 

38 50 

Fel'zorul 

Fel'zerul | 

N 

600 

1200 

2350 

3550 

4700 

5900 

te 1 

1 

Threot From the Sea | 35 43 Kotor ; Tok'Kar N 360 

' CHOICE Of: 1 Tok'kor's Murloc Shonkor or 1 Tok'kor's Murloc Basher or 1 Tok'kar's Murloc Chopper 

725 1450 

2150 , 2900 

3600 

■■ te^ 

,i Threat from the ^ 


Katar 

Kotor 

Y 

450 ' 

900 , 

1800 ; 

2650_: 

3550 , 


tel 

i Threat From the Seo ; 

35 45 

Tok'Kar j 

Kotor 

Y I 

0 

. 0 ■ 

0 I 



0 ' 

tel 




‘-y .i 


V in 


IMININC 


1 SPLINTERSPEAR JUNGION 

Sorrow Spirnwr 36-37 

North Marloc 41 

Sorrow Spianor 36 

Swamp Jogoor 36-37 

RAonttroot Crowlor 43 

Stonord Scoot 37 

Swompwolier 39 

Sawtooth Snapper 42 

Swamp jogoor 36 

Tonglod Horror 40 

sat Crowltr 40-41 

2 MISTY VALLEY 

S FALLOW SANGUARY 

Stonord Explorer 38 

MireLord42 

Galon Goodword 37 Quest 

8 SORROWMURK 

Swompwolitr Elder 39-40 

Lost Ono Chioftohi 39 

Elder Drogonkin 4S Elte 

Swompwoftor 3B-39 

Lott Ono Cook 37 

Sowteorii Snapper 41-42 

Tangled Horror 40-41 

Lott Ono Fhktmian 36 

ScaloboneCoptoia 43-44 ERte 

3 THE HARBORAGE 

Lott Ono Hunter 36-37 
Lett Ono MndtdwoBor 36-37 

9 POOL OF TEARS 

Mogtoor 42 Quest 

UstOnoRiftteoker 37-3B 

Green Scolohone 42 ERte 

Mosot T'ondr 44 Vendor 

Lest One Soor 38 

Green Wyrmkin 42 ERte 

Draonol ExHe 42 

Stonord Exploror 37-38 

SadohoneCaptoin 43-44 ERte 

Swamp Jogoor 37 

Young Sowtooth OocoBtk 3S-36 

6 NORTHERN SWAMP OF SORROWS 

10 STONARD 


Sowtooth Oo(o«tk 38-39 

Breyk SS Wind Rider Matter 

4 THE SHIFTIHG MIRE 

Shodow Ponthor 39-40 

Dispatch Commander Rung 60 1 

Lost One Fithermon 36 

Tonglod Horror 40 

Ferzerul 60 Quest 

Lott Ono Motkdwollor 36-37 

Grunt Thorlok SS Quest 

Lott Ono Mudlurktr 34 

7 MISTY REED STRAND 

Grunt Zuul SS Quest 

Nohoru Hm Cudgol 39 Onett Target 

North Flothootor 43-44 

Helgrum the Swift 60 Quest 

Sowtooth OoceBtk 3t 

North Inhtpewer 42-43 

Rogvor S3 Alchemist 


Stonard Cortogropher 52 
Stonord Grunt 55 
5tonord Ore 50 
Stonord Woyfinder 50-51 
Zun'dartho 60 Quest 

nSTAGAlBOG 
Doatlistrftt Idrartula 40-41 
Marsh Fleshaatw 43 
North hdttptwtr 42-43 

12 STAGAIBOG CAVE 
North FlashMtar 43 
North hhtpower 42-43 
North Orodo 45 

13 PASS TO BLASTED UNDS 

FoHen Hero of the Horde 60 Quest ; 

14 ITHARIUS' CAVE 
Ithorius 45 Quest 






None 


None 

None 

None 

1» 20# 00f_ 



WESTFALL 

Westfall is the bread basket of the southern lands. Once home to hundreds of the best farmers, the area is now sparsely populated: 
attacks from a huge band of Gnolls and increased activity by the Defias have almost driven everyone out of Westfall. Moonbrook 
is now a ghost town, save for the wandering of foul bandits, and none of the mines in the area are in the hands of good or honest 
folk. A militia of the people has formed and rallied around Sentinel Hill, one of th'e remaining bastions of resistance by the locals. 
Calling for help from Stormwind, they hold out and work to protect the remaining farms of Westfall. 



^Great 
^^Sea • 


MOON '»OOi 


LOCAL RESOURCES 



HERBALISM 


SKINNING 



Peocebloom 

Silverleof 

Jorfhrool 


Irivlal 

Moderate 

Moderote 


Quantity of Skinnoble Creatures: Moderate 
Levels of Skinnoble Creatures; 10-16 (Skinning SO-80) 


Briarthorn 

Bruiseweed 


Moderate 

Moderate 



HOWTO 


AZEROTH 


KHAZMOOAN 


lORDAERON 


NORTHERN 

KAUMDOR 


SOUTHERN 

KAUMDOR 







10 16 OldJuglObj) 

REWARD: Silver Bor, tapWii Sondtr's Shirt, (npUlB Sandif's Sosh fl, (optoh Sender's Booty Bog 
10 1 6 , (omoln'sFootlodiwIOlit) 


lod(«d Chest (Objl 


Goretusk Liver Pie 9 

KWWD; 3 Gorelusk Liver We. Iidpe: Gorelusk Uver Pie 


16 :groken Barrel (Obi) 


I Broken BorrellObi) 


12 i Salma Soldeon 


Old Jug (Obi) 


: Salma SaMean 


I Keeper of the Flame j |Q |6 | Captain Grayson 

I RtWARD: Stroll of Inlelert. Scroll of Stomina end CHOICE OF: 3 Mbiof Mwo Potion or 3 Minor Hi 

Hi ! PntrAllln/i Ufacrfrill | ' 


I I Potrolling Westfall I 8 M | Captain Danuvin 

|j CHOICE Of: 1 Belt of the Piopla^ Mtlio B or I Broars of the Ptoiile's Militia f~| 

I jPoorOldBlanthy [9 13 I Verna furibrow 

REWARD: Old thmiH'i Blanket W. Old Blondiy's Feed Pouch 


i Verna Furibrow 


I ; Red Leather Bondonos |0 15 SroutGolioan SroutGolioan 

I , gfOKtOF: I Ooeli of the People's Militio W or 1 Greaves of Hie People's Mitlo Bar I legglBiis of the People's Militia FI 
. Red Silk Bondonos M 17 SroutRiell 

H CHOICE OF: I Solid Shortblode y cf I Srrimshow Dogger or I Herdiig Axe z’* 


I Sweet Amber 
REWARD: Thunderbrew's Boot Flosk 


44 Grimbooze Ihunderbrew 


Sweet Amber 

40 44 

I Grimbooze Ihunderbrew 

i Grimbooze Thunderbrew [ Y 

380 

750 

1500 

2250 ^ 

1 3000 

3750 



swMjyiif 

40 44 

. GrhnlMimTliaMlnibmr | 

Grimbooze Thunderbrew ! Y 

470 

925 

1850 

2800 ' 

! 3700 

46S0 



Sweet Amber 
Sw66t Amber 

40 44 

j Grimbooze IlNnderiiimv j 

Grimbooze Thunderbrew 1 Y 

470 

92S 

1850 

2800 

3700 

4650 

-Lf ^ 

The Const Isn't Qw 

10 19 

Gthobonzt Ihunderbrew | 

Captain Graysm j 

Grimbooze Thunderbrew j Y 

Coplain Grayson j N 

470 

ISO 

925 

290 

1850 

575 

2800 

875 

3700 

1150 

4650 

1450 

UM 

!!il 



Gregter Fltshripper 16-17 

M«rfo< Coaetrenntf 12-13 

AAerlec Henter 16-17 

Murlor Minor Orode I3-M 

MoHorNetter U-tS 

AAorlor Orode 17-18 

Murlor Raider 11-12 

Murlor ndehonter 17-19 

Merlor Worrier 15-16 

Old Mork-Eye 20 ERlt Ooest Target 

Rhrerpaw HerbolKt 14-15 

Riverpow Mongrel 13-14 

5ond Crawler 13-14 

5eo Crawler 15-16 

Shore Crawler 17-18 

2 WESTFALL LIGHTHOUSE 
Captoin Grayson 30 Quest 

3 GOLD COAST QUARRY 
Coyote Pockleoder 12-13 
Coyote 10-11 

Delias Looter 13-14 
Defiot looter IM4 
Delios PtHoger 14-15 
Delios Trapper 12-13 
Fleshrippor 13 
Goretosk 14-15 
Harvest Golem 11-12 
Riverpow Miner 14-15 
Yeong Goretosk 12-13 

4 THE DAGGER HILLS 

Grimbooze Thunderbrew 20 Quest 
Delios Highwoynion 17-18 
Defies Knodiledoster 16-17 
Defies PothstoAer 15-16 


Defies Knoddedoster 16-17 
Defies PathstoAer 15-16 
Defies PMoger 14-15 
Fleshrippor 13-14 
Goretusk 14-15 
Riverpow Rrute 15-16 
Riverpow Herbalist 14-15 

6 ALEXSTON FARMSTEAD 
Defies Looter 13-14 
Defies Pillager 14-15 
Defies Smoggler 11-12 
Defies Iropper 13 
Dost Devi 18-19 

Foe Reoper 4000 20 
Horvest Golem 11-12 
Harvest Watcher 14-15 

7 MOONBROOK 

Entrance to Deodmines Instance 
Delios looter 13-14 
Defiot PHoger 14-15 
Fleshripper 13-14 
Horvest Golem 1 1-12 

8JANGOLODE MINE 
Coyote Pockleoder 12 
Coyote 10-11 
Defiot Smoggler 11-12 
Defies Tropper 12-13 
Kohold Digger 12-13 
Yeung Fleshripper 10-11 


9 FURLBROW'S PUMPKIN FARM 
Benny Bloomo 15 

Coyote 10-11 
Defiot Looter 13-14 
Defies PHoger 14-15 
Defies Smoggler 11-12 
Defios Trapper 12-13 
Fleshripper IM4 
Horvest Wotdier 14-15 
Yeuog Fleshripper 10-11 
Yoong Goretusk 12-13 

10 THE MOLSEN FARM 
Coyote 10-11 
Horvest Golem 11-12 
Horvest Wotchor 14-15 
Yoong Fleshripper 10-11 

11 SALDEAN'S FARM 
Farmer SoMeon 20 Quest 
Solmo Soldeon 20 Quest 
Coyote 10-11 

Harvest Golem 11-12 
Harvest Wotcher 14-15 
Yoong FUtkrippor 10-11 
Yoong Goretusk 12-13 

12 THE JANSEN STEAD 
Former Furibrow 20 Quest 
Verno Furibrow 20 Quest 
Coyote 10-11 

Defiot Footpod 10-11 
Riverpow GnoN 11-12 
Rusty Harvest Golem 9-10 
Young Fleshrippor 11-12 
Young Goretusk 12-13 


I 13 SENTINEL HILL ' 

Coptain Donuvin 33 Quest 
Delias Traitor 15 Quest 
Gryon Stoutmontle 35 Quest 
Innkeeper Heather 30 Innkeeper 
Kirk Maxwell 30 Stable Master 
Protector Bialon 30 Quest 
Scout Golioan 30 Quest 
Thor 55 Griffon Master 
Defios looter 13-14 
Defiot PMoger 14-15 
Fleshripper 13-14 
Goretusk 14-15 
Greet Goretusk 16-17 
Greeter Fleshripper 16-17 
Yoong Fleshripper 10-11 
Yoong Goretosk 12-13 

14 THE DEAD ACRE 


Greet Goretusk 16-17 
Greater Fleshripper 16-17 
Harvest Reaper 17-18 

15 THE DUST PLAINS 
Defiot Tower PotroBer 24 
Defios Tower Sentry 24-25 
Dust DovR 18-19 

Greet Goretusk 16-17 
Kloven Mortwoke 26 Elte Quest l«|il 
Riverpow BondH 16-17 
Riverpow Mystic 18-19 
Riverpow Toskmester 17-18 
Venture Co. Drone 22 

16 STILWEll FARM 






1 

















ESiunullH 
8# oo« 

1 

tiMNiNCt 15 20 Captain Groyion 

MOf:l{ti«on'slortho»] Budtierol the Sens • nr 1 TenMObl Wend /* 

(aptoin Grayson N 

160 

310 

625 

925 

1250 i 1550 

None 

Nons 

j 

^Uslninrhood 

M 

18 

Gryen Stoutnwntle 

1 Gryon Stoutrrantle 

N 

140 

270 

550 

800 

1100 

1350 

None 1 

Maiia 

1 

K^lcIntlieHiood 

14 

18 ' 

GryaStoutmantle 

1 Why the Black 

Y 

140 

270 

550 

800 

1100 

1SSI 

None . 


None 

i 

tublrothiM 

14 

18 . 

Miy the Block 

1 Gryon Stoutrrantle 

Y 

70 

140 

270 

410 

550 

675 

None 1 


r 


WboiNrhood 

14 

18 

GryaaStoutmontle 

Moster Mathios Shaw 

Y 

70 

140 

270 

; 410 

550 

675 

None 


6# 00# 

f ■ 

KihBlnliifhood 

14 

18 

Master Mathios Show 

Gtyon Stoutmontle 

Y 

35 

70 

140 

200 

270 

340 

None ^ 




14 

18 

The Delios Traitor 

GryonStoutmontle 


170 

340 

675 

1000 

1350 

1700 

None 

Non# I 

|bWclntlMM M 

WOF: 1 flnussK of Westfoll d oi 1 Tunic al Westfall Q 

22 ' 
lorlSt 

Gryan Stoutmontle 
off of Westfall 

GryonStoutmontle 


260 

525 

1050 

1550 

2100 

2600 

None 


None 

_ _ ' 

^ihjiMilleirtooin 

W: ItMbBdced Bread, 10 Ice Cald Milk 

9 

12 

Former Furlhcow 

Former Furlbrow N 

90 

180 

360 

550 

725 

1 900 

None 


None 1 I 

|iii|U 8 

iQK Of; 1 Hocvtstec's Pants C] or 1 Harvester's Robe Q 

15 

Former Soldean 

Farmer Soldeon N 

110 

210 

420 

625 

850 

1050 

None 


None I 

kM'sWllia 

1 ’ 

12 

1 6ntM Stoutmontle 

[ Gryon Stoutrrantle 

M- 

1 

180 

360 

550 

725 

900 

1 5# 00# 1 



hM'sifaia 

, 9 

14 

, Gryon Stoutmontle 

Gryon Stoutmontle 

1 Y 

100 

200 , 

390 

600 

775 

975 

6# 00# , 


None ] 

^fMfli'rllitio 1 9 17 GryonStoutmontle 

IKOf- 1 Edotol the People's Militia y or 1 Fist of the People's Militia or 1 5park of the People's Militia Z' 

Gryon Stoutrrantle 


1 160 

320 

1 650 

[ 950 

1300 

1600 

1 None 

65# 00# 


lager 

l^lhendefbcewlnif 

0 

15 

Grimbooze Thunderhrew 

Grimbooze Thunderhrew { N 

1 0 

0 

0 

1 0 

0 

1 0 

' None 

9 

25# 00# 













9 

25# 00# , 

i| 


1 9 10 

i Verm Furlbrow 

Solma Soldean 

N 

!iL_ 


1 170 

1 250 

1 340 

1 420 

1 None ! 

9 

25# 00# 1 


'jp OJItelfal Stew. Recipe; Westfall Stew, Soltr 

' 9 

13 

Solrra Soldean 

Solrra Soldean 

I ** 

' 90 

I 180 

360 

1 550 

1 725 

1 900 

None ' 

11# 00# 1 


lo's Oven Mitts fH^Shorp Kitchen Knife 













'MlLimfiYvWA^ 


High above Dun MoroBh is the city of Ironforge. A gem in the eye of Dwarves and Gnomes alike, this city embodies protection, craftsmanship, and stability for the Dwaw 
Empire. Though the Gnomes have lost their nearby capital of Gnomeregan, life here is good and few enemies dare to draw close. The greatest threat, in the eyes of the Dwjr. 
comes from within. The Dark Iron Dwarves and any traitors who side with their cause threaten to subvert whatever they touch. Ironforge's loyal servants are always in if ' 
lookout for these perils. i 


/SnflfURY'SWI 
Dolman Steellui 
Grtnil Stoellury 

8 FIZZIESPINNER' 
Bryllio Ironbrom 
Filivs Fiizlospim 
Plthwick 30 Bo{ 

9 IRONFORGE VISI 
Jondor Stoolbroi 
lyeso Stoolbrow 


THE MILITARY 

lOCRAGHELM'SP 
Dolkin Croghelm 
Lissyphus Finesp 
Olthron Croghehi 

II TIMBERUNE AR 
Bronwyn Winter 
Hegnor Swiitoxi 


I2HAU OF ARMS 
Bella Thundergro 
Bilbon Tosslespai 
Demnul Formounl 
Ironforge Guord i 
Kelstrvm Stonebi 




IRONFORGE 







ACnlltoAmKiTheHagBelondsI 


High Explofef MofleMos 


A Kina's Tribute 


KinaMogniBronielieflfd 


King Mogni Brenzebeord 


laris Geardowdle 


Xiggs Fuselighler 


Pilol Xiggs Fusetglilef 


Assislina Arch Druid Stnaheh 


Arch Druid Fondrol Staghebn 


I Dwrven Justice 


AO 55 I (urotof Thorius 


Dying Afchoeologist 


28 35 Talvash del Kissel 


' Mythology ol the Titans 
REWARD: hnleilB' tioaw (ommendotion >• 


MogeTymor 


KreldIgUngof 


Uldum Pedestal (flU) 


Pilot Xiggs Fuselighter 


Mage Tymor 


CHOICE OF: 1 Steekmith Greaves Hoc 1 Stalswl ( 


Uldum Pedestol (Obj) 


45 52 I Xiggs Fuselighter 


Xiggs Fuselighter 


I Xiggs Fuselighter 


Signal lor Pkkup 


REWARD: Standard Issue Flare Gun 


Signal lor Pickup 


45 52 Xiggs FuseRghter 


Xiggs Fuselightei 


Signal lor Pickup 


Xiggs Fuselighler 


REWARD: Standard Issue Flare Gun 


The Plotinum Discs 


High Explorer Magellos 


REWARD: Thmniell Sodc ond CHOICE OF: 5 Superlof Heoling Potion or 5 Greoter Mono Potion 


50 54 j Royal Historion Archesonus 


Royal Hislorion Archesonus 


REWARD: Rina ol the ArislocrolO 


50 54 I toval Historian Archesonus 


Royol Historion Arches onus 


LOCAI 


MINING 


Mithril 


Prospector Ironbond 
Librarian Mae Poledust 




BADLANDS 

South of Loch Modan is an area of open sand and rock known as the Badlands. Many natural predators hunt here, but there are 
also rare and fierce creatures as well. Dragon Whelps of considerable size grow in the eastern part of the region, near UIdaman 
(a place with quite a reputation for danger and adventure). To the west is a Horde town, barely more than a well-staffed building 
to show for itself, but offering what little civilization holds out in this rugged place. 




75 # 00 # 
40 # 00 # 



I 1 KARGATH 

Gorrkk 55 Wind Rider Moster 
Greth 30 Stable Moster 
Grunt Gargd 52 Quest 
Initiate Amakkar 52 Quest 
Innkeeper Shul'kar 30 Innkeeper 
Razal'blade 52 Quest 
Shodowmoge Vivian lagrave 60 Quest 
Thal'trak Proudtusk 55 Quest 
52 Quest 


2 APOCRYPHAN'S REST 
Elder Oog Ceyele 39-40 
Chmt luizord 39-40 
Ridge Staler Polriarch 40-41 


3 CAMP CAGG 

less Tke'grun 41 Quest lorget 
Dustbekker Mauler 41-42 
Dustbekber Mystk 37 
Dustbelcber Skumun 41-42 
Dustbekber Wymdwuter 40-41 
Greeter Rocb Eleutentul 42-44 


4 DUSTBELCH GROnO 
Dustbekber lord 44 
Dustbekber Ogre Muge 44 


5 MIRAGE FIATS 
Elder OogCuyute 39-40 
Giuut luiiard 39-40 
Ridge Stoker Palriocb 40-41 
Zorketl 55 ERte 


1 6AGMOND'SEND 

10 ANGOR FORTRESS 

Agmond's Body Quest 

Crug Coyote 35 

Theldurin the lost 30 Quest 

RMge Stoker 36-37 

luiiord 37-31 

Shoduwferge Cbonter 38-39 

Ferol Crug Coyote 37-31 

Shodewferge Worrier 38 

Murdoioc 42 Quest Target 

Stone Golem 38-39 

RMge Huntress 39 

Rucb ElemeotuI 39-40 

11 HAMMERTOE'S DIGSITE 

Stunevmdt Sbomon 40-4 1 

Prospector Ryedol 35 Quest 

Steoevoult Stenesnoppor 39-40 

Sigrun Ironhew 40 Quest 

7 CAMP WURG 

Cmg Coyote 35-36 
RMge Stoker 35-36 

Dustbekber Brute 39 

Shodowfurge Dorkweover 36-37 

Dustbekber Ogre 30-39 

Shodowforge Tumwler 35-36 

Elder Crog Coyote 39-40 

Starving luzznrd 35-36 

RMge Stoker Putriorcb 4 1 

8 THE DUSTBOWl 

12 THE MAKER'S TERRACE 
Entronce to UIdaman World Dungeon 

lotwR Veriatus 36 Quest 

Sbndewforge Digger 35-36 EBte 

lucien Tosselwrench 31 Quest 

Shodewferge Ruffion 36-37 EBte 

EMer Crug Coyote 39-40 

Sbndewforge Surveyor 35-36 EBte 

Ciunt Buitord 39-40 

lesser Rock Elemeotult 37-39 

13 CAMP KOSH 

RMge Stoker Putrlordi 41 

Dustbekber MysHc 37 

Dustbekber Worrier 36-37 

9 VAllEY OF FANGS 

Joizrk 38 Vendor 

14 DUSTWIND GUICH 

Mortek the Exiled 42 Quest 

Gorek 50 Quest 

Rigglefuzz 37 Quest 

Thorkaf Dragoneye 50 Moster Drogonscole 

Crag Coyote 35-36 

leotherworker 

Ridge Huntress 38-39 

Buzzard 37-38 


Ferol Cmg Coyote 37-38 


Ridge Stoker 35-36 
Storriug luiiord 35-36 


I5DUSTWINDGULCHCAVE 
Entrance to Uldomon World Du 
Stonevoult losber 40 ERte 
Steoevoult Seer 39-40 Ote 


17 CAMP BOFF 
Dustbekber Brute 39-40 
Dustbekber Ogre 3B-39 
Feral Crog Coyote 37-31 


18 LETHLOR RAVINE 
large Groy Pillar 
Pillor of Amethyst 
Pillar of Diamond 
HeckloshSOEIte 
Hemotus 50 ERte 
SrohRog WheV 42-43 
Scordwd C uu r dkw 43-45 ERte 






j 

A Dworf and His Tools 
REWARD: Ryidol^ Hammer/^ 

; 35 

35 

Prospector Ryedol 

1 Prospector Ryedol 

N 

280 

550 

1100 

i 1650 

; 2200 

2750 j llie j 

c 

jASigiiofHeM 

35 

35 

CningiUMaplObi) 

Prospector Ryedol 

n~ 

140 

270 

550 

800 

1100 

1 1350 

1 he 

s 

ASIgnofHoM 

35 

35 

Prospedorllvidol 

Hammertoe Grez 

Y 

280 

550 

1100 

1650 

2200 


Urn 


Agmond's Folo 

REWARD: msBKlorGiimiE] 

30 

38 

^ Prospector Ironbond 

Prospector Ironbond 

N 

290 

575 

1150 

1700 

2300 

IW 

1 ta'i 


' Amulet of Sotrels 

nr 

40 

1 Hammertoe Grez 

1 Hommertoe Grez | Y 

1 320 

rnr 

1 1250 

1 1900 

1 2500 


1 lii~' 

\ , 

AnAmbossodorof Evil 
‘ REWARD: Dwarf (optoin's Sword / 

nr 

44 

[ Historian Karnik 

1 Advisor Belgrum | N 

1 470 

1 925 

1 1850 

! 2800 

1 3700 

1 4650 

1 )« m 


Badlands RngmI Run 

nr 

39 

1 JorkalMesmald 

JorkalMossmeld 

U- 

I 300 

1 600 

1 1200 

1 1800 

1 2400 

s 

1 

9 

Borbecued Buzzard Wings | 33 40 

L REWARD: 2 Barbecued Buzzard Wing. IMn: Barbecued Buzzard Wbifl 

1 Rigglefuzz 

1 Rigglefuzz 

IN 

1 240 

1 470 

1 950 

1 1400 

1 1900 

nsT 

1 Ihn^ 

r 

r . Broken Alhancfts 

1 40 

43 1 

Corn 

I Gom 


1 360 

1 725 

I 1450 

1 2150 

1 2900 

[ 3600 

1 l|2~ 

i 

{ Broken Alliances | 40 SO 

' CHOICE 0F:1 BlazewindBnoslDliilinorl PrismscoleHauberkno 

1 Gom 1 

r 1 WotfeigiddiKlpItiliOor 1 Mindburst Medo 

1 Corn 
illion 

n1 

1 600 

1 1200 

1 2350 

1 3550 

1 4700 

rwoT 

1 taT 

I 

liiCoolonl Heads Prevail 


37 

1 LoMi Veriatus 

lotwii Veriotus 

j Y j 

290 

1 575 

1150 

ItoT 

2300 

2850 

hm 


[«|(bya4i Thieves 

30 

40 

Neeka Bloodscor 

Neeka Bloodscar 

' Y 1 

320 

625 

1250 

1900 

2500 

3150 

H5_ 

J!-: 

1 Dreodmoul Rock 

48 

52 

Thal'trok Proudtusk 

Sfn'ni Proudtusk 


500 

1 1000 

2050 

3050 

4100 

5100 

h* 

1 

1 ' j Fiery Enchontmenls 
1 REWARD: Riry Enchantment 

40 

45 

Sigrun Ironhew 

Sigrun Ironhew 

"ti 

390 

775 

1550 

2350 

3100 j 

3900 


k. 

i{FindAgmond | 30 

REWARD: lOMiad Prospiclor Belt S Jode. 2 Gold Ore 

nri 

Prospector Ironbond | 

Battered Dwarven Skeleton (Obj) | 


n^ 

290 1 

rnn 

: B75 1 1150 1 




1 : Forbidden Knowledge | 

! REWARD: Skull of hnpenifag Doom 

30 

40 i 

Gerrig Bonegrip | 

Theldurin the Lost | 

N 1 

240 i 

470 1 

950 

1400 

1 1900 1 

2350 ! 


■v'- 

{ Forbidden Knowledge | 

1 REWARD: Skull of httPHidina Doom 

30 

nri 

Keeper Bel'dugur | Theldurin the Lost | 

"T] 

240 1 

470 1 

950 

1400 1 

1900 

"mTl 

In^ 


|Gyn..What? | 

35 

nn 

LotwR Veriatus j 

Lotwii Veriotus 


290 1 

nq 

1150 1 

1700 1 

2300 1 

~2850l 

Ij^! 

>]• 

||M5lone 1 35 37 j 

REWARD: Redpe: Lesser Stoneshield PMIan, 2 lesser Stoneshield Potion 

Lucien Tossehvrenth | 

Lucien Tosselwrench | 

ni 

210 1 

420 I 

850 1 

1250 1 

1700 1 

lioo] 



liiae 

35 

38 j 

SlBRia Ironhew 1 

Sigrun Ironhew 


220 1 

430 j 

850 1 

1300 1 

1700 I 

2150 1 

lkn~ 

h 

' Murdoloc 1 

1 REWARD: Rock Pulverizer/^ 

30 

42 ' 

Buttered Dwarven Skeleton (Obj) j 

Prospector Ironbond 1 

■rt 

350 1 

700 1 

1400 1 

2050 1 

2750 I 

3450 1 

Ikn 


jfHsiip Word of a Threat 

35 

nri 

Historion Kornik 

Advisor Beignira | 


160 j 

310 1 

_625_| 

925 1 

1250 1 

1550 1 


H 

taiigWordofaThreot 

35 

40 f 

Advisor Mgrow 

Historion Kornik 

ni 

240 1 

470 

95r! 

1400 

1900 1 

2350 ] 



Ilii 

I 






! PMti Diving 
REWARD: Flash Bomb 0 
jProsjietl of Faith 
prospect of Foilh 
Jjeport toJjoigruni__ 
{ Scrounging 

JH0KE0F:ISolbo(Sh 
^Seof of the Forth 
Jeol djhujorlh 
I Solution to Doom 
JEWARD: Ooomsoyer'^ 
Stone Is Better than Clot 
REWARD. Enchonted Sto 
Jtudy of the flement^ 
Sludy of the Eleme nts: I 


: Study of Ihe Elements:! 
The lost Tablets of Will 
REWARD: Medal of Coin 
Jhe ^KO ofihe Machine; 
The Star, the Hand ondj 
ThisIsGoliigloBe Hod 
This Is Going to Be H od 
This Is Going to Be Hord 
REWARD: Nifty Stopwoti 
Tbhonforgefot YogYin'! 


To the linderdty for Yog 
Jremors of the Fo rth 
I Tremors of the Earth 
OIOKE OF: I Blozewind 
! iHdomon Reagent Run 
REWARD: 5 Restorotive I 







KoiIMIH 


30 37 Riggitfuzz 

MM>(iflitiiwiCH0ICE0F:l fkishRifIt 

I 35 40 I hoswdPfMfll 


Hislorian Komik 


Prospwlof Rywol 




40 Neeka BkiodxQr 


Nalgrum the Swift 


Sigrun Ironhew 


Sigrun Ironhew 


gpokljfllto Shield I or 1 Iwilfclll Boots 


45# 00# 



40 

50 

Seal of the Earth (ObO 

Sed of the Earth (Obi) 

N 

0 

0 

0 

0 

0 

0 

Mono j 

yditodi. 

40 

50 

Seal of the Earth (Obi) 

Seal of the Earth (Obi) 

N 

0 

0 

0 

0 

0 

0 

None 

^eOteni 

p»ap»*h».h.n 

30 

40 

Theldurin the Lost 

Theldurin the Lost 


320 

625 

1250 

1900 

2500 

3150 1 

None 1 

^blMcdMoClolh 

MhdnMlSloiM(lolhBrocersE3 

35 

42 1 

liKien losselwrerKh | 

Lucien Tosselwrench 

; N 1 

260 1 

1 500 

1000 

1550 1 

2050 

2550 1 

None 

flifliBiineiihJock 

35 

37 

LolwiI Verkrtus ^ 

LolwilVeriolus 

Y 

290 

575 

1150 

1700 

2300 

2650 

None 1 

»*iQweoh:lKk 

35 

39 

LolwilVeriolus i 

LolwiI Veriatus 

Y 

300 

1 600 

1200 

1000 

2400 

3000 

None 

.ftrfd«Be»rts:Ro(k 

35 

42 

lotwii Veriatus ! 

Lotwii Veriotus 

N 

350 

700 

1400 

2050 

2750 

3450 

None 

■Mhibls of Wl 
WklhddoiMIl 

35 

45 

Advisor Belgrum | 

1 Advisor Belgrum 

N 

575 

1150 

2350 

3500 

4700 

5B50 

1# 30# 00# 1 

libiliKjiediines 

52 

54 

Hierophenl Theodora Mulvodonio 

LolwiI Veriotus 

Y 

T40 

270 

550 

BOO 

1100 

1350 

None 1 

‘MeHind dike Heart 

30 

44 

6>n<a»««*glP 

Gerrig Bonegrip 

V 

550 

1100 

2250 

3350 

4500 

5600 

None 1 

MBMeM 

35 

42 

' LolwiI Veriotus 

Lucien Tosselwrench 

Y 

0 

0 

0 

0 

0 

0 

None 1 

CSjeHord 

35 

42 

1 Lucien losselwreiKh 

LolwiI Veriatus 

Y 

0 

0 

0 

0 

0 

0 

None 

IkfaillckHord 

35 

45 

1 LolwiI Veriotus 

LolwiI Veriotus 


490 

975 

1950 

2900 

3900 

4850 

None 1 

itUMhlW 

30 

40 

Theldurin the Lost 

Gerrig Bonegrip 

1 Y 

BO 

160 

310 

1 470 

625 

775 

None 


30 

40 

Theldurin the Lost 

Keeper Bel'dugur 

1 ^ 

BO 

160 

310 

470 

625 

775 

None 

sSw 

40 

43 

Gorek 

Garek 

u_ 

360 

725 

1450 

2150 

2900 

3600 

None 

IZniilleMi 

.M0F:lillazewndBnal|ifale|_]or1 Prismsi 

40 50 

:ole Hauberk C^o 

Gorek 

r T Worforoed Chestplale IT] or 1 MindbursI Medt 

Gorek 
illion V- 

1 N 

600 

1200 

2350 

3550 

4700 

5900 

None 

'bbogeetllun 

■UI:SI«loriitiveErixirs 

■ 3‘ 

42 

Jorkol Mossmehl 

j Jorkal Mossmeld 

N 

; 350 

i 700 

1 1400 

2050 

1 2750 

3450 

55# 00# 


^ 4 ^ 




Earthrool 


LOCAL RESOURCES 


S E">A R:I N Gp/R^G-E 

'■^ 1 . 




HLRBALISM 

Peocebloom 


SKINNING 

Quantity of Skinnable Creatures: Abundant 
Levels af Skinnable Creatures: MO (Skinning I SO) 


Abundant 


(Mtv Oog Boort 


Silverleol 


Ln«r Gimiiw S-1 


Abundont 


Mow leopord 7 


DUN MOROGH 


Dun Morogh rests in the highlands between the Wetlands and the Searing Gorge. Blocked from reaching either because of their 
cliffs of stone and ice that surround it, Dun Morogh is only traversable over land via the route through Loch Modan. This isthef : 
Dwarven Capitol, Ironforge. Though Wolves, Troggs, and a small pocket of resistance from Dark Iron Dwarves are found here,k ■ 
threats exist. The most dangerous part of Dun Morogh is located in the north-west, where the Gnome capitol of Gnomereg.i( 4 
with activity. A failed experiment in weaponry has altered the capitol into a nightmare of disease and poison, avoided by n..!i 


w 


m 






2 FROSTMANE HOI 
fU«r Crog Boors 
FrostoNMie Hoodi 
FrostiaoM Snow 
Frostnrano Troll J 
ko daw Boor 7-1 
Snow loopord 7- 


3 SOUTHWESTERN 
Oog Boor S-6 
Jovoodo Snow lo 
Yooog Block Boor 


4 CHIU BREEZE VAI 
Tvndro MocGronn 
largo Oog Boor I 
OMkoboord lU 


S THE GRIZZLED DE 
Woodigo6-7 
Yoong Wondigo 5 


6 KHARANOS 
Golorn Frostbeori 
Gromlock Pilsnor 
Innkooper Belm 3 
, Jorven Thunderbr 
I Oizio Togglevolt 





se of the impass.'h'^ 
lis is the home of the: 
nd here, few greafw 
eregan once bustlFil 
d by many. 


IWMUIIEGAN 

iMm to Cwmtre^ Instance 

N«(n|l«ars7-I 

iea*»li«7-8 


iniKTMANEHOlD 

MirCnilMci 7-1 

I fwlMMHoa*iMltrt-9 

' IwMNM SnowstcMor S -9 
ftHtMMlril7-| 
lna*»li«7-< 

I SMrlNf«87-l 


laUMEEZEVALUY 

UoMocGronnJOOiMSt 

lc|o(ii| leer 6-7 


iMGIimEDDEN 

WliA-7 

I^Wi4loS 


limUANOS 

MnFtostliocird 10 Vendor 
Modi Pdsoof 10 Cook 
Untfor lob 30 Innkeeper 
kmolboderbrew IS Quest 
Doiilogglevolt 10 Quest 


j inilTIIWESTERN DUN MOItOGH 

CqloirS-t 

Auedb $Mw leopard S-i 
Med leer S-0 




Rognor Thunderbrew 30 Quest 
Roiile Sprysprocket 20 Quest 
Senk Whitebeord 1 2 Quest 
Shelby Sloneflint 30 Stable Moster 
Thommer Pol 1 1 Physklon 
Thorek Blockstono 12 Quest 
Tognus FRntflre 30 Blacksmith 

7 STEEIGRIU'S DEPOT 
BeldinSteelgrII1 12 Quest 
Bronk Guzzlegeor 24 Engineer 
Mini Feotherwhistle SO Mechanostrlder Merchont 
Pilot Bellowfiz IB Quest 
Pilot Stonegeor 20 Quest 

10 Miner 


8 COIDRIDGE PASS 
Rockjaw Roider 3-4 

9 COIDRIDGE VALLEY 
Grelin Whiteboard S Quest 
Tolln Keeneye S Quest 
Burly Rodcjaw %ogg 2 
FrostmcHM Movica 3-4 
Frostmone Trol Whelps 3-4 
Grih'nir the CoU S Quest Target 
Rogged Yomig Wolf 1-2 
Rockjaw Troggs 1-2 

SnuM Oog Boor 3 

10ANVILMAR 
Adlin Pridedrilt S Quest 
Felix Whindlebolt 2 Quest 
Sten Stoutarm S Quest 


11 ICEFIOWIAKE 
Elder Oog Boars 7-B 
ke Qow Boor 7-8 
Snow leopard 7-B 

12 SHIMMER RIDGE 
Frostmone Heodhuuter 8-9 
Frostmone Seer 8 
Frostmone Snuwstridef 8-9 
Frostmone Trol 7-8 

13 EASTERN DUN MOROGH 
Elder Crag Boor 7-8 
Snow Trucker WoH 6-7 

14 MISTY PINE REFUGE 
Fother Gavin IS Argent Down 

ISAMBERSTIll RANCH 
Rudra AmberstO1 10 Quest 
Turuk Amberstlll 1 0 Vendor 
Vogosk 12+ Quest Target 

16 GOL'BOUR QUARRY AND MINE 
Foreman Stonebrow 12 Quest 
Senator Mehr Stonekallow SO Quest 
Rockjaw Bonesnopper 8-9 
Rockjaw SkuBthumper 8-9 

1 7 FAR EASTERN DUN MOROGH 
Elder Crog Bouts 8-9 
Rockjaw Ambusher 9-10 
Scarred Crog Boor 9-10 


18 HELM'S BED LAKE 
Captab Bold 11 Quest Target 
Dork Iren Spy 9-10 
Rockjaw Bockbeuker 11-12 
Rockjaw Bonesnopper 8-9 
Scarred Oog Boor 9-10 

19 NORTH GATE PASS 
EMer Oog Boors 8-9 
ke Qow Boars B-9 
Sconed Oog Boor 9-10 

20 NORTH GATE OUTPOST 
Pilot Hammerfoot 17 Quest 
Snow leopard 8 
Mongecbw 1 1 Quest Torget 



INQUESTS 




1? 

A Favor for Evershine 

2 8 

Retold Borleybrew 

Rejold Borleybrew 

Y 

55 ; 

no 

210 

320 

: 420 

525 

Ibe I 

- <0 

A New Threat 

1 2 

Bolir Frosthommer 

Bolir Frosthommer 

N 

15 ; 

35 

; 70 

100 

140 

170 

leej 


CHOICE OF: 1 Bear Shciwl '?? or 1 Rustic Beh £|or 

1 Snow Boots B 











L^'j A Pilot's Revenge 

CHOICE OF: 1 Craftsman's Dogger or 1 Compott 

8 n 

dmmer 

A Dworven Corpse (Obj) 

j Pilot Hommerfoot 

: N 

! 45 i 

130 

1 260 j 

i 400 

1 525 

1 450 


jAllefDgee'sQuniiry 

1 3 

Felix Whindleboh 

Felix Whindleboh 

1 ^ 

1 25 1 

50 

1 100 ' 

150 

200 

! ^50 


1 1 Ammo lor Rumbleshot 

5 6 

LoslorlBdgt 

Hegnor Rumbleshot 

! N 


no 


320 

430 

550 


i; 1 Beer Basted Boor Ribs ] 5 7 

P 1 REWARD: S Beer Bosted Boor Mk, Redpe: Beer Bosted Boor Ribs 

Rognor Thunderbrew 

Rognor Thunderbrew 

1 N ' 

[irf 

130 

1 250 1 

1 380 

500 

1 425 


: ! Bitter Rivals 

2 6 

MorlethkriiybtMr 

Unguorded Thunderbrew ole barrel (Obj) 

Y 

15 1 

25 

55 

80 

no 

140 



(ring Bock the Mug 

2 3 

Durnon Furcutter 

Adlin Pridedrift 

N 

25 ; 

50 

100 

150 

200 

250 

— 

(ohMgilhliyMailDdviry 

1 3 

Sten Stoutorm 

Tolin Keeneye 

Y 

20 ; 

40 

75 

no 

150 

190 


(tidridgiMbyMailDiInry 

1 4 

TalinKMityt 

Grelin Whilebeord 

N 

25 : 

55 

no 

160 

220 

270 


1 .ObkidhgJarven 

1 7 


Jorven Thunderbrew 

N 

0 I 0 

0 

0 

0 

0 

ImI 

1 i Dxorven Outfitters 

1 1 

Sten Stoutorm 

Sten Stoutorm 

N 

10 1 

15 

30 

50 

65 

80 

tal 

! CHOICE OF: I Rabbit Handler Gloves rlor 1 Wolf Handler Gloves r3or 1 Boor Handler Gloves FI 









f ' 

<■ ! Evershine | 

2 7 1 

Pilot Bellowfiz I 

Rejold Borleybrew 

'' 1 


30 

65 

95 

130 

1 160 j 

RhJ 

i Frostmone Hold | 7 9 | 

i CHOICE OF: 1 Worm Winter Robe □ or 1 Slone Budder 9 

Senir Whiteboard | 

Senir Whilebeord 

1 V 

60 1 

120 

240 

1 350 

470 

1 600 1 


Guarded Thunderbrew Barrel 

' ' 1 

I 

J 

-i 

J 

1 

Guorded Thunderbrew ole barrel (Obj) | 

1 1 

1 0 1 0 1 

0 

0 

0 

1 ^ 1 


Operation Rerombobulotion 

7 10 

Rozzle Sprysprocket | 

Rozzle Sprysprocket | 


85 1 

170 

340 1 

500 


850 1 


1 CHOICE OF: 1 Driving Gloves Q or 1 Oil stained Cloak *1? 










J 

f Prolerting the Herd 

6 12 

Rudro Amberstill 

Rudro Amberstill 

N 

90 

180 

360 

550 

1 ”5 1 

1 900 1 


: CHOICE OF: 1 Rancher's Trousers M or 1 Soft Leather Tunic U or 1 Coldridgt Hammer 









J 


Rejokf's New Brew 
REWARD: Mug of Shimmer Stout 

1 8 10 

Thorek Blockslone 

Rejold Borleybrew ' Y 

1 10 

14 

i 35 

50 

1 20 

1 04 

1 ^ 

Rejold's New Brew 
REWARD: Mug of Shimmer Stout 

8 10 

Pilot Bellowfiz 

Rejold Borleybrew 


pion 

ru 

, 35 

1 50 

1 20 

1 85 


Return to Bellowfiz | 2 8 

CHOICE OF: 1 Shorp Axe or 1 GnorU Short Staff or 1 (molng Knife 

Rejold Borleybrew 

Pilot Bellowfiz N 

1 90 

I 180 

350 

; 525 

i 700 

1 875 


^ Return to Morleth 

2 7 . Guorded Thunderbrew ole barrel (ObO 

1 Morleth Borleybrew 

N 

65 

130 

250 

380 

500 

1 625 

I#"?: 

Return to Morleth 

2 7 ItlMuariy Thunderbrew ole borrel(()lii) 

Morleth Borleybrew 

N 

65 

130 

250 

380 

500 

j 625 

ifli 

SoUbigMornbrewIMlwrv 

2 3 1 Adlin Pridedrift 

Ournon Furcutter 

N 

15 

25 

50 

75 

100 

j 130 

In j! 

Seorch lor Incendicite 

20 22 

1 Pitot Slonegeor j 

1 Pilot Stonegeor 

! N 

180 

350 

700 

1050 

1400 

[ 1750 

doT]: 



Senir's Observations 

1 ' ^ 

Mountaineer Tholos 

Senir Whiteboard 

N 

35 

65 

130 

200 

1 270 

340 

1x1 


Senir's Observolions 

1 5 

Grelin Whiteboard 

Mountoineer Tholos 

Y 

35 

65 

130 

200 

270 

340 

liel 

l\i 

: Shimmer Sloul 

8 10 

MeUloiliyhiw 

Mountaineer Borleybrew 

Y 

40 

85 

170 

250 

340 

420 

II* 1 


1 Stocking Jetsteom 

2 6 

Pilot Bellowfiz 

Pilot Bellowfiz 

Y 

70 

140 

270 

410 

550 

675 



Search 

20 

23 

MewiWMer Kodrell 

Pilot Stonegeor 

Y 

45 

90 

180 

280 

370 

460 



' SlMeMrfs Seorch 

20 

23 

Pilot Ungheonl 

Pilot Stonegeor 

Y 

45 

90 

180 

280 

370 

460 

«* 


, , Stout to Kodrell 

8 10 

Mountaineer lariiybriw 

Mountaineer Kodrell 

N 

65 

130 

250 

380 

500 

625 

«.{[ 

RHn Supplies to Tonnok 

In CHOICE OF: 5 lough Jerky or 5 Refreshing Sorta 

1 5 

ler 

Hands Springsprockel 

Tonnok Frosthommer 

1 N 

10 

* 20 

45 

65 

90 

no 


The Boor Hunter 

1 1 3 

! Tolin Keeneye 

1 Tolin Keeneye 

! N 1 25 

50 

100 

150 

200 

1 250 ‘ 

J] 

CHOICE OF: 1 Dworven Oolh Britches HI or 1 Dworven Leother Pants E 

a ; 







i 


Ij ^ The Grizzled Den 

4 7 

Pilot Stonegeor 

1 Pilot Stonegeor | N 

65 

130 

250 

1 380 1 

400 

1 625 



, The lost Pilot 

REWARD: Siege Irigode Vest n 

1 8 10 

; Pilot Hommerfoot 

1 A Dworven Corpse (Obj) \ Y 

40 

85 I 

120 j 

i 250 

340 

[ 420 



The Perfect Stout | 5 

CHOICE OF: 1 Goot Fur Cook ?? or 1 hry-ieieye Bracers 

9 

Rejold Borleybrew 

1 Rejold Borleybrew 

N 1 80 

' 160 

310 

420 ' 

1 625 

775 

"i 


The Public Servont 

6 II 

Senator Mohr Stonehollow 

Senator Mehr Stonehollow 

1 N 

65 

130 

260 

400 

525 

650 j 


■c 

TheReeerls 

1 10 

Senir Whiteboard 

Senotor Borin Redstone 


40 

85 

170 

250 

340 

420 

l#.^l 


j The Stolen Journal 

CHOICE OF: 1 Dworven Khe Shield 9 or 1 Smooth 1 

1 5 

Mklng Staff 

Grelin WhHebeord 

1 Grelin Whhebeord 


45 

no 

220 

340 1 

440 

450 1 

"3 


The Troll Cove 

REWARD: 3 Heeling Herb and CHOICE OF: 1 Anvilmor 

1 4 [ Quest Chest (Obj) | Grelin Whhebeord 

Hand Axe ^ or 1 Anvilmor Hammer or 1 Anvilmor Knife or 1 Anvilmor SUgi or 1 Anvilmor Musket i 

Y i 

35 1 

20 1 

1 1« 1 

1 210 1 

280 

360 1 



The Troll Cove { 1 4 

REWARD: 3 HeekM Herb and CHOICE OF: 1 Anvilmor Hond Axe / or 1 

Grelin Whitebeord | Grelin Whhebeord | 

Anvilmor Hammer or 1 Anvilmor Knife pF or 1 Anvilmor Slodgo or 1 Anvilmor Musket > 

Y ; 35 

70 

140 

210 

280 

360 



Those BlostedTfeggsl j 

5 9 1 

Foreman Stonebrow i 

Foremon Stonebrow 

, N 

60 

120 

240 j 

350 

470 

600 


Tools for Sleeigrf 1 

2 5 

Thorek llodotaw ' 

Beldin SteelgriH 1 

1 11 

10 

20 

44 1 

1 65 

90 

no 


i'4 

1 Tundra MocGronn's Stolen Stosh | 7 

CHOICE OF: 1 1ronwraught Bracers B3or 1 Woohr Mittens FI 

12 

Tundra MocGronn | 

Tundra MocGronn { 

N 

90 

180 

360 1 

550 

725 

900 

i 


f- Copper 
[ Tin 




79 50^ 


LOCAL RESOURCES 



Ling 


HERBALISM 



AVAIUBIUTY 

■ herb 

AVAIIABIUIV 1 


Abundant 

Peacebloom 

Invial 


Moderate 

Silverleaf 

Abundant 


SKINNING 

Quantity of Skinnable Creatures: Abundant 

levels of Skinnable Creotures: 10-20 (Skinning 50-100) 


3# 00# y 


2# 00# I 


LOCH MODAN 

Loch Modan is a large lake, created by the presence of the Stonewrought Dam and large meltoffs from the surrounding cliffs. 
Offering a blast of color and warmer weather to the Dwarves coming from Dun Morogh, this is a place of comfort. Yet, the 
presence of many militant Troggs and the recent ingress of Ore tribes to the north has put things on edge in Loch Modan. The 
Dwarves have concentrated more of their efforts here, and hope to fieht the Rood fight against these enemies (and oerhaos the 



HOWTO 
AZEROTH ■ 
KHAZ MODAN 


lORDAERON 






1 VALLEY OF KINGS 
Coptain Rugelluss 40 Quest 
Mountoineer Cobbleflint 30 Quest 
Mountaineer Gravelgow 30 Quest 
Mountaineer Pebblebitty 44 Quest 
Elder Block Bear 11-13 
Forest Lurker 10-11 


2 STONESPUNTER VALLEY 

Stoms^ter Scout 1 1-12 
Stooesplniter Seer 13-14 
Stenesplbiter Shomon 15-1 A 
Stonesplinter Skultbumper 13-14 
StoeespiMter Trogg 1 1-12 


3 STONESPLINTER CAVES 
Browler 16 
GoosherlA 

Growmug 1 7 Quest Target 
Stonespliater Beoesnepper 15-16 
Stenesplkiter Seer 13-14 
Stooesplbiter SbooHin 15-16 
StonespRnter SkuBthuiaper 13-14 


4 THELSAMAR 

Brock Stoneseeker 15 Mining Trainer 
Dokk Blunderblost 1 5 Quest 
Gbok Heoltouch 25 Quest 
Innkeeper Heorthstove 30 Innkeeper 
Koli Heoltouch 14 Herbolism Troiner 
Enm FFeorrAsrotre 30 StaUe Olaster 


15 FARSTRIDER LODGE 
Daryl the Youngling IS Quest 
VyrinSwriftwind IS Quest 
CBN Hodinl 5 Beurytr Vender 
Irene Surisbot 1 5 Guesmitb Vender 
Griiiled Block Beer 13-14 
Mangy Mountoin Boor 14-IS 
Moentoin Beiiord 15-16 


16 SINGLES' (RASH SITE 
Singles Slostenkeimer 20 Quest 


18 MO'GROSH STRONGHOLD 
Mo'grosk Eniorcer 1B-IV ElHe 
Me'groshOrgeIMVESte 
Me'greshShanNnlB-MEIile 


19 MO'GROSH UVERN 
Cbek'sel 22 EBlt Quest Torget 
Mo'grosk Brute 1 9-20 EKtt 
Mo'grosh Mystic 1 9-20 Elbe 


lUlotk HireotL flong 
ADotkHireotLo oire 
ADe r kHireatLixiire 
A Dark Ihreot Looms 
AJDack Threat Looms 
A Dar k Ihreot Looms 
A Dark Threat Looms 
fflOKElfJ Dww 
A Hunter 's Boost 
JHOiaOF; I DwyM 
A Hunter's Qwlenge 
AEWARDifineOcthSli 
After the Ambush 

Reogent Run 
Missing Suppt 
REWARD Binglesl^ 


AM Re 

{jii^'Mis! 


pWHc 


REWARD; RKipeiOM 
Extovotion Ptogreojh 
WrtiyPows 

CHOICE OF: 1 1ronhoa 
Gathering Itiols 


fHOIFF OF- 1 
In Defense of the Ki 
REWARD: S Doloran 
ihOoEensatAlhea 


In Defense of the Ki 
REWARD: 3 CwtseJ 
In Defense of the Ki 
CH0ICE0F;IFronii 
llionbond's Excavaljl 
[itarrenorles 
lltountaineer Storny 
[P^er to Ironbond 
i Proof of Diiad 
[holerting the Shipm 
^DICE OF: I Foren 
i Rot Catching 
CHOICE OF: I Bum^ 
Report to It onforg^ 
Resupplying the Exa 
Stonesplinter Trogg I 
RWARD; Knowledgi 
jsiormpike's Order 
Jhe Heod of 01' Sod 
Jhe Hood of 01' Sod 
The Trogg Threot 
[ihelsamar Blood Sot 
REWARD: 5 Blood So 
[uidomon Reogent Ri 
REWARD: SRestordj 
; Vyrin's Revenge 
CHOICE OF: I Huntin 

■ Vyrin's Reven ge 

I WANTED; Oiok'sul 
REWARD: Minor Chat 


Thorgruffl Borrelson 55 Gryphon Master 
Torren Squnrejow 1 5 Quest 
Vidro Heorthstove 10 Quest 
Elder Block Boor 11-12 
Forest Lurker 10-1 1 
Moontain Boor 10-11 
StonespKnter Scoot 11-13 
Stonesplinter Trogg 11-12 


6 ALGAZ STATION 
Mountoineer Stormpike 30 Quest 
Elder Block Bear 11-12 
Forest Lurker 10-11 
Mountoin Boor 10-11 


7 SILVER STREAM MINE 
Elder Block Boor 11-13 
Forest Lurker 10-11 
Mountoin Boor 10-11 
liniael Rot Digger 12-13 
Tunnel Rot Forager 11-12 
Tunnel Rot Giemoncer 12-13 
Tunnel Rot Kobeid 11-12 
Tunnel Rot Vermin 10-11 


8 STONEWROUGHT DAM 
Chief Enginneer Hinderweir VII 40 Quest 
fhdthhi 27 Jatmtfmm Fugtmwr 
DoHikmkmtmf tt 
Dork koo Supper 1 7 


9 THE LOCH 
CBHUrker 13-14 
Loch Freoiy 12-13 
AAongy AAouatenn Boor 14-15 
Young Threshodon 19-20 


10 TROGG ISLANDS 
Singles' Tools {Ground Spown) 

rr 15-16 
tr 15-16 

StonespRnter Seer 13-14 

m 15-16 
semper 13-14 


12GRIZZLEPAWRIDGE 
Black Bern Patriarch 16-17 
Griiiled Block Beor 13-14 
AAongy Moontain Boor U-IS 
01' Sooty 20 ERte Quest Torget 


14 IRONS AND'S EXCAVATION SITE 
Prospector Ironbond IS Quest 
Borsork Trugg 19-20 
GriiiM JUocA Beor /3-/d 
Mangy Moontain Boor 14-15 
StonespRoter Digger 18-19 
StooespRoterGeoomneer IB-19 


30 Quest 
30 Quest 
30 Quest 



1 1 

^QUESTS 1^ 

1 1 

looms 

I'llyM 

16 

[nn 

18 

Suspicious Ivrel (Obj) 

Chief Engineer Hinderweir VII 

Y : 

mm 

140 : 

Mm 

270 ! 

mm 

550 I 

800 

1100 j 

J3MJ 

None 

LmUroI looms 

16 

18 

Chief Engneer Hinderweir Vfi 

Suspkious Darrel (Obj) 

Y 

70 

140 i 

270 

410 

550 ! 

675 i 

None 

|lU Ural looms 

16 

18 

Chief Engineer Hinderweir 911 

Ashlon Stonesmirk 

Y ; 

140 

270 1 

550 

800 

1100 1 

1350 

None 

Ij^Inol looms 

16 

18 

Ashlon Stonesmirk 

Chief Er#ieer Hinderweir VII 

Y 

35 

70 ! 

140 

200 j 

270 

340 

None 

ll^llnil looms 

16 

18 

Chief Engineor Hinderweir VII 

Chief Engineer Hinderweir VII 

Y ! 

140 

270 i 

550 

800 ; 

1100 ! 

1350 

None 

■Mhiol looms 

16 

18 

Chief Engineer Hinderweir VII 

Explosive Charge (Obj) 

Y 

70 

I 140 1 

270 

410 

550 ; 

675 

None 

l lU bool looms 16 

IKOF; 1 Dmrvon Tre« (hoppar ^ or 1 Thornbkide yf 

20 

Explosive Charge (Obj) 

Chief Engineer Hinderweir VII | 

N i 

' 200 j 

390 1 

775 

1150 

1550 ; 

1950 

None 

||h«r'sloost ; 1) 16 

KhOF: 1 1nhHuiiliiia Bow or 1 Dwvfs HmliRg Rifle f 

Doryl the Youngling i 

Daryl the Youngling | 

rn 

90 

Eil 

350 j 

1 525 i 

700 1 

875 

None 1 

BMlUlenge 

■ttfiai Cloth Am. Dotyl^Shorlsword ^ 

11 

17 

Daryl the Youngling 

Daryl the Youngling { 

EE 

EE1 

\~m\ 

380 

EE 

750 

950 1 

None 

IliiMiush 

10 

IS 

Hiiidar ' 

Miron 

H 

10 

IT 

40 

EE 

85 

EE 

None * 

lu^llun 

36 

39 

GhakHenkeudi | 

Ghok Healtouch 

N 

300 

600 

1200 

1800 

2400 

Eoo] 

45# 00« 

iMfUNfllvinGlovesQ 

12 

IS 

Bingles Bloslenheimer 

Bingles Blostenheimer 

N 

110 

210 

420 

625 1 

850 

1050 j 

W 00* . 

|■t!: jLtOocofisk Ml. RunMl (opt tt 

10 

15 

Morek Ironheurt 

Morek Ironheort | 

nn 

1 110 

[Eiol 

420 

EE 

850 

1050 

None 


10 

IS 

Prospeder Ironbond 

Jern Hornhelm 

H 

pE 


EE] 


220 

270 

1 None ; 

F" ^ i ’ 

liHOhllrofllwartCIwiniLjiorl RobeoltheKaanprn 

IS [ Mountaineer Slormpike 
or 1 1ronplale Buckler i 

Mountaineer Stormpike | 


luol 

1 270 1 

550 

' 800 

1100 

1 1350 

1 None 

I^Mols 13 

iMIOf: 1 Dworvon Fkmiostkk / or 1 1raag Siker V or 

18 j Mogmor Fellhew 

ItMbniiarAw ^ 

Mogmor Fellhew 

EE 

1 140 

EE 

550 

i 800 ’ 

1100 

1350 j 

None I 

the King's Londs 
WIDolorantei 

10 

12 

Mountaineer CobbleflinI 

Mountaineer Cobbleflint 

N 

1 90 

1 180 

360 

1 550 i 

725 

900 1 

1 5« 00# 

Him of the King's Londs | 

M:3lKsorHooling Potion 

fiT" 

■iri 

, Mountaineer Gravelgaw ' 

1 Mountaineer Gravelgaw 

i N 

EliE 

EE 

EE 

1 625 ' 

EE 

1050 ' 

1 7« 00« 

^illlio King's Lands 

PfelCoonoaiMllB Slone 

10 

IE 

Mountaineer Wollbong | 

1 Mountaineer Wollbong 

HE 

I 110 

EE 

EE 

1 625 ' 

EE] 

1050 

19 00« 

Bldm of the King's londs j 10 17 |Caploinltw^ | 

■KIIPIFionliorBritihesOorl Dworven Defender f or 1 Trousers n 

1 Captain Rugelfuss 

nr 

1 160 

EE 

650 

1 950 

1300 

1600 1 

None 

WiEuoyghon ' 

i 13 

JO... 

. Jem Hornhelm 

Mogmor Fellhew 

Y 

_35_ 

EE 

140 

~2oT 

270 

~w\ 

None 


^ 15 

19 

1 MogisiraieBlunInose 

Moghtrote Bluntnose 

N 

180 

360 

725 

"noT 

1450 

EoT 

20# 00« 


9 15 

^ MountainearKadrell 

Mountaineer Stormpike 

Y 

55 

IIP 

220 


430 

550 

None 

dikbiiNml 

10 

15 

1 Prospector Stomiplie 

Jern Hornhelm 

Y 

25 

55 

110 

160 

220 

270 

None 


40 

_48 

Mowrioinoor Pebblebitty 

i Curator Thorius 

N 

440 

875 

1750 

2650 , 

3500 

4400 

!• 40# 00# 

Wii|lliiSfii|imonl 

H0F:IFo(imonBehi!|or1MudSloinpprs| 

E 

is”" 

1 Miron 

I Prospector Ironbond 

N 

110 

210 

420 

625 

850 

1050 

None 

iipih 

HOF: liuml Hide BroiersDorlCdvallirlsI 

1 10 
loots Fi 

TH 

Mountaineer Kodrell 

! Mountaineer Kodrell 

nr 

1 90 

[ 180 

350 

1 525 ' 

700 

1 875 

i 49 00« 


10 

jE 

Jem Hornhelm j 

Prospector Stormpike 


55 

1 no 

220 

EE 

430 

EE 

!• 75« 


10 

15 

Jern Hornhelm 

Huldor 

pi 

25 

pr 

110 

EE 

220 

270 

None 

^lMlIlogg Disguise 
Myliih'Tiiiiiiiyiiniiniiiii 

10 

12 


Mountoineer Cobbleflint 

EE 

25 

1 45 

90 

140 

180 

230 

None 

riADrik 

9 14 

1 MounioineerSlonnpIte 

1 Furen longbeord 

N 

100 


390 

EE 

775 


6« 00« 

UolOTM 

1 15 

j Vyrin Swiftwind 

N 

0 

nr 
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0 

0 


None 1 

MiiorM 

1 15 

i i Morek Ironheort 

N 

0 

~n 

0 

0 

0 

IE 

None 

^OOl 

1 10 

12 

1 CoptobiRuaeKuss 

I Coptoin Rugelfuss 

N 

90 

180 

360 

550 

725 


S« 00« , 

ImlloodSousoges 

lit J Hood Smmi. bdpi: Blood SoiMM 

r 7 11 

j Vidro Heorthstove 

{ Vidra Heorthstove 

N 

90 

180 : 

350 

525 

700 

Esj 

49 00# ' 

■loogontRun 

HtSlisiorotiveSixir 

38 

42 

1 Ghok Heollouch 

1 Ghok Heoltouch 

EE 

1 350 

1 700 

1 1400 

|EE 

I 2750 | 3450 

1 55# 00# ' 

[ 15 

HkOF: nabaAmmo S«k or 1 HwMno Quiver 

IE 

1 Daryl the Youngling 

1 Vyrin Swiftwind 

nr 

1 160 

1 310 

1 625 

[ 925 

I 1250 

1 1550 ' 

1 None 1 

■hm 

; 15 

20 

i Vyrin Swiftwind 

Doryl the Youngling 

Y 1 80 

1 160 

I 310 

1 470 

1 625 

lEE 

1 None ' 

B^'sul 

HuiiwIliiMliionng Oond CHOICE OF: 

1 17 22 1 Wonted Poster (Obj) 

1 Duroble Chain Shoulders Q or 1 Kbiilira BootsFl 

Magistrate Bluntnose 

1 N E^O 

1 350 

1 700 

1 1050 

1 1400 

I 1750 

1 None 
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LOCAL RESOURCES 


Bijou's Belo ngings 
Bijou's Bolongings 
I Bijou's Ro(onnoiss( 
.CHOKE OF: I Free 
I Delivery lo Ridgew 
CHOICE OF: ISwifi 
DIshoniiony of Floi 
Divine Ret ribulion 
Doomrigger's Clos[ 


Egg Freezing 
REWARD: EggsdIItt 


SEARING GORGE 


West from the Badlands is the Searing Gorge, fed by lava flows. There are Dark Iron Dwarves and Elemental throng 
the region, seeking the rare metals and sheer power that oozes from Azeroth all through the Gorge. A strange cult! 
the northwest, holding true to ceremonies and beliefs that are foreign to most of the east, and these people are not i mw^ 
in making friends with any who draw near. Those who seek fame, fortune, mithril, and thorium are drawn here asm 
the flame. 


TwKgkt Gm 
T wKglK Idol 


MtnwEin^ 

MogMoElM 



iroughoutj 
It lives in 
interested 
moths to 




iniWATCH RIDGE 

4 BLACKROCK MOUNTAIN 

Dafkbnn1ttsiunnstor47 

9 GRIMSILT DIG SITE 

U#0nfkSlM>««47-4aEitt 

Entrome to Blockrodc World Dungeon 

Henvy Wa Goitn 48-49 

DorkbwiGodogbt 43 

l«l|kilft(i«v4 4S-49ERM 

5 SW SEAR GORGE 

MngnMEienientil 47-48 

Dork Iron Wntdnnnn 44 

hijlnCie— KtfSOEttn 

Sbndowsik Poocbon 47-48 

Giossweb SgMot 43-35 

M|kllddM«SOEilt 

Grow Cornerstone 58 Vendor 

Sbraed Wwktr 45-47 

TompeitdWnfGeltni 45-46 

IWSHRNSURING GORGE 

Grow Cornerstone's Goordion 48 
Grootor livn Sgidoc 47-48 

7 THE SEA OF CINDERS 

10 DUSTFIRE VALLEY 

SMlMlmSpidw47-4S 

RAagnm Elementoi 46-48 

MngnNEkiMitd 47-48 

Lorked Door to Loch Modon 

. y»ElMMntnl49 

Seoring Elenientd 49 

SenrkigUvnSgMw 45-47 

D«k knn Gonlogist 43 

46-47 

6 THE CAULDRON 

8 TANNER CAMP 

DarkbonWntdMnon44 
Ghisswtb SpMor 43-35 

imaCHARCAVE 

Bhiing EloMontd 4S-47 

Soroh Tanner 50 Moster Elemental leotherworker 

Toaforod Wa Golea 45-46 

(Ml«Uy<iSgUM4«-49 

Dark bon Slover 4S-46 

GtosswebSpidir 43-45 
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■MQI: I ytlool Treods or 1 Blinksirike i 


"j 57 60 Moyaro Brightwing 


P 


48 I KolaronWlmlilBilt 


60 MoYawIrighhiiii 


57 60 irMikeeSleomboil 


57 60 { Tinkee Sttomboil 

fli 59 I Kibler 


Thunderhwrt 


Kolofon Windblode 


Moyoro Brighlwing 
Tink et 5leomlioil 


1 Tinke* Sleomboil 
I Kibler 


3050 ! 4100 5100 IQ 55g OOP 


1000 2000 4000 5950 I 7950 9950 29 70Q 00# 


825 1650 3300 5000 | 6650 8300 1« 80# 00# 

! 650 ! 1300 j 2550 | 3850 | 5100 I 6400 ! 90# 00# 
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1 Count Remington Ridgewell 
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[ CHOICE OF: 1 Mark of Tyranny (3 of I Eye of the B^l 0 or 1 Blockhond's Breadth Q) 


N I 1100 I 2200 : 4350 j 6550 | 8700 1 10900 1 2« BS« I 


^1 

1 Forging the Sholt 

40 48 1 KoiaronWindblade 

! Koloron Windbiode 

I Y i 440 
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2650 

3500 1 4400 

If 40f 

1 General Drokkisath's Demise j 55 63 j Marshal Maxwell | 

CHOICE OF: 1 Mark ol Tyranny 0 or 1 Eye of the Beost 0 or 1 Blockhnid's Breodth 0 

1 Morshol Moxwell 

: N I 1100 

I 2200 i 

4350 [ 

6550 

8700 |l0900j 

2f 85f i I 1 

U ] 1 

' Kibler's Exotk Pets | 55 59 | Kibler | Kibler 

REWARD: Worg Corner 

i N i 650 

1 1300 
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j Locked In 

43 45 

Wooden Outhouse (Obj) I 

1 Wooden Outhouse (Obj) 
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1550 i 
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3100 j 3900 

Norn 

I Maxwell's Mission 

CHOICE OF: 1 Wyrariholak^ Shackles □ or 1 0mold 

55 61 

's Girth Restroiner 

Morshol Maxwell { Marshal Moxwell 

S or 1 Hcdyton's Munie B or 1 Vosh'gajin's Strand B or 1 Voone's Vke Grips Q 
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i 1700 1 

3400 1 
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Moyoni IripklviinQ 

57 60 

Count Retninglon Ridgewell 

1 Moyoro Brightwing 

i i 

65 
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260 

400 

525 

650 I 

1 iim n 


MossogotoMoxweU 

55 59 

e«iu 

^ Marshal Moxwell 
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1000 
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Ogorafivollou 55 59 

1 Lexiort j Bijou 

Y j 
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3850 

5100 

6400 

Nm tH 

OvernwIerPyran | 48 52 

j JaRndo Sprig > Jolindo Sprig 
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500 

1000 i 
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3050 

4100 

5100 j 

If SS# M 

: Prayer to Elune | 40 50 

' CHOICE OF; 1 Koylori ShouldersQor 1 Runesleel Vombroces □ 

I Zomoel Luntfmtle | Aslorii Storseeker 

N : 
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1200 ' 

2350 

: 3550 

i 4700 

5900 ' 

If 45# 1 I 

m 

1 Prayer to Elune j 40 SO 

Zomoel Lunthistle 

Zomoel Lunthistle 

Y 

45 

95 
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280 i 

i 380 

470 

Nm 

Put Her Down ! 55 59 ' Helendis Riverhorn 

CHOICE OF; 1 Jfatio Robes or 1 1raphook Jerkin or 1 Jodescole Rrooslplote 

Helendis Riverhorn 

■ " ' 

650 

; 13001 

2550 

3850 

5100 

6400 : 

If 80# 8 ; 

^ II 

ill 

'M 

liReleosoThem I 

40 52 1 

Dying Archaeologist 

Ahor of Suntoro (Obj) 

N j 

500 

1000 

2050 

3050 

4100 5100 

Nm J| 

i 'Rhe.Obsidionl | 40 52 

CHOICE OF: 1 Cenlurion legpiolosE3or 1 lordtoc HelmetQor 1 Rh 

Dying Archoeologist I 

g of Fortitude 0 

Curator Thorius | 

: N 1 

750 

! 1500 i 

3050 1 

4550 

6100 7600 

If »# i §1 

r II 


IseolofAscenioo | 57 60 


Voelon 

1 ^ 1 

825 

! 1650 

3300 

5000 

i 6650 1 8300 j *■"11 

|seol of Ascension | 57 61 

REWARD: Seal ol Ascension 0 

1 I 

Voelon 

' H 1 

1050 

2050 ! 

4100 1 

6150 ' 

8200 1 10250) Km j II 

J II 

a 

! Set Them Abknel | 40 52 1 

CHOICE OF: 1 DragonAolit leggings □or 1 Drokefire Headguordfj 

Squire Mohroke j Squire Moltroke 

or 1 Axe of the Ebon Drake ^ 

' H 1 

750 1 1500 1 

3050 

! 4550 1 6100 1 7600 | 2# 30« M l|| 

I Shodoweover [40 50 

Rm«II;SlMfavlnionE3 

Nilith Lokrov j Nilith Lokrov 

Y i 470 

950 

1900 

i 2800 1 3750 1 4700 1 If 4S|i dI 


SguireMoltrake 1 

40 50 

Koloron Windbiode 

Squire Moltroke | 

Y j 

45 

! ” i 

190 

280 

380 

470 

Km , III 

Suntoro Stones 

40 48 

Dorius Stonetender 

Singed Letter (Obj) 

Y : 

440 


1750 ' 

2650 

3500 

4400 

Nm* K| 


: Suntoro Stones j 

40 48 

Singod Letter (Obi) 

Curator Thorius 

Y 1 

440 


1750 

26S0 1 

3500 

4400 

If 489 ^ II 


' The Dorkstone Tablet 

57 60 

Shodowmoge Vivian Logrove 

Shodowmoge Vivian Logrove i 

N 1 

825 

1650 ! 

3300 ; 

5000 ! 

6650 ! 8300 

2f 70# 1 II 


j Tin Demon Forge | 55 61 | lorox 

REWARD: Pkins: Demon Forged Breastplole, 5 Elixirs o F Oemonslaying, Demon Kissed Sodi 

Hie FInol Ibfaleh 40 i Prospe ttor Ironbool 


I Lorox 


The Flame's Casing 


50 feloron Windbiode 

48 Koloron Windbiode 


. Prospettor Iron^t 


; Koloron Windbiode 
Koloron Windbiode 




The Pork Mistress ! 55 59 Golomov the Marksman 

CHOIg OF: 1 Aslofia Rohes or I Tropbook Jerkin or T Jodescole Breostplote 


5100 6400 If N| N 


■ I The Torch of Retribution 
I REWARD: Torch ol Retribution 


50 Koloron Windbiode 


: Torch of Retribution (Obj) 


I 1900 I 2800 I 


[■ The fab of Retribution 


190 I 280 i 380 i 470 I 


40 50 Nilith lokrov 


470 950 I 1900 2800 | 3750 I 4700 



1 The Undermorket | 

REWARD: Sbodowy Belt B Kovk's Irodkig Satchel 

40 50 

Nilith Lokrov | 

1 Nilith Lokrov | 

1 T 1 

470 1 950 1 1900 | 2800 | 3750 | 


1 Nm" 

j 


Tinkee Steomboil 

57 60 

FelnokSloolspiing 

Tinkee Steomboil 

Y 1 

65 i 130 j 260 ! 400 1 525 

650 1 

NwJ 


MININ 


! REWARD: Hoord of the Block 


j Urok Doomhowl 
i RBHID: Prkmchorm 

i 55 

60 

j Worosh the Redeemed 

1 Worosh 

1 N 1 1000 

1 2000 1 

4000 

j 5950 1 

7950 [ 9950 i 

Keen ] 

! Urok Doomhowl 
REWARD: Prismchorm 

1 55 

60 

j Worosh 

1 Worosh 

[ N ] 1000 

1 2000 j 

4000 

1 5950 1 

7950 ! 9950 j 

Neel 

Vivian Logrove and the Dorkstone Tablet 

57 

60 

ApothecoryZinge 

Shodowmoge Vivian Logrove 

Y 1 65 

1 130 

260 

400 

525 650 

HeTr 




WETLANDS 

Sodden with moisure pouring off of the mountains and drifting in from sea, the Wetlands region is swamped with Slimes, Fen 
Dwellers, and a number of dangerous Humanoids. Gnolls, Ores, and traitorous Dwarves hold various points in the south, east, 
and northern sections of the area. Out Menethil Harbor and most of the roads are safe from these troubles. For people interested 
in archeology, a large Excavation Site is located in the mountains just a tad east from Menethil. At the town itself, ships head out 
to Auberbine (in Darkshore), and Theramore (in the Dustwallow Marsh). 


I» 40g 00# . j 
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None 

759 009. 

# 409 0 09 

None _ 

# 809 009 i 

None I 

None J 

759~ 009 
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None I 
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MINING 


HERBALISM 


Irivn 


Eorthrool 


Mogeroyal 


Trivial 


SKINNING 

Quantity af Skinnable Creatures: Moderate 

Levels of Skinnable Creatures; 21-30 (Skinning 105-150) From 48-54 

for Drogonmaw Gotes 


Briarthorn _ _ Moderole 

Kbigslilood 

Wild Sleelbloom Trivial 

.Liferoot Moderate 



HOWTO 


AZEROTH 


KHAZ MODAN 


lORDAERON 


NORTHERN 

KAIIMDOR 


SOUTHERN 

KAIIMDOR 






Gimt WtHinds OkoM 2S-?t 
MMshidt Alpha 27 
NUssUda Irot* 24-25 


5 SUNDOWN MARSH 
Fradd Swiftgear 24 Engineer Vend« 
Wenno Silkbeard 29 Redpe Vendor 
Fen Creeper 24-25 
Giant Wetloodi Crocoiisk 25-26 
MossWde Alpha 27 
Motshide Brate 24-25 
Mcsslilde FearooMf 22 
MosshideMystk 25-26 
Moishidalrapper 23-24 
Werionds Crocofish 23-24 
Yoong Wetlands OocooRsh 21-22 


15 THE GREEN BEIT 
Rethiel the Greenworden 30 Ovest 
Block Ooie 24 
Crhnson Whelp 25-26 
Ht^lond Ri^tar 23-24 
Ust Whelp 24-25 
Red Whelp 24 


MosshMc Mystic 25-26 
MassWe Trapper 23-24 
Wetlaads Crocolsk 23-24 
YonogWetlinidsOacoalisk 21-22 


: A Grim Task 
CHOICE OF: 1 Gold I 
[Apprentice's Duties 
REWARD: Recipe: Cr 
Blisters on The Lond 
CHOICE OF: 1 Fen K 


Dork Iron Insargeat 18-19 
FenDweler20 
Mosshide Fe n ro n ner 22-23 
Mosshide Gaol 20-21 


Claws from the Deei 


6 BLACK CHANNEL MARSH 
Block Ooze 23 
Mottled Roptor 22-23 
Mottled Screedier 24-25 


Cleansing the Eye 
REWARD- Eye of Pal 
Daily Delivery 
Dork Iron Disguise 
REWARD: Knowleda 


Dragonnnne Booeworder 27-21 
Drogonmow Centarion 29 
Drogonmaw Rofaler 26-27 


Mosshide Mongrel 22 
Yoong Wethmds Crocolsk 21-22 


7 WHELGAR'S EXCAVATION SITE 
Merlin Rockweover 30 Quest 
Ormer Ironbroid 25 Quest 
Prospector Whelgor 30 Quest 
Mottled Roiormow 25-26 
Mottled Scytheclow 25-26 
Sorhooth 29 Quest Target 


Defeot Nek'rosh 
CHOICE OF: l Ande 
Defeat Nek'rosh 
CHOICE OF: I Ancle 
Digging Through th 
REWARD: Ooie-cov 
I Foil of Du n Mo^ 
' Hora longeors 


I2DUNMODR 

Dark Iron Entrepreneur 30 Vendor 
Longbroid the Grim 35 Quest 
Rhog Gormoson 25 Quest 
Dork hoo Domoltianltt 30-31 Elte 
Dork hen Dvrarf 27-28 Elte 
Dork hoo Riflemon 27-21 Elte 
Dork Iron Soboteor 28-29 Elte 
Dorh hoo Tunneler 29-30 Elte 


I8DUNAL6AZ 
DrogoooMw Scout 19-20 
Draaemnnw Grunt 20-21 


8 SALTSPRAY GLEN 
Elder Raiomiow 29 

Fen Creeper 24 


19 RAPTOR RIDGE 
Elder Roiormaw 29 
HlgMond Roiomtow 27-28 


Fire Toboo 
REW ARD: I OSponi 
JnSeorchofTheE) 
InSeorchofTheEi 
Jo mes Hyol 
Journey to Auberrf 
Journey to Men eth 
Journey to Theraii 
Journey to Therori 
Uftine the Curse 
'jAacKreel’s Moonsj 
Nek'rosh's Gambit 


Fen Lord 26 

Gionl Wetlands Oocolsh 25-26 
Highland Loshtol 24-25 
Hi^ond Raptor 23-24 
Highland Raiomww 27-2B 
Highland Scythedow 25-26 
Wetlonds Oocelsk 23-24 


20 DRAGONMAW GATES 
Red Dragonspown 47-48 


14 DIREFORGE HILL 
Balgaras riio Forri 34 Elte Quest Target 
Block Ooze 24 

Dorh hon Demoltionist 31 Elte 
Dork bon Dwori 27-28 Elte 
Dork boa Soboteor 28-29 Elte 
Dork Iron Tunneler 29-30 Elte 
Highland Loshtol 25 
Wgldand Raptor 24 
Highlood Scythedow 26 


Red Wyroikin 48-49 
Sccdehane Lieutenant 51-52 
Scoiehone Royal Guard 53-54 
Wyrmhin Fbehrond 52 


Fen Creeper 24 
Fen Dweler 21 
Fen Lord 26 


former's Reyenj}^ 
Drmer's Revenge 
REWARD: Recipe: 
P leoToThe Alliani 
i Reclaiming Goods 
REWARD: S Heolii 


iRepottloMoun to 
|Return the Statue 
CHDIC EDF:llcid 
Jearch More Hovr 
' The Algol Gounik 


The Cu rsed Crew 
The Dark Iron Wc 


TheEyeof Poleth 
The Fury Runs Dt 
CHOICE OF: 1 Bel 


The Greenwardet 
The Seorch Contii 
REWARD: 10 Dwr 


The Thond ol Spot 
The Thondol Spar 


: The Thondol Spoi 
CHOICE OF: IDv 


The Third Fleet 


Uncovering the f 


REWARD: Silk Ml 


Wor Bonners 
[t^ Crocolis k 


1 MENETHIL 

Archaeologist Flogongut 44 Quest 

Bethoine Flinthommer 30 Stable Moster 

Captain Stoutfist 35 Quest 

First Mote Fitzsimmons 30 Quest 

Fremol Doohickey 30 First Aid 

Glorin Steelbrow 25 Quest 

Horlo Bornoby 25 Quest 

Harold Riggs 25 Fishing 

James Hoiloron 25 Quest 

Junder Brokk 20 Quest 

Mikhail 30 Quest 

Red Jock Flint 22 Quest 

Shellei Brondir 55 Gryphon Moster 

S'tdo 20 Quest 

Topoke "Slim'’ John 34 Quest 
Telurinon Moonshodow 25 Herbalism 
Unger Stotforth 25 Horse Vendor 
Vincent HytH 30 Quest 

2 MENETHIL BAY 
BWegil Raider 28-29 
Fen Dwelet 20 

Giant Wetlands Crocolsk 25-26 
Wetlands Crucolsk 23-24 
Yoong Wetlands Crocolsk 21-22 

3BLUEGILLMARSH 
BktegHI Forager 22 
Huegil Muckdweler 23-24 
lluegll Murloc 20-21 
Biuegil Orode 26 
Bluegil Puddejuniper 21-22 
Blue^ Worrier 24-25 
Fen Creeper 24-25 
Fen Dweler 20-21 
Giant Wehmds Oocolsk 25-26 
Gabbier 22 Quest Torget 

4 THE LOST FLEET 
Coptoin Nnlyndar 30 Quest Target 
Cursed Marine 27-21 
Cursed Sailor 26-27 
Fbst Mote Snellg 29 Quest Target 


— — 

1 [^QUESTS ’ . 


- ■ >'■ ' V v' 



L-_ 


26 34 longbfoid the Grim Longbrokl the Grim H ; 340 675 1350 2000 2700 3350 None 

ifi(lf:l6(iU Lion Shield i or I Tronqiil King 0 

liliinn't Doties | 18 26 | James Holloron | James Holloron j N j 210 | 420 : 850 j 1250 • 1700 ; 2100 ! None 

Wfi lniK^tororisk Gumbo and CHOICE OF: 1 Malleable Chain laggings m or 1 Resilient Poncho 

' ^alhiland 

OKDM Fen Kioaor Robe □ or 1 Forest Choin 

20 26 1 Rethiel the Greenworden | Rethiel the Greenworden j N : 270 | 525 1050 ! 1600 > 2100 j 2650 None 

□ orlPhytaUadey 

Or Iran the Hug 

20 22 

Korl Boron j 

Karl Boron 

Y 180 

350 1 

700 1 

1050 ; 

1400 ! 

1750 ; 

140 00« 

teajdKEye 

BUO.fgofPoleth 

22 30 

Glorin Steelbrow j 

Archbishop Benedktus | 

N 1 250 1 

490 5 

975 1 

1450 

1950 ; 

2450 

None 

1^ 

18 21 


James Halloran 

N 

85 

170 I 

330 1 

500 ; 675 

825 1 19 00« 

M hen Disguise 

BU0:ImU| 6: Dork Iron Dwarf DiniiiM 

25 30 

EinorStonagrip | 

Roggo Harlborrow | 

N 1 

60 1 

120 1 

240 I 

370 1 490 1 

600 1 None 

IdRU'riish 23 32 i Dragonmow Catapult (Obj) j Coptain Stoutfist | N | 260 j 500| 1000 j 1550 i 2050 [ 2550 j None 

OKEDf: 1 Ancwnl War Sword V or 1 larratng Raopar f 

SdRlek rosh '23 32 | Captain Stoutfist ] Captoin Stoirtfist | N j 260 | 500 | 1000 | 1550 j 2050 { 2550 None 

2W0F; 1 AncM War Sword V or 1 Borraling Raopar f 

;ihn1lrNghtlw0oze 19 24 | Sido | Side | N j 240 | 480 | 950 | 1450 1900 j 2400 35# 00« 

0UD:D«ze-«iveiedlog 

UdOwModr 

25 25 

HarloBamoby 

Longbroid the Grim 

N 

100 

200 

400 

600 ^ 

800 

1000} 

None 


18 20 

Red Jack Flint 

Fiora Longaors 

1 Y 

80 

160 

310 

470 j 

625 

775 1 

None 

hlUK 

1 BUIO; ID Spongy Morel 

20 23 

Rethiel the Greenworden 

1 Rethiel the Greenworden 

Pv 

190 

370 

750 

1100 

1500 

1850 j 

None 

JiMollheExcovotionTeom 

21 24 

Merrin Rockweover 

lorrel Rockweaver 

N 

~~57~; 

95 

190 

290 

390 

J’L 

None 

bSnrdiollheExcovotionTeom 

21 24 

Torrel Rockweaver 

Merrin Rockweover 

P~Y 1 

95 

190 

390 ^ 

575 

775 

975 

None 


30 35 

Vincent Hyol 

Clerk Landry 

N 

70 J 

140 

280 ' 

410~" 

550 

700 

None 

omylolluiierdine! 

1 1 

Coptoin Ploceholder 

Captoin Placeholder 


0 j 

0 

0 


0 ; 

0 

None 

-tigMenethdl 

1 1 

Coptain Notao 

Captain Noteo 


0 

0 

0 

0 

0 : 

0 

None 

irr(tolheromore!_ 

1 1 

Coptoin Noteo 

Captoin Ploceholder 

^ N_ 

0 ' 

0 

0 ^ 

0 

0 i 

0 

None 

' i"<|ioltieromore! 

1 1 

Coptoin Ploceholder 

Captoin Placeholder 

P-iZ 

0 i 

0 

0 ! 

0 

0 i 

0 

None 

.nnj It* Curse 

22 30 ' 

^t Mote Fitisimmons 

Intrepid's Locked Strongbox (Obj) 

Y~ 

120 j 

1 240 

480 ' 

725 

J50_ 

1200 

None 

gWt|Nate 

28 3^j 

Foggy MacKreel 

Brewmeister Bilger 

Li!-, 

310 ; 

600 

1200 ^ 

1850 

" 2450 P 

3050 

559 009 

i'mysGimto 

23 31 1 

Captain 5toutfist 

Drogonmow Catapult (Obj) 

; Y 

190 

J80^ 

750 " 

1150 

1500 

1900 

None 

-■ _ 

22 24 

Ormar Ironbtaid 

Ormer Ironbraid 

Y 

200 

390 " 

775 j 

1150 

1550 

; 1950 

179 009 
22# 00# 

■ i^^iwvenge _ u 

|:wsliyenge 22 29 

II IIUD:lKbi;C»iously1«ly Omelet and (HOia OF: 1 Raptor's End 

^ Ormer Ironbraid Ormer Ironbroid 

or 1 Roptorbona ArmorC!lor 1 Exrovatioa Rod / 

' N 

300 

"Too 

1200 

Tso^ 

2350 

^950^ 

None 

hnlilheikllionce i 

28 31 1 

RhogGortnason 

Captain Nials 

1 N 

130 250 

T^ 

750 

1000 

1250 

None 

BUP;5ltalN Potion 

20 25 

1 Karl Boron 

1 Damaged Crate (Obj) 

Y ' 

50 i 100 

200 1 

310 ! 

410 

i 500 

None 

teliMn Stoutfist ) 

23 28 ' 

Votoofl Icofliow 

Captoin Stoutfist 

Y i 


45 

90 

"mT 

180 230 

None 

jga Mountaineer Rodgor 

20 21 

MounlabiaarXodral 

Mountoinaer Rockgor 


rni 

35 

65 

100 

130 170 

None 

MnlheSlotuette 

IMOF: 1 hhli Rod or 1 Mariner Boots B 

: 20 25 

Half-buried Barrel (Obj) 

Karl Boron 

iTl 

1 150 

300 

600 

900 

1200 1 1500 

None 

'iiRMil 

20 25 

SeoyBorrel(Obl) 

HoK buriad Barrel (Obj) 


I 100 

200 

400 

~6oT^ 

800 

1000 

None 

1 

20 21 

BlountoinaarRodigar 

Volstoglronjow 

|T 

130 

~2^ 

500 

750 

; 1000 

1250 

10O 009 

ItlBidCrsw ^ 

; 22 29 

First Mate FMabiman 

Rrst Mate Fitzsimmons 

Y ^ 

' 180 

350 

700 

1050 

1 1400 

1750 

199 009 

1 ^kwWar 

25 30 

Modav Gatmason 

Motley Gormoson 

N 

250 

490 

975 

1450 

1950 

2450 : 

259 009 

■ij^PoMs 

22 30 

Inirapid's Locked Strongbox (Obi) 

Glorin Steelbrow 

Y 

[ 120 

240 1 

480 

725 

1 950 

1200 

None 

Runs Deep 

■taOf: 1 Belt of Vindkolion flE or 1 Haodboslw 

22 27 

Motley Gormason 

Motley Gormason 

N 

I 280 

550 

1100 

1650 

i 2200 

2750 

1 None 

Ktnamden 

20 21 

j First Mate FltisiimnoK 

Rethiel the Greenworden 

' Y 

! 85 

1 170 

330 

1 500 

1 675 

1 B25 

1 None 

HiSwih Continues 

■wD:1DDaamnMlld 

20 25 

1 Domoged Crate (Obj) 

1 Sealed Barrel (Obj) 

; Y 

1 50 

1 100 i 

1 200 

1 310 

1 410 

1 500 

None 

■pdolSaon 

: 28 31 

RhogGarmason 

Ebenezer Rustlocke's Corpse (Obj) : Y 

250 

~50L 

1000 

~m 

2000 

2500 

None 

HEwsiiB 

1 28 31 

Ebanaiar Rustlocke's Corpse (Obj) 

Rhog Garmoson > Y 

250 

500 

1 1000 

1500 

2000 

2500 

None 

9^Spon ! 28 31 

■to OF; 1 Dworven Guard Ooak tt or 1 Swampland Trousers LJ 

Rhag Garmoson 

Rhog Garmoson j Y 

250 

500 

' 1000 

1500" 

2000 

2500 

None 

J¥wfwi 

i 22 27 

RrstMoteFitzsinimons 

Rrst Mate Fitzsimmons | Y 

20 

1 45 

90 

1 130 

1 180 


None 


20 21 

Rathlal the Greenworden 

Rethiel the Greenworden j Y 

130 

250 

: 500 

750 

I 1000 

1250 

None 

■C^diePast 
■^sdk Mantle of GomnU 

i 25 28 

Prospector Whelgor 

Prospector Whelgor j N 

230 

1 460 

i 925 

1 1400 

! 1850 

2300 

259 009 

9lblntrs 

23 28 

1 Captain Stoutfist Captoin Stoutfist 

i Y 

_230 

460 


1400 

Ij^ 

2300 

259 009 

^Utntoblt^iiw 

18 22 

i Jamas Hoiaran James Halloran 

’ Y 

180 

1 350 

700 

JO^ 


J”0_ 

149 009 




UNDERCITY 




ERO 


PQ 


The seat of Lordaeron, where Humans sat in power and majesty has become a silent place. Beneath the abandoned streets of this lost capital, however, there b 
"life" anew, as the Undead build their own capital. This Undercity is home of the Forsaken, caught between the mindless death of the Scourge and the equal 
foulness of life that they have happily left behind. These Undead are sentient, willful, and prepared to fight against both the Human crusaders that seek to destroy 
them AND the Scourge that would enslave them at a moment's weakness. 


ELEVATORS 

2 ELEVATORS 
Undercity Gufl 

3 TRADE QUARTI 
Undercity Gua 
Tawny Grisett 

4 INN 

Anya Maulroy 
tnnkeeper Noi 

5 REAGENTS 
Thomas Mord 

6 GENERAL G0( 
Eleanor Rusk 

7 GENERAL TRA 
I Felicia Doon : 

Genevie Gall' 

8 BAT HANDLEf 
Michoel Gorr 
Patrick Gam 

9 WEAPONS M 
Gorden Wen 
Louis Worrei 

10 HEAVY ARA 
Timothy We! 
Veloro Nitel 
Walter Ellin) 

11 GENERAL T 
Lauren New 
Daniel Bortl 

12 BANK 
Bonkers 40 

13 GUILD CRE 
Royal Over 
Edward Rei 
Christopher 
Merill Pleoi 

14 UNDER STI 
Jeremiah P 

15 COOKING 
Eunice Bure 
Ronald Bur 
Raleigh An 

16 CANALS 0 
Apothecor) 
Apothecar< 
Edrick Killi 
Mattie Air 
Harbinger 
Selino Pick 
Reginald ( 
Davitt Hid 

ROGUE Q 

I7BAGVEN 
Jonathan ' 


RUINS OF LQ 


lORDAEROM 







31 SUMMONING ORCLE 
CoreiKlIn Halgar SO Quest 


lUINS OF LORDAERON ENTRANCE 

gniiANCE 

mVATORS 

iBIVATORS 

Mirdty Guordions 75 

1IU01 QUARTER- UPPER TIER 
Merdty Guardions 75 
liwiy Grisefte 30 Mushroom Vendor 


liya Moulroy 30 Stoble Keeper 
hikteper Norman 30 Innkeeper 

SIIAGENTS 

Ikemes Mordon 30 Reogenl Vendor 
IDENERAL GOODS 

Dtomr Rusk 30 General Goods Vendor 

tCENERAl TRADE GOODS 
fiide Doon 30 Generol Trode Goods Vendor 
(seevleGollow 32 Quest 

HAT HANDIER 

NdnelGafretteSSBat Handler 
htfkk Gurrette 15 Quest 

IWAPONS MERCHANT 
ter en Wendhum 30 Weopons Merchont 
Ml Worren 30 Weopons Merchant 

II HEAVY ARMOR MERCHANT 
Tlnotky Weldon 30 Heovy Armor Merchant 
VdoroNItely 45 

Wshir Ellingson 30 Heavy Armor Merchont 

II GENERAL TRADE AND LIGHT ARMOR 
Lmm Newcomb 30 light Armor Merchont 
I IMil Bartlett 30 Generol Trade Supplier 

I1IANK 

IMiriAO 

II GUILD CREATION AND TABARDS 
Ityoi Overseer Bouhous 40 Undercity Census 
Edword Remington 25 Guild Tabard Designer 
Ovhlopher Drukul SO Guild Master 
M Pleosonce 25 Tobord Vendor 

M UNDER STEPS 

hrimioh Poyson 30 Cockroach Vendor 
] IS COOKING 

Emke Burch 35 Cooking Trainer 
loMid Burch 30 Cooking Supplier 
Roliigli Andreon 14 Ex-Chel Quest 

I II CANALS (WANDERERS) 

Afelkecory Kutrino 20 Royal Apothecary Society 

A^tbecory Vullio 20 Royal Apothecory Society 

hkkk KWon 20 

Mottle Aired 20 

Hiikinger Bolthazad 3 

SiliMPickmon20 

ItginolilGrimsford 20 

Doritt Hickson 20 

HOGUE QUARTER 

1 1; MG VENDOR 

Joeothon Chambers 30 Bag Vendor 


18 LEATHER WORK 

Killian Hagey 35 Skinning Trainer 
Jaseph Moore 30 leatherworking Supplies 
Giilion Moore 30 leather Armar Merchant 
Arthur Moore 35 Expert leatherworker 
Don Golthas 23 Journeymon leatherworker 

19 FIRST AID 

Mory Edris 35 First Aid 

20 POISON 

Ezekiel Graves 30 Poison Vendor 

21 DAGGERS 

Charles Seaton 30 Blade Merchant 
Nothaniel Steenwick 30 Thrown Weopons Vendor 

22 ROGUE TRAINER BUIIDING 
Gothord Winslow 35 
Mennet Carkod 30 Quest 
Miles Dexter 50 Rogue Trainer 
Carolyn Word 50 Rogue Trainer 
Gregory Charles 60 Rogue Trainer 

23 ENGINEERING 

Estelle Gendry 25 Quest 
lucion Fenner 35 

Franklyn Iloyd 33 Expert Engineer 
Eliiobeth Van Tolen 30 Engineering Supplier 
Groham Von Tolen 26 Journeyman Engineer 

MAGIC QUARTER 

24 BOOK DEAIER 

Saloiar Boch 30 Book Dealer 

25 CARTOGRAPHY 
Joroh Annison 20 

26 RESEARCH IIBRARY 
Andrew Brownell 40 Quest 
Samantha Shockelton 20 
Oran Snokewrithe SO Quest 

27 TAIIOR 

Sheldon Van Ooy 30 Cloth Armor Merchant 
Victor Word 24 Journeymon Tailor Trolner 
Rhiannon Davis 32 Expert Tailor 
Josef Gregorion 45 Artisan TaNor 
Millie Gregorion 30 Tailoring Supplies 
lucile Costleton 30 Robe Vendor 

28 STAFF MERCHANT 

Zone Brodlord 10 Wand Vendor 
Sydney Upton 30 Stoll Vendor 

29 DEMON CIRCIE 
Victor Bortholomew 20 
Jeielle Pruitt 40 
Adrian Bortlett 20 

30 MAGIC TRAINER BUIIDING 
Honnoh Akeley 30 Reagent Supplier 
Silas Zimmer 30 

Godrick Forsan 1 5 
Koelystio 60 Moge Trolner 
Pierce Shackleton 50 Moge Trainer 
Mortho Strain 20 Demon Trolner 
Kool Soulreoper 60 Warlock Trainer 
luther Pickmon SO Worlock Trolner 
Richard Kerwin 40 Worlock Trainer 
Bethor Iceshard 60 Quest 
lexington Mortoim 35 Portal Trainer 


32 FISHING PIER 

Armond Cromwell 35 Fishing Trainer 
Uzbeth Cromwell 30 Fishing Supplier 

WARRIOR QUARTER 

33 Helena Atwood 20 

34 GUNSMITH 

Nkholos Atwood 30 Gun Merchant 

35 BIACKSMITH 

Micelle Tremone 30 Heavy Armor Merchant 
Samuel Von Brunt 30 Blacksmith Supplier 
James Van Brunt 35 Expert Blacksmith 
Basil Frye 26 Journeyman Blocksmith 

36 WEAPONS MERCHANTS 
Francis Eliot 30 Axe Merchant 
Benijah Fenner 30 Moce Merchant 
Geoffrey Hortwell 30 Blode Merchant 
Archibald SO Elite Weopon Master 

37 MINING 

Sorah Killian 30 Mining Supplier 
Brum Kitlion 35 Mining Trainer 

38 BOW MERCHANT 

Abigail Sawyer 30 Bow Merchont 

39 GATHERING OF NPCS 
leono Thorpe 40 
Joanno Whiteholl 40 
Gerord Abernathy 40 

Thereso 5 Gerard's Mindslave (wonders) 

40 WARRIOR TRAINING 
Sergeant Houser 40 Sergeant 
Travist Bosk 20 

EMin Partridge 20 
Alysso Bloye 20 
Sergeont Rutgor 65 Sergeant 

41 CROWD 

RIchord Van Brunt 20 
Robert Grossom 20 
Andrew Hartwell 20 
Tyler 20 
Edward 20 
RHey Walker 20 
Chloe Curthas 20 
Marla Fowler 20 
Brother Moloch 20 
lysta Bancroft 30 

42 WARRIOR AND PRIEST BUIIDING 
Fother lonkester 40 Priest Troiner 
Aeltholysto 60 Priest Troiner 
Father lozarus 50 Priest Trainer 
Baltus Fawler 40 Warrior Troiner 
Angelo Curthos 50 Warrior Trainer 
Christoph Walker 60 Worrier Troiner 

43 ENTRANCE TO SEWERS 

44 EXITTOTIRISFAl GIADES 


APOTHECARIUM 

45 Keeper Bel'dugur 

46 HERBAIIST 

Martha Alliestar 35 Herbalism Trolner 
Katrina Alliestar 30 Herbolism Supplier 

47 BIUE MOON ODDS AND ENDS 
Allesandra luca 25 Quest 

48 ENCHANTMENT 

Malcomb Wynn 23 Journeyman Enchanter 
Thoddeus Webb 30 Enchanting Supplies 
lovinio Crowe 35 Expert Enchonter 

49 PARQUAl FINTAIUS 

50 Andron Gant 1 5 Quest 

51 AlCHEMY 

Algernon 30 Alchemy Supplies 
Doctor Morsh 35 Expert Alchemist 

52 AlCHEMIST 

Doctor Herbert Holsey 50 Artlson Chemist 
Chemist Fuely 30 

53 APOTHECARIUM 

Doctor Mortin Felben 25 Journeyman Alchemist 
Trainer 

Tbeodare GrlHs 50 
Chemist Cuely 30 Quest 
Thersa Windsong 45 

Master Apathecary Faranell 50 Royal Apothecary 
Society 

Apathecary Zinge 29 Royal Apothecary Society 
Quest 

Apothecary Keever 20 Royal Apothecary Society 

54 Gonoosh 8 

55 ROYAl QUARTER 
Vorimothras 100 Quest 
Shorlindro 25 

lody Sylvonus Windrunner 63 ERte Banshee Queen 

56 Boyle 




ALTERAC MOUNTAINS 


The Alterac Mountains are home to many powerful Ogres and to the Dalarans (a group of mystics who use old and dangerous 
Elven magic to wreak vengeance against the Undead). While standing on the northwest shores of the area, a person can see 
over to the grim canopy of Silverpine Forest, a land filled with the walking dead. Yeti hold many of the high, snow-filled areas 
of Alterac, while the Dalarans and the dangerous Syndicate control the lowlands. 


mwG 


HERBALISM 


SKINNING 


!• 75 # 


AbundonI 


Quantity ol Skinnable Creatures: Moderate 

Levels of Skinnable Creotures: 30-34 (Skinning 150-170) 


70# 00# 
60# 00# 
• 30# 00# 


Goldthorn 


Abundant 


Fodeleof 


Moderate 


Khodgor's Whisker Triviol 

Wintersbite Abundant 


None 

None 

40# 00# ^ 
75# 00^ 
None j 




1 LORDAMERE INTERNMENT CAMP 

3 THE HEADLAND 

7 THE UPUNDS 

11 CRUSHRIDGE HOLD 

Alina 33 OuMt Torgd 

Moantoin Uon 32-33 

Argus Shadow Moge 36 

Cruthridge Brute 35-36 

■MoroaSliMd Coord 31-32 

4 CORRAHN'S DAGGER 

Giant Yeti 33-34 

Cruthridge Ogre 34-35 

Dolariw Theorght 32-33 

Grondpo Vhhas 34 ERte 

Oeniiot 34 Oooit Torgat 

Hulling Mountain Uon 33-34 

Hulking Mountain Uon 33-34 

12 GALLOWS' CORNER 

EMtf Gray Boor 25-26 

Mountain Lien 32-33 

Nancy Vishas 33 ERte 

Outhridge Brute 35 

Giant Most Croapor 24-25 

Syndkole Footpad 33 

Syndkote Soboteur 37-38 

Crethrid^Ogre 35 

Moonloin lion 32-33 
Rkttr 33 Quasi Target 

Syodkote Thiel 33-34 

Syndkate Sentry 36-37 

13STRAHNBAD 

5 GROWIESS CAVE 

8 MISTY SHORE 

Syndkote Spy 35 

2 OAURAN 

Arthmoge Ansireni Roneweavtr 40 

Giant Yeti 33-34 
Mountion Yeti 32-33 

Snopjaw 30-31 

SyniRcate Wiiord 35 

Doloran Shield Gourd 32 

6 RUINS OF AITERAC 

9 DANDRED'S FORD 

14 CHILIWIND POINT 

Doloron Sonimanef 34-35 

Hidkiag Mountain Uon 33-34 

Both'roh the Windcatcher 35 Quest 

Doloran Theurgitl 33 

Bro'kIn 49 Spedolity Alchemist 

Snopjaw 30-31 

Heiing Mountain lion 33-34 

Dolaron Worker 33-34 

Outhridge Enforcer 38-39 EKte 

Syndkate Assassin 38-39 

Moantoin Uon 32-33 

Elder Croy Bear 25-26 

Cruthridge Mage 37-38 ERte 

Syndkote Enforcer 39-40 

Snopjaw 30-31 

Elemental Slave 33-34 

Cruthridge Mauler 37-38 ERte 

Stonefury 37 

Govia's Noze 

Crushrid^ Wormonger 39-40 ERte 

10 SLAUGHTER HOLLOW 


Giant Moss Creeper 25-26 

Mudrake 40 ERte 

Crushridge Brute 35-36 

15 SOFERA'S NAZE 

Giont Mott Creeper 25-26 
Hulking Meuntoin Lion 33-34 
Mountain Uon 32-33 
Snopiow 30-31 


Outhridge Ogre 34-35 

Henchman Volk 30 
Syndkate Foolpod 32 
Syndkate Thief 33-34 


T 




: Crushridge Warnwngers 
CHOKE OF: I Iwiiing Sliver / or ] Lunor Buckkr i 




i Dork Council 

1 30 

40 

MogisInilaHtiiryMoleb 

{Magistrate Henry Maleb 

N 

! 320 

625 

i 1250 

' 1900 2500 

3150 


■ Doctor Theolen KnaHnw, Ihe Bulchor 

55 

60 

i Evo Sorkhoff 

: EvaSorkhoH 

' Y 

650 

1300 

; 2650 

, 3950 5300 

6600 

► ^1 

, Nw 1 

i’Enavpy Letter 

30 

34 

j SymlkMa Documents (Obj) 

: loremoster Oibbs 

Y 

140 

270 

550 

^ 800 ' 1100 

1350 


1 

30 

34 

Syndkoli Documents (Ohi) 

; loremoster Oibbs 

i Y 

140 

270 

550 

: 800 , HOP 

1350 

1 

liw 

1 j&nvilidLillir 

30 

34 

! Syndkati Documents (Ohj) 

! loremoster Dibits 

: Y 

140 

270 

1 550 

I 800 1 1100 

• 1350 

; iiir* 

I FanbodhaHw 

26 

34 

: Syadltala Documents (Obi) . 

: Mogistrote Henry Moleb 

^ Y 

140 

270 1 

550 

I 800 : 1100 

1350 

Nw* 

1 Finhnfciflons 

26 

34 

j SymliailaDocumenlsIObi) 

Mogistrate Henry Maleb 

L_J_ 

'.<0 . 

270 

[ 550 

1 800 i 1100 

1350 

srzsf 

1 Fowtodhii Plons 

26 

34 

Syndkole Documenh (Obi) 

Mogistrote Henry Maleb 

; Y 

140 

270 

[ 550 

' 800 : 1)00 

1350 

BmI 

1 Further MyiMiiR 

30 

34 

i ProspactorStontipika 

Mogistrote Henry Maleb 

“T 

140 

270 ^ 


1 800 ! 1100 

1350 

Dm [ 

1 [ Kirtonos Ihe Herald 

1 REWARD: Spectral Essence and CHOICE OF: 1 PmmIopi 

55 60 

Rose or 1 Mirah' 

' Eva Sarkhoff 
sSeng 

Eva Sarkhoff 

N 

: 825 

1650 ' 

3300 

' 5000 6650 

8300 I 

Noe 

K Krastinov'sloi of Horrors 

55 

60 

! i 

Evn Sorkhoff 

Y 

650 

' 1300 

2650 

3950 ] 5300 

: 6600 1 

NiT' 

1 Krostinov's hg of Horrors 

55 

60 

: Eva Sarkhoff j 

Eva Sarkhoff 

Y 

650 

1300 

2650 

3950 1 5300 

6600 1 

Urn 

: letter to Slorndw 

30 

34 

^ Loremoster Oibbs j 

Prospector Stormpike ' 


140 

270 


; 800 ' 1100 

1350 j 

Nw 

Noble Deaths 

26 

36 j 

Mogislrale Hoary Maleb j 

Mogistrote Henry Maleb ^ 

H 

280 

550 

1100 

! 1700 i 2250 

2800 ! 

4wE 


55 

58 

BetinoBIg^ ! 

Betino Bigglezink 

N 

625 

1250 

2500 j 

3700 1 4950 

6200 1 

^ 

SloniBin^DictplNifM 

28 

40 1 

loremoster Oibbs 

Prospector Stormpike j 

N 1 

160 

310 

lirj 

925 : 1250 

1550 

Km I 

; Syndkate Assossins 

i CHOICE OF: 1 Crusader Belt Bor 1 Insulated Saga C 

26 

doyesn 

33 

Mogistrote Henry Maleb 

Mogistrate Henry Maleb | 

N i 

200 ' 

390 

775 : 

1150 1550 

1950 ! 

I 

1 1 The Ikh, Ras Frostwhisper ; 57 63 Magistrate Marduke ; 

: REWARD: Darrowshire Straaggwnl and CHOICE Of 1 Warblade of Caer Darrow or 1 Crown of Caer Dorrow or 1 Domwsidli 

Magistrate Marduke 

e 

N 

1100 

2200 ‘ 

4350 

6550 8700 

109001 

i 

1 IValik : 

: REWARD: SyMicala Missive 

29 

34 i 

Henchmen Volik [ Henchman Volik 


25 

55 

no 

160 220 

270 i 

KmJ 





MINING 


ARATHl HIGHLANDS 

A fragrant wind of pollen, grass, and other living things blows over those who enter the Highlands of Arathi. People from both the 
Horde and Alliance settle here, trying to farm the arable land of the north and struggle against the many natural dangers of the 
land. Raptors walk across the flatlands, hunting for prey, and there are many aggressive Ogres and Trolls out in the wild as well. 
Beware the deadly elementals that spawn near old and forgotten shrines, for they have tremendous power. Seek Hammerfall in 
the northeast for safety (as the Horde), or walk into the small gorge of Refuge Point (as Alliance) in the center of the Highlands. 


SKINNING 

Quantity of Skinnable Creatures: Moderate 

Levels of Skinnoble Creotures: 30-36 (Skinning 150-180) 




1 THORADIN'S WALL 
HigMoBd Stridw 30-31 
PloiM Crttpw 32-33 
Ymm 9 Mcsfl Bvzzord 31-32 


S BOULDER'GOR 

11 CIRCLE OF OUTER BINDING 

BouMerFistOgro 32-33 
HigMond Throsher 33-34 

Thundering Exiio 38-39 

Witberhork Trol 31-30 

12 DABYRIE'S FARMSTEAD 


Dnbyrie Laborer 30-31 

6 BOULDERFIST OUTPOST 

Dnbyrie's MOtio 31-32 

louUeHist Enforcer 33-34 

Fardel Dnbyrie 33 Quest Target 

Whberbork Wrtcb Doctor 33 

Marcel Dnbyrie 34 Quest Target 

7FALDIR'SC0VE 

13 CIRCU OF EAST BINDING 

Lolo the Lookout 39 Quest 
Shakes O'Breen 40 Quest 

Shards af Myzrael 


14 GO'SHEK FARM 

8 THE DROWNED REEF 

Kinelory 38 Quest 

Doggerspine Roidor 38-39 

Quoe 38 Quest 

Doggorspine Sorceress 39-40 

Giant Plains Oeeper 35-36 
HommeHol Grunt 34-35 

9 CIRCLE OF INNER BINDING 

HammeHol Peon 3^34 

WgMand Throsher 33-34 
Meso Buizurd 34-35 

Mesa Buzzard 34-35 

Rumbling EzOo 38-39 

15 BOULDERFIST HALL 


Boulderfist Brute 35-36 

10 REFUGE POINTE 

Boulderfist Magus 37 

Apprentice Kryten 30 Quest 
Captain Niols 41 Quest 
Cedrick Prose S3 Gryphon Moster 
Highland Stridor 30-31 
Young Moso luziord 31-32 

Highiaad Fbshstalier 36-37 

Mesa Buzzard 34-35 
WHberbark Berserher 36-37 EBte 


16WITHERBARK VILUGE 


Giant Plaint Ooopor 35-36 
Withorbnrk Axe Thrower 32-33 
Withorbork Hood Hunter 34-35 
WItborbnrk Witchdoctor 33-34 


17WITHERBARKCAVE 
WhlNrbirA HtodkiiRtH 34-3S 
Witkerborli Sbodaw HmIw 3S-3A 

I8HAMMERFALL 
Drum Fel 30 Quest 
Gor'mul 40 Quest 
Innkeeper Adegwn 30 Innkeeper 
Slogg 38 Superior Butcher 
Tkoriidun 30 Stoble Master 
Tor'gun 40 Quest 
Urdu SS Wind Rider Moster 
Zoruk 60 Quest 
Zengu 40 Quest 
Mgldiind Stridor 30-31 

I9DRYWHISKER GORGE 
DrywUsker KoboM3S-36 

20 DRYWHISKER CAVE 
DrywMsker Digger 36-37 
Drywhisker Surveyor 37-38 
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INQUESTS 
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MM 
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riTM 

30 

39 ! 

Aoprentkt Kryten 

Skuerto ! 

3B| 

Y i 

30 j 

■diV 

60 ; 

120 i 

180 : 

ES^ 

240 

300 ; 

None : 


30 

39 j 

Skuerto 

Skuerto | 

Y i 

300 

600 

1200 

1800 

2400 [ 

3000 

None 


30 

42 1 

Iridescent Shards (Obj) 

Keystone (Obj) j 

N , 

350 1 

700 

1400 ! 

2050 

2750 

3450 

None 

ZLilbMtaM ! 

30 

42 

Stone of Inner Kndna (Obj) 

Keystone (Obj) j 

N 

350 

700 i 

1400 i 

2050 : 

2750 ! 

3450 

None 


30 

37 

Drum Fel i 

Drum Fel 

Y 1 

260 

500 ! 

1000 j 

1550 ; 

2050 ! 

2550 ; 

None 



tftkns 

30 

3B 

Drum Fel j 

Drum Fel 

Y 1 

290 

575 1 

1150 j 

1700 

2300 ; 

2850 

None 

idltniE 

WOf- Hikiit Hunter if or 1 SimbllMer > 

30 

40 

Drum Fel 

Drum Fel 

N ; 

320 

625 

1250 ; 

1900 

2500 . 

3150 

509 00# 

IwirMlIehm ! 35 

44 

Shokes O'Breen i 

Shokes O'Breen | 

T1 

470 1 

925 i 

1850 1 

2800 i 

3700 j 

4650 j 

None 

Lkcldvoge 

IStll; Mock Woter Hammer/* 

35 

40 

Fust Mote Nilzlix ! 

First Mote Nilzlix [ 

~in 

320 1 

625 i 

1250 ! 

1900 i 

2500 1 

3150 i 

None 

lUidkirrm 
1 BUD: legwoK Gloves fl 

35 

40 i Coptoin Steelgut | 

Captain Steelgut | 

"Tl 

320 1 

625 ! 

1250 j 

1900 ' 

2500 1 

3150 1 

None 

i 

30 

m 

Tor'oB .1 

J?i!!l! 1 

II] 

270 1 

525 1 

1050 1 

1600 1 

2100 1 

2650 j 

None 

\\u^ 1 35 40 1 

mOF: 1 WhAe Drokeskin (oaElor 1 Rodiont Silver Bracers SJ 

Tor'gon ] 

Tor'gon | 


320 1 

625 1 

1250 1 

1900 1 

2500 1 

3150 1 

None 

(Adlkite j 

29 

37 1 

Tor'an 1 

Gor'mul 


nq 

LJL] 

110 1 

170 1 

230 1 

290 1 

None 

idbdlke Raptor | 

1 BUD:Cololtbclaltr 

29 

■in 

Gor'mul 1 

Tor'gon [ 


290 

fsTsI 

1150 1 

1700 1 

2300 1 

2850 1 

None 

IBiiyMir 

29 

37 1 

lor'in 

Tor'gon 

Y ' 

290 

nr\ 

1150 


2300 

[iF 

None 

tawy 

29 

34 ] 

' Gor'mul 

Tor'gon 


25 

55 

110 

160 1 

220 

1 270 

None 

JAM 

35 

35 1 

j Lolo the Lookout 

Shakes O'Breen 


70 

140 1 

280 

~4io1 

550 

1 700 

None 

Miilnioest 1 

dKEOF: 1 Mhri Buckler 1 or 1 WhnbHltt Be 

30 

lots 

■in 

1 Skuerto 

Archmoge Molin 

rin 

380 

750 

1500 

I 250 ' 

3000 

flj¥ 

90# 00# 1 

lii^sllles 

30 

40 

Iridescent Shards (Obi) 

1 Getrig Bonegrip 

~T~ 

240 

~4^ 

950 

~m 

1 1900 


None 

tomfiiUlies 

30 

40 

KiyUtMlObD 

1 Gerrig Bonegrip 

Y 

240 

470 

950 

1400 

MWO 

2350, 

None 

fiBBites 

30 

40 

Kmli)M(0bO 

Zoruk 

Y 

240 

470 

950 

1400 

1900 

2350 

None 

tml'skles 

30 

40 

5liank«lMy»Ml((Kil) 

Gerrig Bonegrip 

Y 

240 

470 

950 

1400 

1900 

2350 

None 



fcMtillm 

30 

40 

Stone of Inner Hndbii (Obi) 

Gerrig Bonegrip 

Y 

240 

470 

950 

1400 

1900 

2350 

None 



MUdMonor 

30 

31 

(ooliinNiols 

Coptoin Niols 

N 

250 

500 

1000 

1500 

2000 

2500 

None 


29 

34 

Ibr'am 

Tor'gon 

Y 

270 

550 

1100 

1600 

2150 

2700 

None 


29 

34 

Ibr'gn 

Gor'mul 

Y 

25 

55 

no 

160 

220 

270 

1 None 


29 

34 

Gor'mul 

Tor'gon 

Y 

25 

55 

no 

160 

220 

270 

None 

tlflrodior 

32 

41 

Zmim 

Zengu 

Y 

330 

650 

1300 

2000 

2650 

3300 

1 55# 00# ’ 

gd Strom 

32 

37 

ZimN 

Zengu 

Y 

290 

575 

1150 

1700 

2300 

2B50 

40# 00# , 

ydlkorodin 

32 

40 

Tor'aM 

Zengu 

Y 

30 

65 

130 

190 

250 

320 

j None 1 


32 

42 

Ztmu 

Zengu 

Y 

350 

700 

1400 

2050 

2750 

3450 

I 550 00# 

texall^ 

30 

3B 

Iridescent Sbanb (Obi) 

Stone of Inner Binding (Obj) 

Y 

290 

575 

1150 

1700 

2300 

2850 

' None 


30 

38 

Sherds of Myzmii (Obi) 

Stone of Inner Binding (Obj) 

Y 

290 

575 

1150 

1700 

2300 

2850 

None 

i(M|orde Bodges 

30 

37 

Captain Niols 

Coptoin Niols 

[T 

360 

700 

1400 

2150 

2850 

3550 

1 None 


!nim(lli<Prin(KS 

gtfOjMl<iq(hf»lolliilShordVM 


30 SO Thtldurin the lost 


I Shords of Myzroel (Obj) 


I N I 700 I )400 I 2850 | 42S0 | S700 ' 7100 


Pnthsuif Hilnloliiotiio 


Doctor Droxlagouge 


Doctor Droxlenougo 


2500 3150 
2500 3150 


H)ID :>rKineRuiiedBrocersin 


OttoondFokonaest , 

aOlg Of: I Rod of Sorrow or 1 B 


40 j Wonted Board (Obj) 


] CoptoinNiok 




i tolM- 


, Apprentke Kryten 


H : 350 LiOO.^ 1400 ! 2M : 2B00 LiMJ 




35 

40 

Doctor Oraxligouge 

Shakes O'Breen 

Y 

160 

310 

625 

925 

1250 

1550 

None 

irUmlioasurt 

35 

40 

Shakes O'lnm 

Fleet Master Seohorn 

Y 

320 

625 

1250 

1900 

2500 

3150 

None 

'itkokinSWl 

32 

40 

ZlltOH 

Tor'gon 

N 

320 

625 

1250 

1900 

2500 

3150 

50# 00# ^ 

IrlCtrfMONlS 

30 

41 

Theldurin the Lost 

Theldurin the lost 

N 

330 

650 

1300 

2000 

2650 

3300 

None ^ 

irfriKostMid 

30 

37 j 

1 Shards of MviropI (Obi) 

Iridescent Shords (Obj) 

Y 

290 

575 

1150 

1700 

2300 

2850 

None 

lilodihieot 

(lOK! OF: 1 HBpiw Kih H or 1 Sword of Homtr 

30 

larUy 

40 

Korin Fel 

Korin Fel 


390 

775 

1550 

2350 

3100 

3900 

None 

IMihtiKt 

30 

40 

Gorria Bonegrip 

Theldurin the Lost 

Y 

160 

310 

625 

925 

1250 

1550 

None j 

We the lost 

30 

40 

Zoruk 

Theldurin the lost 

Y 

160 

310 

625 

925 

1250 

1550 

None 

T^'sBtftmx 

30 

39 

Skuarto 

Apprentice Kryten 

Y 

300 

600 

1200 

1800 

2400 

3000 

None 1 

kdkolv 

HIKE OF: 1 Hiid4higidl Armor^3 or 1 PH Ffgbts 

32 42 

ris Shield i 

TroHbone's Tomb (Obj) 

Zengu 

N 

430 

850 

1700 

2600 

3450 

[ 4300 

None 1 

Wkolv 

32 

42 

Zengu 

TroHbone's Tomb (Obj) 

Y 85 

170 

340 

525 

700 

850 

None j 

Red ow Fist 

30 

39 

Skuerto 

Skuerto 

N j 300 

600 

1200 

1800 

2400 

3000 

None I 

Mid! Moroz Cowl 

30 

39 

I Wanted Board (Obj) 

{ Coptoin Niols 

N 1 380 

750 

1500 

2250 

3000 

3750 

None I 
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THE EASTERN PLAGUELANDS 

Beyond Darrowmere Lake are the Eastern Plaguelands, home of disease, sorrow, and some of the Scourge's greatest troops. 
spirits and spidery beings of magic have changed the land to suit their purposes, growing massive and poisonous fungal towy 
promote their plague. Poison fills the air and the water is dangerous. Only the Scarlet Crusaders and the Argent Dawn are bi. 
foolish) enough to stay here and fight against impossible odds. All wise adventurers avoid the Scarlet Crusade, who seetheb- 
everything, but the Argent Dawn camp, in the east, is a safe haven for the Alliance. 
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I LOCAL RESOURCES j 

MINING 

HERBALISM: NONE 

SKINNING 

' Thorium Moderate 

■ 

Quantity of Skinnable Creatures: Trivial 



Levels of Skinnoble Creatures: 53-56 (Skinning 265-280) 




1 THONDRORtI 
Tirion Fordiil 
Corrioii Gnik 
PtogiMbat St 
Ptoguehouiid 

2 THE KARRIS 
AbominotHM 
DmIIi $ing« 
DhMstdFk 
Dwikwins A) 
Eytkss Wal 
Scourge Clio 

3 CROWN GUi 
Carrion Grol 
Noxiovs P1« 
PlogvchoM 


4 DARROWSH 
Corrion Gri 


PvtrM Gorg 

S CORIN'S CR 
Dork Costa 
GRtboringC 
Holt Shriol 
Scourge Yh 
Stitched Hi 
U nseen Sol 
Vile Tutor I 


Oypt Slof 
Dork Adep 
Dooth Sini 



k Strange Hislod 
Argent Dawn Cot 
REWARD: Argenl 
Augustus' Receji 
Auntie Marlene^ 
Brother Corlin 
(orruplor's Scott 
REWARD: Argeii 
Defenders of Dc 
I^Efogments of tjj 
Homeyo's Heo 
REWARD: Home 
Heroes of Dorri 
Hidden Ireosun 
REWARD: Ringj 
Invader's Stour 
REWARD: Argei 
‘Jjflle Pomelo 
Lord Moxwell T 
_^Morou^rs of j 
‘ Menelhil's Gif^ 
Minion's Scour( 
REWARD: Argei 
j Pomelo's Doll 
[Return to Chro 
Sister Pomeln_ 
Jhe Annals qfj 
The Argent Hoi 
CHOICE Of: Ij 
The Bottle of I 
REWARD: Teoi 
Jhe Ins! To bte 
Jhe Restless St 
[jormented By 
Jlncle^toHn 
: Zoeldorr the ( 


OS. Powerful 
,al towers to 
ire brave (or 
! the taint in 



ITHONDIIORIl RIVER 
lltiM Fordring 61 Quest 
(niaiGrdiS4-SS 


IIK HARRIS STEAD 
IMMitiMS9-60 
MSi^trS7-S9 
RmsedFloyerSV 
hdnriii60Elt« 
i|ilMS Witcher S< 
Swrge(hMipion60 

ICIOWN GUARD TOWER 
(■riMGnh SS 
luiiMsPlogMbot SS-S6 
55-56 



Eyekss Watcher 58 
Scowgc ChamfHon 59-60 
Sherlowinoge 59-60 

7 BUCKWOOD LAKE 
lighted Herrer 56-57 
PlagiM Monstrosity 58 

8 UKE MERELDAR 
Plogue Rovoger 55-56 

9 SCARin BASE CAMP 
Scarlet Cleric 54 Elte 
Scoriet Enchenter 55 Elite 
Scarlet Warder 53-54 Elte 

lOTYR'S HAND 
Scarlet Archmoge 55-57 Elte 
Scarlet Cleric 54-55 Elte 
Scvlet Cerate 55-56 Elte 
Scarlet Encboater 53-55 Ehe 
Scarlet Praetorian 56-57 Elte 
Scarlet Warder 53-54 Elte 

11 PESTILENT SCAR 
Uving Decay 55-56 
Retting Slu^ 54-55 

12 LIGHT'S HOPE CHAPEL 
Argent Guord 55 
Argent Rider 55 
Betbia Bigglezink 57 
Corlin Redpath 58 

Duke Nicholas Zuerenholl 60 
Leonid Barthalomew the Revered 60 
Lord Maxwell Tyrosus 61 
Ouortermaster Miranda Breechlock 60 
Smokey LoRue 55 


13 BROWMAN MILL 
Death Singer 58-59 
Diseosed Flayer 58 
Dread Weaver 5^S9 
Scoorge Champion 59-60 

14 EASTWALL TOWER 
lorelgere 61 ERte 
CorrioaGnh 55 
Oypt Horror 57-58 
Diseased Flayer 59 
Nexioes Plagoebat 55-56 
Piogaeheend 55-56 
Scourge Guard 57-58 

15 THE NOXIOUS GUDE 
Oypt Slayer 58-59 
Death Shiger 59 
Diseased Flayer 59 
Dreod Weaver 59 
Scourge Champion 60 

16 NORTHPASS TOWER 
Aurora SkycoHer 62 
Kriss Goldenllght 60 
Carrion Gruh 55 
Noxious Ploguehot 55-56 
Ploguehound 55-56 

17NORTHDALE 
Death Singer 57-59 
Eyeiess Witcher 57-58 
Freniied Plagueheu n d 57 
Plague Menstresity 58 

18 QUEL'LITHIEN LODGE 
Pethstrider 57-58 
Ranger 59-60 

Ranger Lord Howkspeor 60 ERte 
Woodsman 58-59 


19 ZUL'MASHAR 
Messiloyer Cannibal 57-59 
Mossfloyer Scout 57-58 
Messiloyer Shodewhunter 58-59 

20 PLAGUEWOOD 
Comribnl Ghoul 54 
Cmsed Mage 54-55 
Putrid Gargoyle 56 
Scoerge Soldier 53-54 
Scourge Warder 56 
Stitched Horror 57 

21 TERRORDALE 
Carrion Devourer 56 
Oypt Fiend 53-54 
Oypt Wolcer 55-56 
Dark Coster 56 
GRdwring Ghoul 57 
Hate Shrieker 55-57 
Scourge SelcRer 53 
Scourge Warder 56 
Stitched Honor 57-58 
Stitched Honor 58 
Tern Sneomer 53-55 
Unseen Servant 55 
V8e Tutor 56-57 

22 STRATHOLME 

Entrance to Strotkolme World Dungeon 
Hate Shrieker 55-56 
Nenomoncer 54 
Stitched Honor 58 
Tern Sneomer 5^5S 
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MLEV 

■■ 

OLEY 

mm 

Marlene Redpolh 

QUEST FINISHER 

CHAIN? 

mm 

44D ; 

wm 

875 

mm 

1750 ^ 

flM 

2600 

031 

3500 

13111 

4350 

CASH RiWABD | 

lp( Dm Commission 

SO 

55 

Duke Nkholos ZverenhoH 

Duke Nkholos ZverenhoH 


55 

DO 

220 

340 

450 

550 

None 

lU tm IIII^I, 

50 

55 1 

AuoiislM the Touched 

Augustus the Touched 

N . 

280 

550 

1100 

1700 I 

2250 

2800' 

None 


so 

56 1 

PomelaMidi 

1 Marlene Redpolh | 

Y 1 

290 

575 

1150 

1750 

2300 

2900 

None 1 

ywGebi 


56 ] 

Chromie 

' Corlin Redpoth [ 

Y 

290 

575 

1150 

1750 1 

2300 

2900 

None 

Ihnphr'sSaHirgKtones 

50 

55 : 

Duke Nkholos ZverenhoH 

Duke Nkholos ZverenhoH !, 

N 

55 

110 

220 

340 

450 

550 

None 


SO 

~sr~[ 

CorihtRidMirit 

: Corlin Redpath I 

N~ 

575 


2250 

3400 

4500 

5650 

None 1 


S3 

56 1 

Aurora Skvnlir 

, Aurora SkycoHer 

Y 

575 

.,uS 

2300 

3500 

4650 

5800 

None j 

*1? 

54 

60 1 

Torn Scroll (Obj) 

Mound of Dirt (Obj) { 

N 

650 

i3(r 

2650 

3950 

5300 

6600 

909 009 1 


50 

Hl] 

Carlin RidgiiHt 

Carl'm Redpoth ! 

N 

0 


0 

0 

0 

0 

None 1 

Mhilnosures 

SO 

Mogebon 

60 1 
0 Scion 

Pomelo Redpath 

Joseph's Chest (Obj) | 

N 

1000 

2000 

4000 

5950 

7950 

9950 

None ; 

Imfa'sSumrgKtones 

i 50 

55 

Duke Nkholos ZverenhoH 

Duke Nkholos ZverenhoH 

N ’ 

55 

no 

220 

340 

450 

550 

None 1 

MtPimlo 

; so 

55 

Marlene Mgolh 

Pomelo Redpath 

Y 1 

280 

550 

1100 

[W 

2250 

2800 

None 

idRomlilRMF 

55 


Duke Nkholos ZverenhoH 

lord Maxwell Tyrosus 

Y ! 

700 

1400 ; 

2800 

4250 

5650 

7050 

None 

Intdinof Dorrowshire 

i so 

60 ' 

Carlin bdpolli 

' Carlin Redpath 

Y ' 

650 

1300; 

2650 

3950 

5300 

~6^ 

None 

iWl'iGifi 

j 57 

62 

MenethilsGiHIObi) 

Leonid Bartholomew the Revered 

Y 1 

875 

l7S0i 

3500 

5300 

7050 

8800 ^ 

' None 

lilM'iSawgKlones 
KVUD ifellR Down Valor Token 

so 

55 

Duke Nkholos ZverenhoH 

Duke Nkholos ZverenhoH 

" ' 

55 

no 

220 

340 

450 

550 

1 None 

yyi'iDd 

so 

55 

Pomelo ledmih 

Pomelo Redpath 

N ; 

280 

550 j 

1100 

1 1700 

2250 

~m 

1 None 



50 

60 

(otlnledNlh 

Chromie 

Y , 

330 

650 ! 

1300 

2000 

2650 

3300 

None 

ItePmeio 

SO 


JesskoMwili 

' Pomelo Redpoth 

Y ‘ 

55 

no ' 

220 

340 

450 

550 

None 

— 

' SbkakolDorrowshire 

so 



5^ 

dtramii 

’ Chromie 

N 

575 

1150 1 

2300 

Lm 

4650 

5800 

None 

WlHold 

tnaOF: 1 kmtimm J Ot 1 Argent Delen 

55 
ider f 

62 

oflArgeii 

lord Maxwell Tyrosus 
It Crusader i 

The Argent Hold (Obj) 

N 

1050 

2100 1 

4200 

1 6350 

! 8450 

10550 

29 809 009 

' liWtolOortowsh'ire 
HliD: In wi Sugar 

i 55 

60 

i Chromie 

Pomelo Redpath 

! Y 

825 

' 1650 

3300 

1 5000 

: 6650 

[ 8300 

: None 

lilisIliililitsolMosli'aru 

40 

^ 

Prospector ironboot 

Prospector Ironboot 

j Y 

775 

1 1550 

3100 

4650 

6200 

1 7750 

None 

l^ljfiiessSouk 

55 


1 Coretoker Alen 

Egon 

j Y~" 

675 

; 1350 

2750 

4100 

5500 

' 6850 

None 

1 tbs Post 

53 



^ 

: Aurora SkycoHer 

Remorseful Highbome 

j Y 

470 

1 925 

1850 

; 2800 

3700 

' 4650 

None 

UCviin 

50 

5^ 

Pamela Redpoth 

Carlin Redpoth 

: N 

290 


1150 

j 1750 

2300 

1 2900 

None 

‘ UninOutcost 

50_ 

^ 

Caretaker Alen 

Coretoker Alen 

i N 

420 

1 850 

1700 

' 2500 

3350 

’ 4200 

85 9 009 





MINING 


o; 


HILLSBRAD FOOTHILLS 

The gentle foothills around Hillsbrad would have stayed peaceful if not for the fall of Lordaeron. Now, these farmlandsi 
become the frontlines for the war between the Alliance of the Undead of the Forsaken. Tarren Mill is a Horde towr 
northeast with strong connections to the Undercity. Southshore, loyal to the Alliance, is settled in the south, along thr 
Tension is high in Hillsbrad itself, to the northwest, and its people are constantly under attack by Undead and Horde to 
There is no escape from this by land, and neither does the sea offer salvation (Sirens and Murlocs wander the strands, i- 
freely while their enemies fight amongst themselves). 


LOCAL RESOURCES 


HERBALISM 


Copper 

Trivial 

Mogeroyal 

Moderate 

Tin 

Moderate 

Briarthom 

Abundant 

Iron 

Moderate 

Swiftthislle 

Abundant 

Mithril 

Trivial 

Straturfalulp 

Moderate 



Bruiseweed 

Abundant 



.Wild Steelbloom 

Abundant 



Kingsbiood 

Abundant 



Liferoot 

Moderate 


SKINNING 

Quantity of Skinnoble Creatures: Abundant 

levels of Skinnoble Creatures: 20-31 (Skinning 100-155) 




ISOUTHPOINTTOWER 
tMtkftAm Ltsk 32 
Bd«Grayl*«2S-2i 

20-21 

iUURELODEMINE 
NwGraylMt2S-26 
(MM«MCrH^2S-26 
m«MForiMM2S 
MiMMlMf 26-27 
UtWiRStirtry 27-20 
iMfKiikitl29 0Msl target 

3 WESTERN STRAND 
In n* CoMtnHMMf 20-30 
In Eli RRididwtll*r 20-29 
In Ri Orach 30-31 
lnFliTIMMit«r3l-32 

(HIUSIRAD FIELDS 
RNihidTolor24Ta«w(ANiQi<t) 
iKkiaitli Virriogtaa 26 Ontt Torgtt 
IhcknMilAMnc*) 

(M Ihract WWtiitiid 26 Ovett Torgit 
Fnw Roy 23 Ovett Tvrget 
Emtt Mott Creeper 20-21 
Cny leer 21-22 

Mihid Appreetke Oiocktmith 24-2S 

, MbMCevvcOvm 25-26 

I HUraRFetmer 23-24 


Ityktrett Ovrntkh 30 


Starving lAevetein Uen 23-24 
Vkievt Gray Oeer 23-24 

5 DARROW HILL 
Cme YeN 30-31 

Starving Movntoin lion 23-24 
Yldovt Gray Rear 22-23 

6 YETI CAVE 
Cave Yeti 30-31 

7 SOUTHSHORE 

Bartalo GIntettI 32 Ovett 
Chef Jetten 3S Ovett 
Darren Malvew 30 Ovett 
Innkeeper Anderton 30 Innkeeper 
llevtenant Forren Orinelle 2S Ovett 
Lorematter Dibbt 30 Ovett 
Magittrate Henry Maleb 30 Ovett 
Morthal Redpath 41 Ovett 
Merideth Corlton 32 Horte Trainer 
Phin Odelic 36 Ovett 
Wetley 30 Stable Matter 
Snopjaw 30-31 
Starving RAovvtain lion 23-24 
VIciovt Gray Oeer 22-23 

8TARREN Mill 
Apothecary lydon 35 Ovett 
Arachne Venamblood 29 Herbalitt 
Daryl Stack 56 Matter Tailor 
Deathgvard Hvmbert 32 Ovett 
Deothgvord Somto 32 Ovett 
High Exeevtor Dartbolia 50 Ovett 


Innkeeper Shay 30 Innkeeper 
Kayren Soothtollow 30 
Keeper Bel'varll 34 Ovett 
Krvtk 25 Ovett 

Mogvt Wordeen Voidglore 42 Ovett 
Melltaro 25 Ovett 
Novice Tholvand 30 Ovett 
Serge Hinnot 32 Expert Alchemitt 
Tollow 27 Ovett 

Theodore Mon Claire 30 Stoble Motter 

Zorlte 55 Oot Hondler 

Elder Gray Oeor 25-26 

FoTHt RAott Oeeper 20-21 

Giant RAott Oeeper 24-25 

Gray Oeor 21-22 

Snopjow 30-31 

9 DURNHOIDE KEEP 
Elder Gray leer 25-26 
Forett Mett Oeeper 20-21 
Giont RAott Oeeper 24-25 
Syndkate Rogoe 21-22 
Syndkote Shodew Moge 21-22 
SyedkoteWatcInnon 20-21 
Vkiovt Gray Oeor 22-23 

lOTHORADIN'SVYAll 
Elder Gray Rear 25-26 
Elder RAott Oeeper 26-27 
Giant Mott Oeeper 24-25 

II NETHANDER STEAD 
Elder Gray Rear 25-26 
Elder RAott Oeeper 26-27 


Feral RAevotoin lien 27-20 
Giont RAott Oeeper 24-25 
Mvdtnevt GooH 26-20 
Mvdtnovt Shomon 27-20 
Snapfow 30-31 
Syndkate Regoe 21-22 
Syndicate Shodow Moge 21-22 
Syndkote Wotclunan 20-21 

I2DUNGAROK 

Dvn Gorek RAovntaineer 20-29 ERte 
Don Gorok Priett 29-30 ERte 
Dvn GorokRIfleoHin 29-30 ERte 
Elder RAott Oeeper 26-27 
Feral Movetain lion 27-20 

UEASnRN STRAND 
Doggertpine ScreonMr 29-30 
Doggertpine Sherehvnter 30-31 
Doggertpine Shorettolier 29-30 
Doggertpine Sken 30 

PURGATION ISIE 

Jvdge Thelgrain 34 Friendly to Alliance 
Cvrted Polodin 30-31 
Carted Acelyte 30-31 
Coodenmed Monk 31-32 
Writhing Mage 31-32 
Carted Jvttkar 33 
Arodot the Doinned 35 Ovett Target 
Coodenned Clerk 31-32 



heI 



Bottle of Hiihbrad I )9 32 High Executor Dortholio 

REWARD: Bond of the Underdly 0 ond CHOICE OF: 1 Sotfed Buriol Trousere or I Dedskull Shield i or I Runk Dorkblode ^ 
Blodcmoore's Loflocy 


1000 . 1550 ! 2050 : 2550 j 


36 fal'dir 


Krusk 


210 I 420 I 850 ! 1250 ; 1700 : 2100 I 


Costly Menote 30 34 

REWARD: Radge: Idsly Uon Staok. 5 Tosty Lion Staok and CHOICE OF: 1 

DorrenMolvew 

Shaghwd's Girdia S or 1 Shegherd's Gloves Q 

; DorrenMolvew 

» 

i 270 

: 550 

: 1100 

1 1600 

2150 

; aw 
i 2700 

1 

Non 

i 

■ Doloron Potrob 

' 30 35 

Mogus Wordeen Voidglore 

: Mogus Wordeen Voidglore 

N 

1 210 

: 410 

' 825 

1250 

1 1650 

1 2050 

, 1 

iDongerousI i 19 28 Dongarousl (Obj) 

MWMO: Hooded Cowl Q and (HOKE OF: 1 Bow of Plunder or 1 Saillry Buckler • or 1 Charred Wond / 

High Executor Dortholio 


i 230 

' 460 

925 

1400 

1850 

2300 

Nm 

Dowii the Coast 

25 30 

I Uevtonont Forren Orinelle 

1 Lieutenont Forren Orinelle 

Y 

190 

370 

750 

j 1100 

1 1500 ! 1850 

1 21A 1 

1 Elixir of Agony 

REWARD: 3 SwHiness PMioa 5 Heotita Potion 

1 24 28 

1 Apothecary Lydon 

i Apothecary Lydon 

Y 

230 

460 

925 

1400 

1 1850 ! 2300 

ilij 

1 

Bhf of Agony 

24 28 

iMwcorylydon 

1 Moster Apothecary Foronell 

Y 

120 

230 

460 

700 

925 

1 1150 

Himll 

Elixir of Agony 

24 30 

iApotheoiry lydon 

1 Dusty Rug (Obj) 

i ^ 

370 

725 

1450 

2200 

2900 

3650 

Non 11 

'Elixir of Agony 

; CHOICE Of M High Apothecory Ckwk ?9 or 1 Medito 

24 30 

tiveSosh^ 

1 Moster Apothecory Foronell | 

Apothecory Lydon 


310 

600 

1200 

1850 

2450 1 

' 3050 

Now II 

Elixir of Agony 

24 30 

i Apothecory Lydon 

Apothecary Lydon 

Y 1 120 

240 , 

480 

725 

950 1 

1200 

Now jB 

. Elixir of Pain 

21 24 

Apothecary Lydon 

Stanley's Dish (Obj) 

' 

N 150 

290 

575 

B75 

1150 i 

1450 i 

IIOIH H 

1 Elixir of Pain 

REWARD: Recipe: Hot lion Chops and CHOICE OF: 1 Gl 
1 Elixir of Suffering 

21 24 ' 

oves of Brown Q 
19 22 1 

Apothecary Lydon 

or 1 Stomping Boots Qor 1 Rrewolker Boots 
Apothecary lydon 

Apothecary Lydon 

Y 1 200 

390 

775 

1150 1 

1550 ! 

1950 

Rom Jj 

Umpi 

N 

180 

350 

700 

1050 1 

1400 ! 

1750 

Rom 

Elixir of Suffering 

19 22 1 

Apothecary lydon 

Apothecary Lydon 

-U 

20 i 

_iLi 

70 ; 

110 ' 

140 

180 



Forren's Proof 

Forren's Proof 

Gol'dir 

Hekulor) Revenge 

Hekulor's Revenge 

Hints of 0 New Plogue? 

Hin ts of 0 New Plogu e? 

Hints of 0 New P logue? 

Hints of 0 New Plogue? 

[I CHOICE Of: 1 Dusifoll bins or I UgliMep Lmnliigs 





i I i S is I 

_L ..LU -IX - WiL.k_Li_iLJ_L 



None 


3S« 00« 

None 

70# 00# 

None 

30# 00# 

None 

30# 00# 

None 

5 

None 

1 

None 

None 

None 

None 

30# 00# ' 

None 

i 

6# 00# 

None 

1 

14# 00# 




LORDAERON 


LOCAL RESOURCES 


MINING HERBALISM 

rssmm 

ADundont 
Abundant 
Moderate 
Trivial 


(miller 

Abundant 

Peocebloom 

lib 

Moderate 

Silverleol 


Eorthroot 

Mofleroy ol 


SILVERPINE FOREST 

The gioom of Silverpine is now a calming force for many of the area's residents. The Undead controi this area with a loose 
and rotting hand, and there are only a couple of areas that are hotly contested. Over on the east, in the middle of Lordamere 
Lake is a fortress where many Gnolls resist the attacks of the Forsaken. On the southern front, there are a number of Dalarans 
who maintain a keep from which to launch strikes against their eternal foes. Apart from these enemies, the various elements of 
Wolfmen and disloyal Undead are dangerous forces for unwary travelers. Heroes from both the Horde and Alliance sometimes 
come here to battle Arugal, the lord and master of Shadowfang Keep. 


\ 'J/ •_ 

H i L-\ S.B. R#B.%X-'^'l 


SKINNING 


Quantity of Skinnable Creatures: Abundant 

Levels of Skinnable Creatures: 10-21 (Skinning 50-1 OS) 







2 NORTH TIDE'S RUN 
Moonrog* Dorksiwl 13-14 
Moomog* Glvtlon 12-13 


3 THE SKIHERING DARK 
Gioul GriiiM Star 12-13 
M«$s StoHitr 12-13 


4 SKinERING DARK CAVE 
MhtCrMg«r 13-14 
Moss StoOier 12-13 


S THE DEAD FIELD 
Ftrodmis GriiiM Bear 1 1-12 
GioBt GriiiM Bear 12-13 
Mowuogt Ghrltm 12-13 
MonMWorg 11-12 
NigtiHatli 14 Qatit Target 
RolhMe Gioderemer 11-12 
Rethide Myitk 12-13 


6 THE IVAR PATCH 
Quinn Yorkk 14 Quest 
Rone Yorkk IS Quest 
Mettled Worg 11-12 
Rovendaw Slave 11-12 


7 MAIDEN'S ORCHARD 
Deothstolker Erlond 1 1 Quest 
Mottled Werg 11-12 
Worg 10-11 


VBe Hn Shredder 12-13 
VBe Fin Tidehenter 13-14 


9 lORDAMERE LAKE 
VHe Fin Lokestoier 18-19 
VHe Fin Oracle 19-20 


lOFENRIS ISLE 
Elder lake Skelier 16-17 
Lohe Skelier 15-16 
Ret Hide Brute 16-17 
Rot Hide Plague Weaver 17 
Ret Hide Sovege 18-19 
Vie Flu lokestolier 18-19 
Vie Flu Orade 19-20 


II FENRIS KEEP 
Rogiug Ret Hide 18-19 
Ret Hide Savage 18-19 


12 THE DAWNING ISLES 
Elder Luke Creeger 18-19 
Elder loke Skelier 16-17 
lokeOeeger 17-18 
Lake SkulierlS-16 
Vie Fh Skerecreeger 16-17 
Vie FhiTldecaler 17-18 


13 THE DECREPIT FERRY 
Fenwkk Thatres 16 
Hand el Ravendow IS-16 
RovendawChanipien 14-lS 
Ravendow Servont 13-14 


Apothecary Renferrel 14 Quest 
Dolor Downweaver 21 Quest 
GuiTloume Sorouy 28 Journeyman Blocksmith 
High Executor Hodrec 30 Quest 
Innkeeper Bates 30 Innkeeper 
Johan Focht 1 9 Miner Trainer 
Karos Razok 55 Bot Handler 
Sarah Goode 30 Stoble Moster 
Shadow Priest AHistor 20 Quest 
Yuriv's Tombstone Quest Target 
Feredeus Grhiled Bear 11-12 
Moonroge Whitescalp 1 0-1 1 


IS DEEP ELM MINE 
Ferodeus Griizled Boor 1 1-12 
Gchnsou the Pole 15 Quest Target 
Moonroge Dariisoul 13-14 
Moonroge Glutten 12-13 


16 DEEP ELM CANYONS 
Dalnron Whord 19-20 
Meonroge Bleodbowler 15-16 
Meenroge Durhseul 13-14 
Vie Fin lohestolier 18-19 
Vie Fin Orocle 19-20 


17 OLSEN'S FARTHING 
Rovendaw RoMer 12-13 
Ravendow Slave 11-12 


A Recipe For C 
REWARD: Bixi 
Ambermill Inv 


Arugal Must D 
REWARD: Seaj 
' Arugol's Folly 


[AtugorsFoHy 
Arugol's Folly 
CHOICE 0F:1 
! Arugol's Folly 
Assoult on Fen 
CHOICE OF: 1^ 
Beren's Peril 
REWARD: Won 
Border Crossit 


18 SHADOWFANG KEEP 
Entrance to Shadowlong Keep World DmgM 


1 9 PYREWOOD VILLAGE 
Dolaran Apprentke 13-14 
Giant Grizilod Boor 12-13 
Pyrewood Elder 14-15 Elte 
Pyrewood Sentry IS Elte 
Pyrewood Watcher 14 Elte 


20 GREYMANE WALL 
Bloodsnout Worg 16-17 
Hoggord Refugee 18-19 
Moonroge Bleodbowler 15-16 
Sickly Refugee 19-29 
Voldred Morey 21 Quest Target 


21 AMBERMILL 

Archmoge Arotek 18 Quest Torgot 
Dolaran Conjurer 17-18 
Dohnaa Protector 14-15 
Doloron Warder 16-17 
Dolaran Wntchor 18-19 
Doloron Wizard 19-20 


22 BEREN'S PERIL 
Dolaron Watcher 18-19 
Dolaran Wizard 18-19 
Rovendaw Drudger 19-20 
Rovendaw Guordiaa 20-21 


^aloron^Jnle 
Jolor'sAnql^ 
Deoriislalkers 
REWARD: Ghe 
. Escorting Erloi 
REWARD: Deq 
Ivor the Foul 
CHOICE OF: 1_ 
i Journey lo Hil 
Jwipeolhsiqj 
Mqps ond Run 
Prove Your Wi 
Pyrewood Am 
CHOICE OF: L 

JqleJghondlj 
Report to Hod 
_REWAR0: Med 
Return to Quji 
Rot Hide Clu« 
Ro t Hide Ichoi 
Rot Hide Orij^ 
[speok withRi 
The Deed Fiei 
REWARD: Reci 
The DeothstoJ 
, The Decrep it I 
The Engraved 
[iHe Hidden HI 
; The Weover 
CHOICE OF: I 


m 




mm. 


fdi 




i= 
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Ihstoeii's Revenge 

BUlhii of Scorn 0 

10 

20 

Roleigh Andreon 

Raleigh Andrean 

N 

160 

310 

625 

925 

1250 

1550 

129 009 

IhptFixDeoth 

mS5M*Root 

9 

12 

Apothecary Renlerrel j Moster Apothwory Foronell | 

Y 1 

90 j 

180 { 

360 j 

550 

725 I 

900 i 

59 009 

fWilDeoth 

9 

15 

Master ApoNiKary Foronell 

Apothecary Renlerrel 

Y 1 

140 j 

270 1 

550 j 

800 j 

1100 1 

1350 1 

149 009 

llepForDeoth 

BUD: Dixir of Minor Focffiiide, Swiftness Potion o 

9 18 

d CHOICE OF: 1 Nil 

Apothwory Renlerrel { 

ihttilow Concoction or 1 Addprooi Cloak ^ 

Master Apothecary Foronell | 

N j 

210 ! 

410 1 

825 1 

1250 1 

1650 1 

2050 1 

None 

^Mootions 

10 

16 

Shadow Priest Allister j 

Shodow Priest Allister j 

Y 1 

120 ^ 

230 

460 I 

700 : 

925 

1150 ; 

89 009 

hyfhntDie 

pyofSyhtmO 

18 

27 

Dolor Downweaver 

Dolor Downweover | 

N ; 

330 

650 1 

1300 j 

2000 : 

2650 

3300 ; 

None 

Hii» 

9 

—1^-4 

Dab Downweaver 

Dolor Downweover 

Y 

90 

180 

350 

525 j 

700 1 

875 

None 

Mm 

9 

14 

Dob Downweaver 

DobDownweovw 

Y 

100 

200 

390 

600 1 

775 I 


69 009 

MsFoly 1 9 

(HQOM ItgdMir > or 1 kotgri^^ 

15 j Dob Downweover 
1 Cinder Wond / 

Dolor Downweover 


140 i 

270 

550 

800 1 

1100 

! 1350 

None 

MM 

9 

15J 

Dob Downweover 1 

Dolor Downweover 

_lj 

110 

210 

420 

625 

850 

1050 ; 

79 009 

lMlt«iFenrislsle 

ona Of : 1 M Robe of the Adkidkotw n or 1 ^ 

10 24 j 

Uonsirflci/ 

High Exwutor Hodrw | 

High Exwutor Hodrw { 

N i 

200 j 

390 

775 

1 i 

1550 

i 1950 ; 

None 

htie'sPeri j 

jiUlh Wend oi Dray/ 

16 

21 ! 

Shodow Prbt AilKter { 

Shodow Prbt Allister | 

i N 1 




! 750 i 

1000 

; 1250 

None 


10 

14 

Shodow Priest Allister 

Dobon Crote (Obj) 

Y 

100 

200 

390 

600 

775 

975 

None 


10 

14 

Dob Downweover 

Shadow Priest Allister 

Y 

10 

20 

40 

60 

80 

100 

None 

fftMt* 

10 

14 

Shadow Prbt Allister 

Dolor Downweover 

Y 

10 

20 

40 

60 

80 

100 

None 

tatbstolersinSItatlotirf^ 

fUMMontleSI 

18 

25 

High Exwutor Hodrw 

Deothstolker Vincent 

N 

200 

400 

800 

1200 

1600 

2000 

189 009 

bntqfrlond | 

BUD;lMMIiirSitaflMordy 

10 

n 

Deothstolker Erkmd 

Rone Yorkk 

1 V 

1 90 

180 

1 350 1 525 

1 700 

875 

i None 

'tiiay 1 10 

(Na OP 1 Quilted Brocers Q or 1 Weothered Belt S 

12 

1 RoneYorkk 

1 Rone Yorick 

1 1* 

1 70 

1 140 

1 270 

1 410 

1 550 

i 675 

1 39 509 

|tnr to Hislirod Foothills 

i 

20 

Apothecary Renlerrel 

Apothecary Lydon 

1 1* 

120 

230 

460 

700 

1 925 

^?150 

99 009 

LhiiRtolers 

! <0 

12 

: High Executor Hodrw 

Rone Yorick 

Y 

25 

45 

90 

JAL 

.180 


None 

hdhnes 

10 

14 

; Doloron Crate (Obj) 

Sbdow Prbt AllKtw 

! If 

1 75 

150 

300 

’j40_ 

’ 600 

750 

59 OOf 

Lyow Worth 

9 

10 

Dolor Downweover 

; Dolor Downweaver 

Y 

i 85 

170 

340 

i 500 

675 

850 

39 509 

firmed Ambush 12 15 

(Wia Of ilFMeioft Shield i orlStntdiodlMlitorTnHisanEili 

Deothstolker Foerleio 
srlMystkShowltt 

: Deothstolker Foerleio 

' N 

' 140 

270 

550 

i 800 

1100 

1350 

149 009 

Maithellwlertlty 

10 

16 

I MogistroteSevren 

1 Raleigh Andreon 

! Y 

1 60 


1 230 

1 350 

460 

575 

; None 

^toHodiec 

1 10 

16 

! Apothecary Renlerrel 

! High Exwutor Hodrw 

1 Y 

1 60 

1 120 

1 230 

1 350 

i 460 

575 

None 


am): Mtd i um Armof Kil ond (HOKE OF: 5 Co orst W«ig hmon> or 5 Coarse Shorp«ni ng Slotw 


10 11 ^ Ap olhecory Renterrel 

10 16 I (ofpM L aden Bool (Objl 


17 HIgli Exe c ulof Hodrw 


Kttllrillim 


Qui nn Yofitk 
High Execu tor Ho drw 
Apothwory Renlerrel 


260 400 525 

120 170 230 290 

130 250 ; 500 ^ 750 ~ 1000 1250 ; 


130 

60 


17 I ApcHwa ry Renftrrd 


12 Higli E xeculof Hodrw 


M High Exwutor Hodrw 


Belhor Itwhord 

Apothwory Renforrel 
High Exwutor Hodrw 


30 ! 65 ! 130 190 250 ; 320 ! 


4 ^- 


'•!e;t'i!(illiers' Report , 

10 

11 

RoneYorkk 

High Executor Hodrec 

i Y ' 45 

90 ■ 

180 ^ 

1 260 350 _440_ 

29 009 

;;:repil ferry 

10 

16 

High Exwutor Hodrw 

Corpse Laden Boot (Obj) 

i Y i 90 

180 

350 

; 525 700 ; 875 : 

None 

I'-ntavedRing 

10 

16 

High Executor Hodrw 

Magistrate Sevren 

V ' 60 

120 

230 

j 350 ' 460 : 575 j 

None 

1 aMbNiche 

; '7 

18 

Sbilow Grove (Obj) 

Dusty Shell (Obi) 

j Y ; 70 

, 140 

270 

410 : 550 ; 675 

59 009 


~1 (wonium Rod or 1 


10 22 Shodow Print Allbter 

ikn 


180 350 < 700 I 1050 1400 1750 


] 10 16 I Bethor keshord 


[l2 18 ! Dusty syi(Obj) 

: I SHwnd Trousits □ or 1 Rugmd Moll Glevw H or 1 SotroUd Knife ✓ 


I Apothocory Renforrel | Y | 30 j 60 | 120 j 170 | 230 | 290 j 

I Bethor Icnhord i N 1 170 | 340 | 675 j 1000 | 1350 ! 1700 | 


11 I RonoYoritk 

)D He(ip«: Discolored Healing Potion, Discolored Hooling Potion 


: Apothwory Renforrel 


Y I 45 i 90 I 180 I 260 | 350 i 



Mangy SIv 


Highvolt M 


Wghvole S< 


Consult Master Go 


JSfim Messoge 


Gryphon Moster T( 


lommol'an the Pn 


CHOICE OF: I Rain 


Nokrum's Medollic 


RiscuoOOX-09/K 


Return to FerZoru 


Return to the Hint) 


mopsody Shindigj 


Rhops ody's Tole 


Bn]L« 


R inTs Secret 


Soving Shorpbeok 


CHOICE OF: 1 Gry{ 


Skulk Rock Cleon-r 


Summonino Shodr 


Thodius Grimshodi 


The Altar of Zul 


The Andenl Egg 


Troll Netkioce Boui 


Troll Neckloce 


Venom Bottles 


Venom to the Undr 


CH0ICE0F:]Roy( 


WttherlxirkbAes 


LOCAL RESOURCES 


THE HINTERLANDS 

In the far northeast is a land that is almost forgotten by those who fight for survival throughout the Eastern KingdotT8.| 
Hinterlands is an expanse of pine trees and valleys where Wolves, Owibeasts, and even Dragonkin live. On the southern r : 
are many outposts of Trolls, all powerful and very much steeped in a bloody philosophy that even divides them from the H 
Trolls. Along the northwest end are Dwarves and Elves who also live on their own, apart from the aid or interference d 
Alliance. Hunting up in Hinterlands is usually safe and quiet, making it a place beloved by crafters throughout the worIcJ. 


MINING 


AbundonI 


HERBALISM 


SKINNING 

Quantity of Skinnable Creatures: Abundont 

Levels of Skinnable Creatures: 40-49 (Skinning 200-245) 




Sungross 



iingdoms. The 1 
them ridgeline f 
m the Horde's 
ference of the 
world. 


imiEPEAK 

. fglitod WlldiMimner SO 
mm Bcoldertug SO Stable Master 
NMmmMr Sentry SS 
ImgySIvenMiie 41-42 
bnibeeli Gryphon 4S 
hMRoierheok 40-41 


IHII'WATHA 

tMmbotblMeskinner 42-43 
VMwrbetb Venemblood 43 


4 AGOTWATHA 

8 SHAOL'WATHA 

11 THE CREEPIHG RUIH 

Cemlean Orogoaspown 40-49 

SRvenaaae Stalber 47-48 

Green Shidge 46-47 



Jade Ooie 48 

Jade Ooie 48 

9 THE TEMPLE OF ZUL 


PrMthre Owibcast 44 

Morto'Gyo The Keeper SO ERte 

12 SHADRA'ALOR 

Oioga The Keeper S2 ERte Overt Target 

Atol'ai Exile 4S Quest 

S SKULK ROCK 

VIehroch Soothsayer 47 

WHherharh Oroodgoord 44-4S 

Green Sledge 40-47 

ViehroiKh Axe Thrower 46 

WHherharh Caller 4S-46 

Jade Oeie 47-40 

VRehraoch Scalper 47 

WHherhorh Sodlst 44-4S 

Savage Owibeast 46-47 

VOebraochWoH Pop 46-47 

13 THE OVERLOOK CLIFFS 

6 SERADANE 

10 VALORWIND LAKE 

Gamnierita 48 ERte Quest Target 


Priodlive Owibeost 44-4S 

Soltwator Snopjow 49-SO 

7 JINTHA'ALOR 

Roiorheoh Gryphon 4S 


SilveroNiae Stalier 47-40 
VHebrondi Warrior 46 ERte 

SRvemioae Howler 46 


Vllebrondi Witch Doctor 46-47 ERte 











TIRISFAL GLADES 


Tirisfal Glades has seen the ravages of plague and the Scourge. The once vibrant villages and grand city of Lordaeron 
ruins. Remnants of the Scourge still roam the land and the Undead who have awakened of their own free will are huntedh 
Scarlet Crusade. Murlocs infect the northern shore and Rothide Cnolls have been seen taking over a farmstead just south 
It is a land in constant turmoil. 


Greater O 
Carted Da 
Sroriet Ze 
Starlet W 
CoftolR Pi 


HERBALISM 


SKINNING 


Quantity of Skinnable Creatures: Abundant 
Levels of Skinnable Creatures; MO (Skinning 1-50) 


Abundant 



aeron lay in 
unted by the 
It south of it. 







A New Plague 


•UESTS 


A New Plogue 

REWARD: 3 Weak Troll's Blood Polion 


ApotliecorY Johoon 


A New Plogue 
REWARD: 5 Slumber Send 


9 { Apotherory Johoon 


j Copturedi 


i Apothetory Johoon 


A Rogue's Deol 
CHOICE OF: 5 Forest Mushroom (op or 5 


55 ^llidwy Levine 


55 [MidMy Levine 


Refreshing S^Wi 


i Atickey Levine 


I Mkkey Levine 


I Deolhguord Dillinger 


{ A Rogue's Deol 
CHOICE OF: 5 Forest Mushroom (eg or 5 Refrtshinq SgthiQ Wi 


' Innkeeper Renee 


At Wor With The Scarlet Crusode 


At Wor With The Sterlet Crusode 


At Wor With The Sterlet Crusode 


5 I Colvin Ml 


[ EtteatorZyiniid 


j Colvin Montogue 


[ EnetulorZygnwf 


I Exetulor Zygond 




At Wor With The Storlel Crusode 5 1 2 [ Exetufor Zygond 

CHOKE OF: I Ceremoniol Knife or I SWUng Holthel ^ 
jCegdieiof Betkoning 


j Exetulor Zygond 


I Exetulor Zygond 


REWARD: Condle of Bodtogliig 


10 I Crate of Candles (Obj) 


Crate of Candles lObj) 


160 310 ; 470 625 i 775 __ 

170 340 ; 500 675 I 850 39 % 


Deaths in the Faniy 


Coleman Farthing 

' Coleman Farthing 

i N ! 90 

1 180 

350 

1 525 



FmI I 

1 Mwy to Shwgim Forest 

I 9 10 

Apotheovy Johoon 

Apothecary Renlerrel 

I N i 65 

130 

250 

1 380 

: 500 

625 

2# 3 

j Doom Weed 

1 5 6 

Junior Apotbecory Holland 

Junior Apothecary Holland 

N 1 55 

no 

^ MO 

[IF 

_J30 i 

550_ 


1 Fields of Grief 

4 7 

Apothetory Johoon 

Coptured Scarlet Zealot 

N 1 15 

30 : 

65 

95 

130 

160 . 


■ Fields of Grief 

4 7 

Deadtguitrd Simmer 

Apothecary Johoon 

Y 65 

130 

250 

I 380 

_JPPj 

625 

1 flfll I 

: Forsoken Duties 

6 9 

Mogblrate Sevren 

Deothguord Linneo 

Y ' 20 

40 

_.8L.. 

; 120 

[[l60 ‘ 

200 

lllHH 1 

I Gordo's Tosk 

1 5 5 

Gordo 

Junior Apothecory Holland 

; Y 25 

45 

90 

1 140 

1 180 : 

230 

(1^ J ■ 

l| Groverobbers | 4 8 

It OfOKE OF: 1 Cold Steel Gounlletsnior 1 Zmihii Skin SooisB 

Magistrate Sevren 

: Magistrate Sevren 

! N 70 

i 140 

280 

i 420 

550 ^ 

700 


1 Night Web's Hollow 

1 CHOICE OF: 1 Flex Vest fil or 1 Ruggod Moil Vestr 

[2 4 1 Executor Arren 

jor 1 Zombie Skin iengIngsCa 

' Executor Arren 

1 Y 35 

70 

140 

riiT 

1 280 [ 

360 


1 1 Proof of Demise | 5 7 Deolhguord Burgess 

1: CHOICE OF: 1 Zombie Skin Broiers Q or 1 Closped Belt S or 1 Netted Gloves 

1 Deothguord Burgess 


130 

250 

380 

500 

625 


1 Proving Allegiance 

5 12 

Gunther Arconus 

1 Gunther Arconus 

[ ■ 1 

140 1 

270 

1 410 

1 550 1 

675 r 

lioir^ ! 

j Rattling the Rottletoges 
CHOICE OF: 1 Flax Boots Q or 1 Scavenger Tunk 

1 3 Shodow Priest Sorvis 

j] or 1 Roomer's Leggings HI 

1 Shadow Priest Sorvis | 

I N 25 

' 50 

100 

ptF 

200 [ 

250 ^ 

Rgn 1 

1 Rear Guord Patrol 

A J.L 

; Deothguord Linneo 

Deothguord Linneo 

_ N 65 

,130 

260 

400 

. 5M . 

650 

5|J! ^ 

Return the Book 

5 8 

Bethor Iceshord 

Gunther Arconus 

Y 

. JP.. 

140^^ 

Ji0_ 

MJ) . 

350 


Return to the Mogistrole 

6 9 

' Deothguord Linneo 

Mogistrote Sevren 

N _ 40 J 

. 80 , 


.MO 



||| ^ II 

Rude Awakening 

1 1 

' Undertaker Mordo 

Shodow Priest Sorvis 

, J 5_ 

10 

15 ^ 


30 

^0 

Im HI 

|. Scavenging Deothknell 

CHOICE OF: 1 Flox BellJj^w ' Rusimelol Bracers § 

2 3 Deothguord Sohoin 

2 or 1 Short Duskbot Cope ?? 

Deothguord Soltoin ' 

N 30 

65 

130 ^ 

190 

250 

320 

|[ 

Speok with Sevren 

7 10 

Coleman Farthing 

Magistrate Sevren 

J ilJ 

I5_ 

.¥ 1 : 

50 


. 85 . 

Nom 1 

The Chill of Deoth 

i CHOICE OF: 1 Adept's Cloak or 1 Sewing Gloves 1 

7 8 

J 

Gretchen Dedmor 

Gretchen Dedmor 

N 70 

140 

280 

420 

- 

550 

700 

1 

r TheOomned 1 2 

1 CHOICE OF: 1 Flax Bracers Q or 1 Old Leather Belt S 

Novke Elreth | 

Novke Elreth | 

N 15 

35 

70 

100 

140 

170 

1 

1 The Dormant Shade 

5 10 

lilKth's Dinner Toble (0b[) 

Lillith's Dinner Toble (Obj) 

N 0 _ 

0 0 

0 

0_ 

0 


1 The Fomily Crypt 7 13 

t CHOICE OF: 1 Dorkwood Staff or 1 Bonecrocker ^ 

Mogistrote Sevren 

Mogistrote Sevren 

N 90 ^ 

180 

360 

550 

725 

900 

1 

I The Haunted Mills 

7 10 

Coleman Farthing 

Coleman Forthing 

N 40 ; 

. 85 . 

170 ; 

250 

340 

«0 .. 

,|n 

I The Mills Overrun 6 8 

II CHOICE OF: 1 Cryplwolker BooIsB or 1 Sturdy Cloth Trousers P 

Deothguord Dillinger 

Deothguord Dillinger 

N 90 i 

180 

350 : 

525 

700 

875 


II The Mindless Ones 

li , CHOICE OF: 1 Flux Gloves HI or 1 BoHered Cloak % 

1 2 i Shadow Priest Sorvis 

Shadow Priest Sorvis 

N 15 i 

35 

70 

100 

140 

170 


li [ThehodtaiLkh | S 8 | 

Moghtrale Sevren 

Bethor Iceshord [ 

Y , 20 i 

35 

70 1 

~nT 

140 i' 

180 ^ 

Hom 

I 1 The Prodigal Uch Returns | 

II REWARD: lom Rudder i 

5 12 1 

Gunther Arconus 

Bethor Iceshord | 

ttM 

180 ; 

360 1 

550 

725 1 

900 


1 The Red Messenger j 2 5 | 

II CHOICE OF: 1 beoilor Staff ^ or 1 Deolligwtrd Buckler « 

Executor Arren j Executor Arren [ 

Tnn 

130 

270 [ 

400 

525 1 

”675 


: The Scorlet Crusade j 

' REWARD: 5 Refreshing Spring Water and CHOICE OF: 1 

2 4 1 Executor Arren | Executor Arren j 

Forsaken Dagger or 1 Forsoken Maul or 1 Forsoken Shortsword ^ or 1 Forsaken Bastard Sword ’!/ 

Y ; 35 1 

70 ' 

140 1 

FiT 

"~280 i 

360 


1 : WIqI hMltaMCi 1 

2 5 i 

Executor Arren 

Executor Zygond j 

N : 35 [ 

65 

130 ! 

200 

; 270 

3F~ 


1 i Wonted: Maggot Eye i 6 10 j 

CHOICE OF: 1 Brass Stole PontsQ or 1 Tiller's VeslQ 

Wonted! (Obj) 

Executor Zygond | 

N 85 1 

170 

340 1 

500 

"~675 

850 

** 


MININ 







THE WESTERN PLAGUELANDS 

Above the Alterac Mountains is the entrance to the Western Plaguelands. Tainted beasts, vicious Humans from the Scarlet 
Crusade, and a number of Scourge Undead live there. Cauldrons of bubbling liquids are guarded by the mindless dead. The 
Horde and the Alliance, so seldom to agree on matters, are both at war with the dangers posed by the Scourge, and this is the 
frontline of that battle. To the east is Darrowmere Lake, where Scholomance sits quietly in a deserted town. Walk here not, lest 
your group face trials of epic and deadly proportions. 




00 # 
85# 00# 
I# 00# 


“# 

»# 

3# 00# 
3# SO# 


JJL oofJ 

J# 50#J 
I# 25# 


# 75# 


•'"J 


3# 00# 


LOCAL RESOURCES 


HERBS: NONE 


SK NN NG 


MINING: NONE 


Quantity of Skinnoble Creatures: Trivial 

Levels of Skinnoble Creotures: 51-54 (Skinning 255-270) 


4# 50# 


5# 00# 




3# 50# j 





CHOICE OF: I Orchid Amice or I Gold Unk Bell 


AHtgiiallwiiThee 


AfiftScorob 


i WsScorob 


] 50 55 [ Argent Officer Gorush 


ACollloArms:ThePloguetandsl 

50 

50 

Worcoller Gorloch 

High Executor Derringlon 

Y j 45 

1 95 ^ 

190 

2B0 

380 

470 

Row 

I A Coll to Arms: The Ploguelandsl 

50 

50 

Harbinger Bohhozod 

High Executor Derringlon 

Y 1 45 

95 

190 

280 

380 

470 

Ron 

. A Coll lo Arms: The Pkiguelondsl 

50 

50 

Bluff Runner Windstrider 

' High Executor Derringlon 


L?5 

190 

' 280 

3B0 

470 

Rom 


55 I Nothoniel Durrwh 


55 , Wolhoniel Dumoh 


56 , ComnwnderAiHamVdIotto 


Alchemisl Ad 


Commondef Ashlom Vo 


High Executor Derringlon 


Alchemhl Arbington 


Argent Down Commission 
REWARD: Argent Down Com mission 
Argent Down Commission 
REWARD: Argent Down Commission 


60 AaodiKwDHhers 


50 55 . Argent Officer Pureheort 


Apolhecory Dithers 


I Argent Officer Pureheort 


I Argent Officer Gorush 


Ij Better Late Than Never 

50 

52 

Jonke Foblana 

Jonke's Parcel (Obj) 

N 

260 

500 

1000 

15S0 

2050 

2550 

Rm 

!' ^ Better lote Thon Never 

50 

52 

Janice's Portal (Obi) 

Royol Factor Bothrilor 

Y 

260 

500 

1000 

1550 

2050 

2550 

Nm 

^loHor Late Thon Never 

50 

52 

Janice's Parcel (Obi) 

Royol Overseer Bouhous 

Y 

260 

500 

1000 

1550 

2050 

2550 

Rn 

. Blood TTMod Skies 

52 

56 

Drlon FonkinQ 

Drion Fordring 

N 

575 

1 

2300 

3500 

4650 

5800 

Rm ' 

Blood Tinged Skies 

52 

56 

Lord Drion Fordrlng 

Drion Fordring 

N 

575 


2300 

3500 

4650 

5800 

Rm 

1 Breastplate of the Chromatic Flight 
REWARD: Breastplate of the Chromatic Flight IlI 

57 

62 

Catalogue of the Wayward (Obj) 

Jezibo 

! N 

1050 

1 2100 ! 

1 4200 

6350 

B4S0 

10550 

Rm ^ 

. Carrion Grubboge 

52 

56 

Drion Fordrfng 

Drion Fordring 

N 

575 

115^ 

2300 

3500 

4650 

5800 

1 Nm ~ 

1 

i 

52 

56 

lord Drion PonlrlnB 

Drion Fordring 

N 

575 

1150 

2300 

3500 

4650 

5800 

Rm 

tPII |ColaloguaoftheWoywarrl 

57 

62 

Jezibo 

Cotologue of the Woyword (Obj) 

N 

70 

140 

2B0 

420 

550 

700 

Rm 


50 

52 

CornmanderAsblamVolorfisi 

Commonder Ashlom Volorfist 

N 

500 

1000^ 

2050 

3050 

4100 

5100 

1 

li Kpij Corruptor's Scourgeslones 1 

'’^ARD: Argent Down Volor Token 

1 50 

55 

Argent Officer Pureheort 

Argent Officer Pureheort 

! X 

55 

110 1 

220 

340 

450 

550 

Rm 

Corruptor's Scourgeslones 
REWARD: AlWli Down Valor Token 

1 50 

55 

1 Argenl Officer Gorush | Argent Officer Gorush 

! N ' 

1 55 I 

HiFl 

1 220 1 

340 ' 


; 550 1 

1 Rm_ 

Counting Out Time 

'HI REWARD: Attuned Danaaner 

1 53 

56 

; Chromie | 

Chromie 

! N ' 

575 

1150 1 

2300 

1 3500 ' 

' 4650 

' 5800 

1 Rm; 

■mWH Counting Out Dme | 

^ REWARD: Attuned Oanponer 

53 

56 

Chromie | 

Chromie 

! N i 

60 i 

120 i 

230 

350 

1 460 


1 Rm"^ 

Dotson'sTeorsCouldron 

50 

55 1 

Scourge Qwldroa (Obj) 

Scourge Cauldron (Obj) 

N 

55 

110 

220 

; 340 

450 

550 


: Demon Dogs 

52 

56 

Drion Fordring 

Drion Fordring 

N 

575 

1150 

2300 

3500 

4650 

5800 


^ » Demon Dogs 

52 

56 

^ lord Drion Fordring 

Drion Fordring 

N 

575 

1150 

2300 

3500 

4650 

5800 

Rm 1 

IsX ' Felstone field Couldron 

50 

53 

Scourge Cauldron (Obj) | 

Scourge Couldron (Obj) 

N 

55 

110 

210 

320 

420 1 

525 

Rm ^ 

.Gohrron'sWNherlRg Cauldron 

50 

5B 1 

Scourge Cnddron (Obi) j 

Scourge Cauldron (Obj) 

N 

60 

120 

250 

370 

-liij 

625 

Rm 

: Glyphed Oaken Branch 
■n i REWARD: Cerise Drape 

51 

56 ; 

Mulgris Deepriver j 

Mothrengyl Beorwolker 

X ; 

575 

1150 

2300 

3500 

4650 1 

5800 

Rm 

; Glyphed Oaken Branch j 

|BH REWARD: Cerise Drape 

51 

56 

Mulgris Deepriver J 

Nora Wildmone j 

X ; 

575 ! 

1150 

2300 1 

3500 ! 

4650 i 

5800 1 

. ,! 


. 8 GAHRRON'S WITHERING 
Hwgtrliii WreM S6-58 
PlagM Urktrs S4-SS 
TMiiliiigV'MiMS6-S8 
Wofag DMrth M-S8 


1 THE BULWARK 
CorrlM Vehwrei 52-53 
Diteoted Mock kart 51-52 
Vtoaoi Milt larhtrs 51-52 

2 FELSTONE FIELDS 
Scarlet Hcood 52-54 
Scoritl Heater 52-54 
Scarlet Iveher 52-54 
Scorlet Medic 52-54 
Skebtal Flayer 50-52 
Skeietui Sorcerer 50-52 
SloveriogGheal 50-52 

3 DALSON'S TEARS 
Ngkted Zooibie 52-54 
Carriea Liirker 53-54 
Diseased Wolf 53-54 
Rottiog Cadaver 52-54 
Skeletal Tener 52-54 

4 NORTHRIDGE LUMBER 
Corriea Lerker 54-57 
Scarlet Knigkt 54-56 
Scarlet Leodterfeck 54-56 


5 HEARTHGLEN 
FereoMO Jerrb 62 EIHe 
High fretector LarM 61 ENte 
Scorlel PModh 55-56 ERte 
Scarlet Priest 56-57 Ehe 
Scarlet Seotioel 5^56 ERte 
Scarlet Worker 55-57 ERte 

6 SCARLET TOWER 
Mgb Oerist 63 ERte 
Scarlet Aveoger 56-57 
Scarlet Koight 54-55 
Scarlet Mage 55-56 
Scarlet Spi R hIadir 57-5B 

7 THE WEEPING CAVE 
Decoying Herrer 55-56 
Devoerlog Ooie 55-56 
Plogee Lerker 54-55 
RelHog leheoietk 55-56 
YRe SRoie 54-55 


9 THE WRITHING HAUNT 
Fetid Zembit 55-56 
FreeilogGheal 55-56 
Plogee lerker 54-55 
Rotting Ghoel 55-56 

10 RUINS OF ANDERHOL 
Cold Wraith 54-56 ERte 
Denepit Geordtan 56-57 ERte 
Flesh Geieni 56-57 ERte 
Soeandog Hoeot 54-56 ERte 
Searing Gbeel 54-56 ERte 
Skeletal Acolyte 54-56 ERte 
Skeletal Execetioner 55-56 ERte 
Skeletal Warlord 55-56 ERte 
Soellett Ghoel 54-56 ERte 


12 OTHER'S TOMB 
High Priest Thel'Danis 65 


13 SORROW HILL (CRYPT) 
Lord Hlaldoiiar 
Skeletal Flayers 50-51 
Skeletal Sorcerer 51-52 
Slavering Ghoeis 50-51 


II SORROW HILL 
Skeletal Flayers 50-51 
Slavering Ghoeis 50-51 



' Good Luck Cho rm 
■Good luck Charm 
! Invader's Scourgesla 
REWARD: Argent Dm 
finvoder's ScMrgeslo 
REWARD: Argent Dm 
[legplalesoftheChri 
fflOICEOF:ILeggMi 
[locked Away 
REWARD: Former Da 
[l^ed Awoy 
[Minion’s Scourgestoi 
REWA R D: Argent Den 
f Minion's Scourgeslon 
REWARD : Argenl Dm 
! Mission Accomplishw 
REWARD: Heroic Con 
; Mission Accomplishec 
REWARD: Heroic Con 
[M^jhynwisW ilh... 
Mold Rhymes With... 
Mrs . Poison's Diory 
|Return lo^Ai|l«^d F 
I Relurn lo Chil lwind F 
|Relurn lo ftillwind F 
I Return K Chilh^nd F 
I Relurn lotheBulwoi 
l^turn lo the Bulwot 
Return lo the Bulwot 
Return to the Bulwot 
Scotlel Diversions 


iSkelelol Frog menIs 
Skele l ol Frogments 
W^nd Keepsoki 
Ibtgel: Poison's Tear 
faget: Dolson’s T eor 
Totget: Poison's T eor 
Terget: F elstone Fiok 
Target: Felsloti e Fieic 
Target: Fe lstone Fieic 
Target: Goh r r on'sWi' 
Target: Go hrron’sWi' 
Target: Goh rron'sWi' 
Target: Writhing Hou 
Iwgel: Writhing Hou 
Target: W rithing Hou 
^ The Dying, R osFrosP 
Jhe Humon, Ros Fror 
. The Key to Scholomo 
JEWARD: Skeleton K 
The Key to Scholomo 
KWARD: Skeleton K 
The lost Borov 


REWARD: Borov Peoi 
Die lost Borov 
JWARO: Borov Peo< 
The Scourge Couldroi 
. The Scourge Cou ldroi 
Jhe Wijdlife Suffers 1 
Jhe Wildlife Suffers 1 
Two Holves Become ( 


REWARD: Felstone^ 


[Unfinished Business 
j Unfinished Business 
Unfinished Bus iness 
Villoins of Dorrowshii 



^QUESTS continued 




pltdOnnn 

50 

52 

Ol'Emmo 

Janice Fektone 

i Y 

260 

■ 500 

1000 

1550 

2050 

: 2550 

None 


UlgdOnmi 

50 

52 

Jeremiah Poyson 

Janice Fektone 

; Y 

260 

500 

1000 

1550 

2050 

' 2550 

None 


&'skowgeston« 

■OiMt Down Valor Token 

SO 

55 

Argent Officer Pureheort 

Argent Officer Pureheort 

■ H 

55 

no 

220 

340 

450 

550 

None 


Mr^skowgestones 
gpjjM Down Valor lolun 

50 

55 

Argent Officer Gorush 

1 Argent Officer Gorush ; N 

: 55 

1 no 

I 220 1 

' 340 

450 

i 550 : 

None 


#tsiiillKChroniotj( Defier 
H Of: 1 1wnrds of the Chromatic Defier d 

57 62 1 CatologueoftheVto^lObj) 

or 1 Legplotes of the Chromatic Defier O 

1 Jeziba [ N 

1050 

1 2100 

1 4200 

■ 6350 

8450 

10550 

None 


liiim 52 55 

1 MD: Fornier Dokon's Shotgun f. Dokon Fomly Woddbig Kino C 

Locked Cabinet (Obj) 

Locked Cobinet (Obj) | N 

700 

1400 

1 2800 

4250 

5650 

; 7050 2# 

nr 

00# 


52 

55 

Outhouse (Obj) 

Outhouse (Obj) 

nr 

■ 0 [ 0 

1 0 1 0 

0 

1 0 ! None 

IpoiTkixirgestofles 
UBtial Down Valor Token 

50 

55 

Argent Officer Pureheort | 

Argent Officer Pureheort 

IN 

i 55 

! no 

1 220 

1 340 

450 

i 550 i 

None 


h’skiorgestones 
IwiflHiDownVolor Token 

nr 

55 

Argent Officer Gorush 

1 Argent Officer Gorush j N 

nn 

no 

1 220 

340 

450 

flsol 

None 


IkilktMniilkhed! | 50 58 [ Commander Ashlom Volorfisl j 

|n|llitok Commendation Medal and CHOICE OF: 1 Valiant Shortsword J or 1 Inlroiiid5hortsword J 

1 Commander Ashlom Volorfist ' 


1 925 i 

1850 

1 3700 

5600 

' 7450 1 9300 1 

None 


|l■lkcoo 1 |llkl 1 edl { 50 58 { High Executor Derrington | 

IbKO: Huok Commendotion Medal and CHOICE OF: 1 Valiant Shortsword J or 1 Intrepid Shortsword / 

High Executor Derrington | N 

925 

1850 

3700 

5600 

7450 1 9300 

None 


UftyoiesWith... 

55 

57 

Akhemist Arbington 

Krinkle Goodsteel 

1 Y ' 

60 

120 

240 

360 


600 

None 


UmesWith... 

55 

57 

Apothecory Dithers 

Krinkle Goodsteel 

1 Y 

60 

pr2o 

240 

360 

480 

600 

None 


IsIdM'iDiorY 

52 

55 

Mrs. Dokon's Diory (Obj) 

Mrs. Dokon's Diory (Obj) 

1 N 

0 

0 

! 0 1 

; 0 

0 

0 None 

lMli(Mliiind Point 

50 

53 

Scourge Cauldron (Obj) 

High Priestess MocDonnell 

Y 

270 

' 525 

1050 

1600 

2100 

i 2650 

80# 

00# 

lOnkOiMnd Point 

50 

55 

Scourge Cauldron (Obj) 

High Priestess MocDonnell 

i-JL. 

280 

550 

1100 

"l700 

2250 

: 2800 

85# 

JDO# 

hBUQiillwind Point 

SO 

55 

Scourge Cauldron (Obj) 

High Priestess MocDonnell 

Ljl: 

280 

550 

1100 

1700 

2250 

2800 

85# 

00# 

taokOilvnnd Point 

50 

58 

Scourge Cauldron (0b|) 

High Priestess MocDonnell 

1 N 

310 

625 

' 1250 

^50" 

2500 

JlOp 

90? 

00# 

IlniilliiBulwork 

50 

53 

Scourge Cauldron (Obj) 

Shodow Priestess Vondis 

j V 

270 

525 

1050 

I'M, 

2100 

2650 

80# 

00# 

Iwutelelwork 

50 

55 

Scourge Cauldron (Obj) 

Shadow Priestess Vondis 

Y 

„ -780 J 

550 

1100 


2250 

2800 ' 

85# 

00# 

r twOlhiBulwork 

50 

55 

Scourge Cauldron (Obj) 

Shodow Priestess Vondis 

j Y 

" 280 


1100 

1700 

2250 

2800 

85* 

00# 

1 fauinlohrork 

50 

58 

Scourge Cauldron (0b|) 

Shodow Priestess Vondis 

I N 

m 

^625 

1250 

I 1850 

2500 

3100 ~ 

90# 

00# 

* iolollhirsioas 

50 

53 

High Executor Derrington 

High Executor Derrington 

1 N 

525 : 

M050 

2100 1 

3150 

4200 

5250 

80? 

00# 

1 

55 

J5^ 

High Executor Derrington 

Apothecary Dithers 

DlI 

55 

no 

220 

340 

450 

550 

None 
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The Ni^ht Elves have lost much, but they have not lost their hope! Darnassus is the rallying point where the Elves meet to plan their healing and restoration^ 
land. Locked away from many battles, safe on Teldrassil, this is an ideal place for quiet meditation and reflection. Even visitors feel safe under the boughs of ih' 
ancient trees, many of whom are wise and powerful, sworn to protect the Night Elven people. With all this to speak for the city's safety, there are still Druids 
fear that the taint left by the Burning Legion could affect the forest and its creatures even in Teldrassil. 


DARNASSUS 


i i 

SI 

r i 


f ^ 




!i} 





1 niEPORTER 
Teleporter to 
Sarin Storligl 
Sister Aquinn 

2 BANK 


Bonkers 3S 
Dornossus S< 


TEMPLE OF 

3 OUTSIDE TEM 
Chief Archeol 
Dornossus S« 


4 INSIDE TEMPI 
Astoril Storsi 
Elisso Dumas 
Grodno Spirit 
Jondrio SO Pi 
Lorilo 40 Pri< 
Priestess A'n 
Priestess Alo 
Sentinel Dolk 
Tyronde Whit 
Wisp 15 


CENARION I 
S aNTRAL PATI 
Crildor SS Ell 
Dornossion P 
Deodrythis 3 
Jortsom 3S B 
Ulonoi 3S Ti| 
Rellion GreH 


6 SHADY TREE | 
Anishor SO R 
Erion Shodevt 
Foelysso 3S 
Kyroi 30 Poh 
Syurno 40 Ri 



|A Coll to Arms: llwj 
M^tin]) Arch Diui^ 
[to Bofore the Slot 
WOlCEOf: I OblivK 
Glove of the AndenI 
hSeorch of Thoelrid 

IjlmliofttnSilithid 

iMerrowgrain Reseon 
REWARD; Ceirarion ( 
[Motrowgroin Reseon 
REWARD: 20 Pockets 
[iieiiowgrain to Tliur 
REWARD: CenorkmC 
pM'sSocrifice 
(HOKE OF: I Lore P 
l^is o[tlw Moon _ 
The Temple of the M 
iVoute In Dorkshori 
KiiGghl Falls 
REWARD: Nimbus Bo 
Un'GotoWL 







^QUESTS 










s* 

- 

Ifiktolhenogudandsl 

plTTl 

SO 

so Herald Moonslolkor 

^ Comrnonder Ashlom Volorfisl 

; Y ! 4S 

■H 

F" 

190 


^ 380 ^ 

470 

None 

ImIrIi Druid Stoohilni 

; 47 

SO i Innkeeper Soelienne 

^ Arch Druid Fondrol Stoghelni 

Y 4S 

^ 9S 


I 280 ■ 

^ 380 ' 

470 

None 

IkUonllwSlorm ' SO S4 Grodno Spirttmiglri 

IlKOf: 1 0Uhriofl Orb or 1 Snorkshow Spouldersklor 1 Esrhowol Greaves Q 

Idriono 

' N ' 82S 

16S0 

1 32S0 

14900 

6500 

8150 

None 

Ikdh/iKienIs 

6 11 : Arch Druid FambolStaglwIm 

Onu 

N 90 

180 

: 3S0 

S2S 

700 

875 

None 

iMlilliodrid 

18 

24 Downwolcher Shoedloss 

Argent Guard Thoelrid 

; Y 240 

480 

i 9S0 

1450 

1900 

2400 ' 

None 

IWiieSMiid 

^ SO 

S3 Grodno SpirMinight 

Alchemist Pesllezugg 

Y SS 

no 

210 

320 : 

_ «0 ^ 

S25 

None 

|M|iwll««arch 
Hi. Cwiriofl Circle Cache 

47 

SO Mothrengyl Beorwolker 

Mothrengyl Beorwolker 

N 470 

, 9S0 

1900 

; 2800 

3750 

4700 

None 

|W)t«lltseiirch | 

Hi 20 Pockets ol Thorlendris Seeds 

[T~ 

SO ; Arch Druid Fondrol Sloghelm | 

1 Mothrengyl Beorwolker 

1 < 1 « 

1 9S ' 


[mTI 

380 

1 470 1 

None ! 

Hjrein to Mer Bluff | 

47 

SO ; Mothrengyl Beorwolker | 

Mothrengyl Beorwolker 

rTTiTi 

9S j 

190 1 


380 

' 470 

j Nono 

MhCtnirion Ckcle Coche 



idi'skiciifKe 

DOF: 1 luce Pools riorl Cushioned Boots! 

S 

i 

12 1 Priestess A'mooro | 

Priestess A'mooro 

1 N I 90 

1 180 j 


550 

725 

‘ 900 1 

None j 

^Mpun 

S 12 1 Priestess A'mooro 

Priestess A'mooro 

Y I 120 


460 


925 

1150 

loa ooo 

^iheMoon 

S 10 iSblarAaiiiM 

Priestess A'mooro 

^ Y ! 10 

, IS 

3S 

50 

70 

rn~ 

None 1 

l!^e? 

14 

14 1 Chief ArdneoloHlGmwb^ 1 

Archaeologist Hollee 

^ Y 1 SO 

^ 100 

200 

290 

390 

1 490 

None ' 

Bft Inlius Bools n Heortwood Girdle B 

20 

2S I Argent Guard Monodos j 

Argent Guard Monodos 

N 1 260 

soo 

1000 

1550 

2050 

2550 

None 

M 1 

47 

SO ! Arch Druid Fondrol Stoghelni ! 

Jenol 1 

1 N i 470 I 


1 1900 j 

2800 ! 

3750 i 

'4700 i 

10 450 OOO i 



ORGIMMAR 


r Orsrimmar never lacked for wood, stone, or defenders. Ores understand the importance of a strong presentation, and Orgrimmar makes anyone think twice before' 
causing problems near its walls. At the far end of this city. Thrall holds court, ever trying to promote unity between the many tribes of the Horde. Frustrated by 
internal conflicts, setbacks with the Alliance, and the tenuous "friendship" with the Forsaken, the Orcish leaders have much on their minds. One pressing concern 
I is the rise in cults, especially those sworn to demonic magics. Ores are well versed in the horrors of demons and their power of mortal beings; any who brook with 
1 the occult are a great risk to the Horde. 
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LOCAL RESOURCES 


ASHENVALE 

Ashenvale is a lush and vibrant area of forests, meadows and lakes. Once the home of the Night Elves, it sits with only ruins to 
remind adventurers of the glorious past it once had. Today Saytrs, Demons, Elementals, Centaurs and many more supernatural 
creatures rule this land. The Night Elves, inherently attuned to nature, have started to reclaim this land, but it will take many years 
before it is safe for travelers to roam freely through this land. 




MINING 


SKINNING 


Quantity oi Skinnable Creatures: Abundant 

Levels nf Skinnable Creotures: 18-20 (Skinning 75-150) 




1 BATHRAN'S HAUNT 
Forsaken Stckcr 18 )9 
Forsaken Herl)olist )S-19 
Forsaken T)iog ?0 

2 THE RUINS OF ORDIL' 

Dark Strand Utist 18-19 
Imp (Minion) 18-19 
Dark Strand Adept 18-19 
Voidwaker Minion 18-19 

3 THE ZOR AM STRAND 
Andruk 55 Wind Rider Master 
Clottering Crawler 19-20 
MysHash Hydra 20 

Spined Oowler 20-21 
Wrothtoil Sorceress 18-19 
WrothtailWoveRider 18-19 
Ghostpaw Rinmer 19-20 
W!ld8ock 18-19 
Deeps WorM Donjeon 
Entronce to 8ia<k(athani 

3A FISHING VIIUGE 
Tolen 1 Z Quest 

Andruk 55 Elite Wind Rider Master 

4 LAKE FALATHIM 
Gkostpow Runner 1 9-20 
MugpleHn 2i* 

SoltspittU Mockdweiler 20-21 
Saltkspittle Orode 20-21 
Soltsplttle P«ddle|uniper 19-20 
Wild Ruck 18-19 

5 MAESTRA'S POST 
Feero Ironhond 20 Quest 
Delgren the Purifier 19 Quest 
Orendil Broodleof 27 Quest 
Llladris Moonriver 42 Quest 
Sentinel Onaeya 20 Quest 
WRdBuck 18-19 

6 THE SHRINE OF AESSINA 
llliyona 24 Quest 
Therysil 1 7 Quest 

Sentinel Melyria Frostshadow Quest 
Ulyn Dorkriver Quest 

7 THISTIEFUR VILLAGE 
Dal Rloadclaw 25 
TMstlefur Skomon 22-23 
TMstlelur Avenger 22-23 
Thistlefur Pathfinder 22-23 


8ASTRANAAR 

Pelturas Whitemoon 21 Quest 
Nantor 21 Baker 
Moluressian 30 Stoble Master 
Raene Wolfrunner 25 Quest 
Dogri 23 Raene Wolfrunner's Pet 
Fahran Silentblode 28 Tools ond Supplies 
Maliynn 19 Grocer 
Korro 20 Tiger 

Haljan Oakheort 26 General Goods 

Kimlyo 30 Innkeeper 

Dolria 24 Trade Goods 

Xol'onder 35 Weoponsmith 

Aayndio Floralwind 37 Leatherworker 

Faldreos Goeth'shoel 19 Quest 

Sentinel Thenysil 23 Quest 

Shindreil Swiftfire 25 

Daelyshio 55 Hippogriff Moster 

Lordon 25 Leotherworking 

Llano 25 Reogeant Supplies 

Tandoon Lightmane 23 Leather Armor Merchant 

Aeolynn 22 Clothier 


9 FIRE SCAR SHRINE 
Felsloyer 22-23 
Rurning Legionnaire 23-24 

10 RUINS OF STARDUST 
SbodothIcket Roincaller 23-24 
Shodothicket Woodshoper 23-24 

11 IRIS LAKE 

Shodothicket Moss Enter 21-23 

1 2 THE HOWLING VALE 
TenorwuH Fleshripper 28-29 
TenorwuK Shadow Weaver 29-30 

13 TALONDEEP PATH 
Shadowbom Stog 21-22 
Ashenvole Bear 21-22 

I4MYSTRAL UKE 
Befoulod Water Elemontolt 23-25 

15 SILVERWIND REFUGE 
Horklon Moongrove 24 Alchemy Supplies 
Shondrina 24 Trode Goods 
Ulthaon 26 Butcher 
Danloor Nightstrlde 35 Hunter Trainer 
Jaylo 23 Skinner Troiner 
Bhaldoron Ravenshade 34 Bowyer 
Cylonio Rootstolker 24 Herbalist 
Kylanno 31 Alchemist 
Sentinel Velene Starstrike 25 Quest 


1 6 GREENPAW VILLAGE 

24 THE DOR'DANIL BARROW DEN 

FoolwealdTotemk 23-24 

Uthd Mooncoler 32 
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Looghing Sister 24-25 

Severed Keeper 29-30 
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Cenmioa Protector 25-26 
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25 SPLINTERTREE POST 

18 BLOODTOOTH CAMP 

26 MONUMENT TO GROM HELLSCREAM 

Ron Bloodtooth 30 

Felguord 29-31 

Bloodtooth Guord 27-28 

Legion Hound 29-31 

Ghostpaw Runner 19-20 

Seoring Infernal 29-31 

Ashenvole Beor 21-22 

27 DEMON FALL CANYON 

19 MOON WELL 

Ugion Hound 29-30 
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Monnoroc Lashor 29-30 
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Sooring Infernol 29-30 
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Felgoard 29-30 
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28 FELFIRE HILL 
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Seoring Infernal 29-30 

Fehnosk Satyr 25-26 
Fehnusk Rogue 26-27 

Felguord 29-30 

Fehnush Felswom 27-28 

29 WARSONG LUMBER CAMP 

Fehnusk Shndowstalker 26-27 

Loruk Foreststrider 44 Banker 
Horde Grunt 29-30 
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Horde Shumon 28-29 

Ashenvole Sentinel 40 

Worsong Shredder 27-28 

Ashenvole Wnrriror 40 

Horde Scout 26-27 
Horde Peon 26-27 

22 FALLEN SKY LAKE 


Shadethkhel Stone Mover 25-26 

30 SATYRNAAR 
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Bleokheart Trickster 26-28 

WHdthorn Stalker 20-21 

Bleakheart Shadowstalker 26-28 
Bleokheart Saytr 26-28 

23 NIGHTSONG WOODS 

Bleakheart Hellcoller 26-28 

Wlldtborn Stoker 20-21 
Worsong Shredder 27 

31 XAVIAN 

Rotting Skno 20-22 

Gahhoris 32 

Ghostpaw Runnor 19-20 

Xovion Felsworn 28-30 

Horde Shaman 28-29 

Xovian Betrayer 28-30 

Horde Grunt 29-30 

Xovion HeUciller 28-30 
Xovion Rogue 28-30 


32 FOREST SONG 


Koyneth Stitiwind 3) Quest 
Giont Ashenvole Bear 29-30 


WNdthorn Lurkor 29-30 


33 BOUGH SHADOW 
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HERBALISM 


Abundant 

Moderate 


Purple Lotus 

Sungross 

Siranglekelp 


SKINNING 

Quantity of Skinnoble Creatures: Abundant 

levels of Skinnoble Creotures: 45-55 (Skinning 200-275) 
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5A. TEMPLE Of I 
Spilttosh Saq 
SpNaiash Sira 
Warlord KraN 


AZSHARA 

Azshara is located to the east of Ashenvale. Named after Queen Azshara that was corrupted and transformed into a N 
Naga still make this land their home along with many other denizens that have flooded in. This zone has progressiv* 
increases of mobs as you travel through the area. To the south, creatures can be found in the mid to high ranges and iheyfc- 
more dangerous as you continue north. 


Highborn App( 


Highborn LkhI 


HoMorr FotsvU 


HoUor Sotyr 


0 a Naga, the | 
gressive 

1 they becc 


■ IWIIOWSONG SHRINE 

J l jlti ti Afforitwa 45-47 
ii#inLi(Miij4S-S7 
I lMMR«Mr4S-46 

lUUUII ENCAMPMENT 
III MU 53-54 Ebt 
lUthlswin 45-46 
U*S«yr 45-46 
lUiMilo 45-46 
IwMInMr 45-47 
MlililoraSMMMl«45 
ktUMMpfojrrpH 46-48 


l|%BloMllist45 0«e$l 
bn(iaBlo«<lfist45 
Ujo49 0m{I 

Irm SS EEt( Fight Master 
|8nMIRMMr45-46 

'SHEAD 
(iMir53ElHe 
[iMnawPothHidef 47-48 
UvwihRidase 47-48 
UniniTeleMr 47-48 
IUmwWwtIw 47-48 

I INIMSOFEIDARATH 

UhgrtuHIthhi n ie 48-50 

|]p)MSaMMr46-48 

|]plMiSliii51-52 

|^$«lMirtGNr448-49 

||fMKliW>r<erU-48 

|MirlMo4Slagwhig49-60 

|UirwehRedatt47-48 

I tinMPlEOFZIN-MALOR 

|SflNMiSefpeiri(ieard48-49 
I EpMuli Shea 51-52 
|NUrdl(filhai55 


6 FORLORN RIDGE 
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Mosshoof Coorser 53-54 

Great Wavetkrosber 53-54 
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Makrinni Rozordow 54-55 

CRH Walker 52-53 ERte 

7 LAKE MINNAR 

Spitdosh Myrmidon 50-51 

Forest Ooze 52-53 

Ihie Drogoa Sfown 50-51 
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Mistwolcer Rovogor 52-53 

Btiie SroleboM 52-53 
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Mosskool Coorser 51-52 
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Arkkoron Muckdweler S^S4 
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Drocoiik Mogeweaver 51-52 

Arkkoron Orodo 53-54 
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8 THE RUINED REACHES 
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9 RAVENCREST MONUMENT 
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8 DARKSHORE GENERAL 
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Skoldyn IS Clothier 

Grizzld Thisrie Bear 16-17 


Fimtfdr 14-16 

Alonndarion 22 

Foreststridsr 1 S 



Dalmond 17 General Goods 

Blockwood Warrior 16-17 


iaiFFSI>RINGFAUS 

SMtM(dWwtRldw1S-16 

Norom longclaw 20 Weaponsmith 
Thundris Windreover IS 

BlochwodTotemic 17-18 
Ghml Foreststrider 17-19 


StnsdtSirM 16-17 

Movrolyn 18 leather Armor and Leatherworking 

MoonstoNier She 18-19 
RRoonstalker Matriarch 19-20 


tlUCKWOODVIlUGE 
lUiModWwrlM 16-17 

Horlon Tbornguord 2S Armorer 8 Shieldsmith 

Moonstolher Runt 16 RRoonstoNier Matriarch's 


InkwoodlttMik 18 

Archeologist Hollee 12 Explorer's leogue Quest 
Sentinel Giyndo Nol'Sheo 4S Quest 



mSTlE BEAR DEN 

Borlthros Moonshode 14 Quest 



WslIiMIO 

Allyndio IS Grocer 



MRUllwfU 

Toldon 16 Drink Vendor 




QULSiS 


J 



' IlKlkslw 

lu 

YU 

larenihts 

lerenlhis 


w, ■ 

:iii) 

625 , 

925 

1250 

1550 

None 

Ibsilteit 

JO 

20 1 

Taranllm 

Volcor 

N 

80 

160 

310 

470 

625 

775 

None 

[aides 

12 

14 1 

SantinalGlyndaNaTShao 

Mysterious Red Crystal (Obj) ^ 

Y 

50 ■ 

100 

200 i 

290 

390 

490 

None 

IM’lmi 

7 12 1 

Thundris Windweaver 

Asterion ^ 

Y 

70 

140 

270 

410 

550 

675 

None 

mim 

7 12 

Aslarian 

Asterion 

Y 

90 

180 

360 

550 

725 

; 900 

None 

Winn 7 

■: [f OF 1 Explorer's VesI Q or 1 Vogobond Laggings 1 

13 ' Asterion 
DT 1 Elvan Wand /' 

Asterion 

" H 

70 

140 

270 

410 

550 

675 

None 

kUiion 

7 13 , 

Aslarian 

Asterion 

rr 

90 

IBO 

360 

_550 

725 

~900 

None 

hxiiedEeoOeflluie 

IT 

13 

Beoched Sea Geoture (Obj) 

Gwennyth Bly'Leggonde 


45 

90 

IBO 

270 

360 

460 

J# 00# 

luMEeoCreolure 

12 

14 

Beached Sea Geoture (Obj) 

Gwennyth Bly'Leggonde 

N 

50 

100 

200 

290 

390 

490 

3# 00# 

itisecEMCieolute 

12 

16 

Beached Sao Gaolura (Obj) 

Gwennyth Bly'Leggonde 

N 

60 

_'20- 

230 

350 

460 

575 

4# 00# 

iMtieilSeoCftolure 

13 

19 1 

1 Beoched Sea Geatura (Obj) 

Gwennyth Bly'Leggonde 

N 

75 

150 

290 

440 

575 

1 725 

5# 00# 

ieo Turtle 

11 

13 ' 

Beached Sea Turtle (Obj) 

Gwennyth Bly'Leggonde 

N 

45 

90 

180 

270 

360 

1 460 

3# 00# 

ilmliheolurtle 

12 

15 

Beached See Turtle (Obj) 

Gwennyth Bly'Leggonde 

N 

55 

110 

220 

320 

430 

' 550 

3# 50# 

iwHlEeoIurtle 

12 

15 

Beached Sea Turtle (Obj) 

Gwennyth Bly'Leggonde | 

i " i 


1 DO 

220 

320 

430 

550 

3# 50# 

kiM See Turtle 

13 

19 

. Beoched Sea Turtle (Obj) 

Gwennyth Bly'Leggonde 

' M ' 

75 

1 150 ^ 

290 

440 

575 

725 

5# 00# 

kMN Tee Turtle 

13 

19 

Beoched Seo Turtle (Obj) 

Gwennyth Bly'Leggonde 

N 

75 

1 150 

290 

440 

575 

725 

5# 00# 

ldx»323 

7 14 

\ Buzzbax411 (Obj) 

Buzzbox323(0bj) 

: Y 

100 

! 200 

390 

600 

775 

: 975 

6# 00# 

:hnktx4ll 

7 12 

^ Buzzbox827(0bj) 

1 Buzzbox 41 1 (Obj) 

; Y ^ 

120 

' 230 

460 

700 

925 

: 1150 

10# 00# 

HIIOIiili[|lbGintysadi.STI^ 

7 

9rew 

16 

Buzzbox 323(Obj) ^ 

I Buzzbox 525 (Obj) 

N 

120 

230 

460 

700 

925 

■ 1150 

8# 00# 

— 1 

1 7 10 

1 Wizbong Gonktoggla 

1 BunboxB27(Obj) 

! Y : 


1 170 i 

! 340 


! 675 

850 

3# 500 

iRllKlirooim 1 

nr 

16 

I Borilhros Moonshode 

1 Borithros Moonshode 

1 Y 

i 120 

j 230 

1 460 

! 700 

' 925 

1 1150 

8# 00# ^ 

■iMaariiOaok V JO Kad-spacky Mu^ 












Infected 

1 

16 

1 ThornariunTraetaiider 

j Thornoriun Treetender 

! N 

120 

! 230 

' 460 

j 700 

925 

1150 

None 

hgOnon, Vast Sea 

(WaOF: ]jm Gloves or 1 Noosagrip Gountle 

! 12 
Is 

14 

I Gorbold Steelhond 

! Gorbold Steelhand 

I H 

: 100 

' 200 

' 390 

: 600 

775 

975 

None 




|TheRed(tV8ld 


(HOKE OF: ] Owbljit HKh or 1 JodlftiWf Bolon i 


iTheTowefrfAllliokixx 


CHOKE OF: 1 dim Hm 0 Of 1 Staff of the Puritier 


Tools of the Highbome 


QUESTS continued 


LOC 


I. REWARD: fadpe: Strider Stw. S Slrider Slew 


|i I Escape Through Force 
' REWARD: SteodfostOnchl 


i j Escape Hn«gh Force 

- 1 10 

22 i 

1 Volcor 

' Escope Through Stealth 
REWARD: ScorobTrousersQ 

1 <0 

20 iVokor 

1 Terenthis 


i EsopelhfeiiASteahh 

1 10 

20 j 

Volcor 

;i 'For love Etemol 

1 n 

16 1 CereHeon Whiteclow 

CereHeon Whiteclow 


FrudoflheSeo j IS 

CHOKE OF: 1 Shucking Gloves or 1 Cmsliiceiiii Boots 


17 Gubber Slump 


20 I Gelkolc Gynunost 


I Gubber Slump 


j Gelkolc Gyronwsl 


j Gyromosl's Revenge 
REWARD: S Elixir of Water If 


i M 20 I Gelkolc Gyromost 


swIhoTbreot? 


iwlhoTbreol? 


irloDorkshore! 


i JumyloMenethilHorborl 


Malhystro Relics II 20 

CHOKE OF: 1 Hordwood Gidail or I Woodsmon Sword V 


Onu is meditoling 
REWAR D: Pbifll of Stryinq 
Onu is meditating 
REWARD: Phial of Scrying 


Coptoin Quirk 


Coptoin Quirk 


Thornoriun Treelender 

Onu 

Thornoriun Treelender 


Prospec tor Remtrovel 

I Archaeologist Flogongut 

j Archoeologist Hollee 
I Chief ArchaeologisI Greywhisker 


Archoeojogist Flogongut 
Thundris Windweover 

j Thundris Windweover 
: Sentinel Tysho Moonblode 
i Gubber Slump 


Sentinel Glyndo Nol'Sheo 


Scrying Bowl (Obj) 
Sentinel Glyndo Nol'Sheo 
Lilodris Moonriver 

] Bolthole Shodowstrike 
j Bolthule Shodowstrike 

I Delgren the Purifier 
Delgren the Purifier 
Delgren the Purifier 


j Bollhule Shodowstrike 
I Delgren the Purifier 
I Delgren the Purifier 


( Bolthule Shodowstrike 

TwilighlTome 

Therysil 

I Thundris Windweover 
J Thundris Windweover 

I Sentinel Glyndo Nol'Sheo 


Gwennylh Bly'Leggonde 
Gwennyth Bly'Leggonde 


m K 




a 


s« at 




13 18 : Bolthule Shodowstrike 


II IS Terenthis 


12 Thundris Windweover 


WANTED: Murkdeep! (Obj) 
CHOKE OF: I Timberlond Anngiiorils D or I Bdiiehack Brocen P or I Breokwoter Girdle B 
13 Gwennylh Bly'liggonde 


Washed Ashore 

I CHOKEOF:lSflndcomberBootsorlDi 


I II M Gwennyth Bly'leggande 
mI Belt or I (lomshell Brocers 


ID 14 


II 17 WhlUTometObD 


Thornoriun's Hope 10 18 | Thornoriun Treetender 

CHOKE OF: I tvwnin Gloves fl or I Timberlond Cnpi 


The Absent Minded Prospector | IS 

_CH0KE OF: I Relk Blode / or I SkulclilPOlf > 


20 i Archaeologist Flogongut 


. The Absent Minded Prosuctof 


I The Absent Minded Prospector | IS 20 Archoeologist Hollee 

CHOKE OF: I Hommerfist Gloves fl or I Windfelt (jloves f]|or I Relk Hunter Belt El 


i The Blackwood Corrupted 
CH OKE OF: I Moonstone Wond or I 


J^O Chief AfdigpologlstGftywfiisIcef 


18 Thundris Windweover 
ingglnBsof IftisMiifmtagiiuanls 


12 ! SentinelTYsholKeontlode 


14 j Gubber Slump 


The Fomily and the Fishing Pole 

REWARD: Slump Family Fishing Pole 4 

The Fragments Within 12 14 ' Mysterious Red Crystal (Obj) 

CHOKE OF: I Brkirsteel Shortawd or I Curvewwd Dogger or 1 Ookthrush Stoff J* 


i Sentinel GtyndeHnl^ 


17 20 Kerlonion Evershode 

r I Sleefaip Shield > 


13 18 ; Sentinel EUsso Slorbreeze 


31 : BflWnile Shodowstrike 


17 iSovliigBowHOlii) 

18 Theryfwie 


II IS ' Tlwiidrls Windweover 


28 I Delgren the Pur~ifi^ 
28 Delgren the Purifier 

31 8olthule Shodowstrike 


18 j teWiiile Shodowstrike 
21 : Delgren Ihehitflef 


24 { Delgren the Purifier 




LOCAL RESOURCES 




DESOLACE 


Appropriately named, Desolace is a land where there is little growth, joy, or hope. In the south, demons move about the hills, 
poisoning the territory and attacking anything that comes near. (They are thankfully lacking in greater demons or leadership.' 
Because the territory is so poorly held by any concentrated force, the Horde and Alliance both have a foothold here, with the 
Alliance in the north and the Horde farther down. Warring Centaur tribes stay of opposite sides of the lower central areas, east 
and west. It is possible to join with one of these and turn the tides against the other, improving relations with the first. In a land 
so unrelenting, perhaps war is the only means of survival. 




SKINNING 

Quantity of Skinnable Creatures: Abundont 

Levels of Skinnable Creatures: 30-40 (Skinning I00-I7S) 




(HOKEOFilUlocSashSloflBfociidl 


1 SAR'THERIS STRAND 

SMANNOROCCOVEN 

Drysnop Crawler 33-34 

Scorposhi Losher 34-35 

Drysnop Placet 34-35 

Scorposhi Snapper 30-32 

Elder Thunder Uiord 34-38 

Elder Thunder Uiord 34-38 

Dreod Ripper 37-40 

Uy Hunter 39-40 

Scorposhi Usher 34-35 

Doomwordet 37-38 

Scorposhi Scrapper 30-32 

Doomworder Coptoin 38-39 
Doomworder lord 39-40 

2 SHADOWSPREY VILLAGE 

Lesser Infernal 36-37 

Thoion 55+ Wind Rider Master 

Nether Maiden 37-38 

Jinor'Zillen 40 Quest 
Roon Wildmone 45 Quest 

Mage Hunter 38-39 

Inkeeper Sikewo 30 Innkeeper 

6 MAGRAM VILUGE 

Abodo 30 Stable Master 

Worug 44 Quest 

Taiga Wiseman 60 Quest 

Mogrom Booepow 37-38 
Mogrom Morouder 35-36 

3 VALLEY OF SPEARS 

Elder Thunder Uiord 34-38 

Moroudine BoMpow 37-38+ 

Dread Ripper 37-40 

Moroudine Khon Advisor 38-39+ 

Whirlwind Shredder 32-34 


d 39-40+ 
Maroudh* Mofoiidtr 39-40+ 
Moraudiiit Mnd«r 30-39+ 
MoroudiM Pod( RnuNr 39+ 
Morovdim Stwt 37-30 
Morgudint WindciHitfr 30-39 
MoroudiM Wrooglor 37-30 

4 GEIKIS VIIUGE 
Gtikh EorriKollor 34-3S 
Gtikif Motoudir 35-36 
Gohis Mooler 35-36 
Gohis OulruMOf 32-33 
Goiis Scoot 32-33 
Gohli Stooi|Mr 33-34 
Golkis Wlndchosor 33-34 
Drtod Rlpftf 37-40 
Eldtr Thondtr Uiord 34-30 


7 SHADOWBREAK RAVINE 

8 KODO GRAVEYARD 
Ajod Kudo 33-35 
AndMl Nodo 37-30 
Dylog Kodo 37 
Corrioo Horror 35-30 

9 GHOST WAIKER POST 
Gurdo Wildmono 35 Ouost 
Filgur Twocult 44 Quest 
Superior Morecrofter 40 
Notoko longhorn 40 Quest 

Norv HIdecrofter 42 Expert Leothercrofter 
Tohoto Steeiblode 40 OMSt 
Mourio OoMsplitter 35 Quest 
Homor 40 Food 0 Driok 
Klreeoo 41 Trade Goods 


10 SCRABBIESCREWS CAMP 
Smeed Saobblescrews 45 
Giiehon Corovoo Kodo 35 
Tamed Kodo 34-35 

11 KORMEK'S HUT 

Bibbly F'utzbuckle 45 Quest 
Cork Giielton 38 Quest 
Rigger Giielton 36 Quest 
Giiehoo Corovoo Kodo 35 
HuHuogGritjowBosMsk 37-38 
Elder Thunder Uiord 34-38 
Booepow Hyena 30-32 
Whirlwind Stormwcdker 36-38 
Dreod Flyer 34-38 
Scorposhi Lusher 34-35 
Scorpnshi Snopper 30-32 

I2KOLKAR VILUGE 
Elder Thunder Uiord 34-38 
Raging Thunder Uiord 31-34 
Dread Swoop 31-33 
KoRtoc Bottle lord 32-33 
KoRier Centaur 30-31 
KoNior Destroyer 32-33 
Kolkor Mauler 31-32 
KoNtor Scoot 30-31 
KoMor Windchoter 31-32 

13HHEL RETHOR 
Aiore Aldomort 60 Quest 
Scorposhi losber 34-35 
ScorposM Snapper 30-32 
Hidking Gritjow Bosilisk 37-38 
Whiriwind Stormwoiker 35-37 
Whirlwind Ripper 32-34 
Dreod Swoop 30-33 
SBtherklode Myrmidon 34-35 
SKtherMode 32-33 


SRtherhlode Oracle 34-35 
SBthcrhlode RozortoB 35-36 
SRtherhlode Seo WHch 35-36 
SRtherhlode Tidehunter 36-37 
SRtherhhide Worrior 33-34 

14 THUNDER AXE FORTRESS 
Burning Blode Adept 31-32 
Burning Blode Augur 30-31 
Burning Blode Felsworn 31-32 
Burning Blode Invoker 38-39 
Burning Blode Reaver 30-31 
Burning Blode Shodowmoge 32-33 
Burning Blode Summoner 38-39 

1STETHRIS ARAN 

16 NIJEL'S POINT 
Vohlorriel Demonsloyer 37 Quest 
Corporal Melkins 39 
Captain Pentigost 42 
Kreldig Ungor 35 Reclaimers Inc. Quest 
Innkeeper lyshoero 30 Innkeeper 
Janet Hommers 40 Food & Drink 
Shelgroyn 30 Stoble Moster 
Boritonos Skyriver 55 Hyppogryph Motto 
Nijel's Point Guard 45 

17SARGERON 
Hoteiury Betrayer 32-33 
Hotelury Felsworn 30-32 
Hoteiury HeRcoller 31-33 
Hotelury RogM 30-32 
Hoteiury Shodowstolker 32-33 
Hotelury Trickster 31-32 


UESTS 





Assault on the Kolkor 

30 

32 

Worug 

Worug 

Y 

260 

500 

1000 

'1550 

2050 

2550 

Nw 


Bodyguord lor Hire 
REWARD; Trader's Kim 0 

30 

35 

Cork Giielton 

Smeed Scrohhlescrew 

N 

280 

550 

1100 

1650 

2200 

2750 

Nm ~ 


Bone Collector 

. REWARD: Kodobone Necklace >.• 

33 

39 

1 

i 

’ Bihhiy F'utzhuckle 

N 

230 

450 

900 

1350 

1800 

2250 

' Km 


. Book of the Ancients 

34 

40 

Azore Aldomort 

Azore Aldomort 

N 

390 

775 

1550 

2350 

3100 

3900 

50f M 


Broken Tears 

30 

33 

Wonifl 

Worug 

Y 

270 

525 

1050 

1600 

2100 

2650 

Km 

Brolher Anton 

34 

39 

Brother Cnwby 

Brother Anton 

Y 

30 

60 ' 

120 

' 180 

240 

300 

Km 

! . Brutal Politics 

30 

35 

(duMiiPinllRosi 

Worug 

Y 

210 

410 1 

825 

1250 

1650 

2050 

Km 

Colch of the Doy 

32 

37 

Notoko Longhorn 

Notoko Longhorn 

N 

210 

420 , 

850 

h-'' { 

1250 

1700 

2100 ' 

Km 


31 ; Felgur Twocuts 



1 claim Rockmore's Treosurel 

! 30 

36 

BadiiimliUiilOhO 

Rockmore's Chest (Ohj) 


280 

550 

1 1100 

loo 

2250 

2800 

. !• 159 Slf 


I Clam Bait 

31 

35 

Moi'Lohii 

Moi'lohii 

‘ N 

280 

550 

1 1100 

'l650 

2200 

2750 

, Km 


1 j Down the Scarlet Poth 

34 

39 

Brother Anton 

Brother Anton 

Y 

300 

1 600 

j 1200 

loo 

2400 

3000 

45# M 


1 ' Down the Scarlet Path 

34 

40 

Brother Anton 

Raleigh the Devout 

N 

160 

, 310 

1 ‘^5 

925 

’ 1250 

|15S0 

Km 


1 Fondly Tree 

32 

35 

QHIwatciw Longhorn 

1 Notoko Longhorn 

N 

210 

1 410 

, 825 

Iso 

' 1650 

2050 

— V 

259 IH 


P Fish in 0 Bucket 
|i REWARD; llooMlv Fish 

1 

1 

Jinor'Zillen 

[ Jinor'Zillen 


0 

' 0 

hr 

1 0 

0 

' 0 

»» 


I; iGelkis Alliance 

30 

33 

Gurdo Wildmone 

Uthek the Wise 

Y : 

65 

130 

260 

' 400 

525 

1 650 



|j Get Me Out ol Here! 

34 

39 

Melizzo Brimhuzzle 

Hornizz Brimhunie 

N 

230 

450 

900 

1350 ' 

1800 

2250 



459 HI 


Ij Ghost o-plosm Round Up 

P CHOICE OF: 1 Condor Bracers or 1 Anchorhold Buckler 

34 

39 

Hornizz Brimhuzzle | 

Hornizz Brimhuzzle 

N 1 

230 

450 

900 1 

'l350 I 

1800 

2250 I 

459 HI 


1 'Giielton Caravan | 

CHOICE OF: 1 Sklaaumer ShoHie or 1 Kodo Brooder o 

32 38 ' Rigger Giielton | 

r1 Studded Kno Shield 

Smeed Scrohhlescrew 

rri 

290 

575 ' 

1 1150 ’ 

'l700 • 

2300 ' 

'2850 ' 

Km 


Gizmo lor Wong 

30 

35 i 

Worug 

Worug 

N 1 

210 

410 

825 1 

1250 I 

1650 

2050 

Km 


j Hondollruxos 

32 

38 

UgoWisetnane 

Taiga Wisemone 

Y 

290 

575 

1150 : 

1700 

2300 

2850 ; 

459 HU 

V t|i 

i |Huni«inSlningyion) 

28 

31 ' 

Roon Wildmone 

Hemet Nesingwory 

N 

130 

250 

500 ! 

750 

1000 

1250 ; 

Km 

'• ^1' 

i ^KhonDezItepah 

30 

35 

Felgur Twocuts 

Fdgurlwocuts 

g ' 

350 

700 

1400 1 

2050 

2750 

3450 

Km 

m 

: Khon Hrotho | 

I CHOICE OF: 1 Gelkis Marauder Choin D or 1 Uthek's 

30 

Fteger 

42 

Uthek the Wise 

Uthek the Wise 

in 

430 

850 ' 

1700 ' 

2600 ' 

3450 

4300 ' 

Km 


i Khon Hrotho | 30 42 1 Worug | 

‘ CHOICE OF: 1 Magmm Hunter's Belt S3 or 1 Ceremonial Centaur Blanket ?? 

Worug 

N 

430 

850 

1700 

2600 

3450 

4300 ' 

Km ^ 



2S# 00# 
S0« 


♦ 5 ® 00 #_ 
459 009 




m 


UESTS continued 


1 lAbimlup 30 

im 

34 

Smeed Sciobblescrew 

Smeed Scrabblescrew 

CHAIN? 

B 

EB 

200 

IB 

400 

mm 

800 

1200 

XP++ 


CASH REWARD | 

1 IjmilUlaKi 1 

30 

33 

Gurda Wildmone 

*nnia 


65 

130 

260 

40(1., 

525 

. 450 . 

None 

1 ¥> I 

30 

37 

Uthek the Wise 

Uthek the Wise 


290 

575 

1150 

1700 

2300 1 

2850 , 

None 

1 IbHshtohv 1 

32 

36 

DnihiDiirSlinigliook 

DnilzegorSkroghook 


280 

550 

1100 

1700 ’ 

2250 ^ 

2800 ^ 

None 

1 Mililwltgion 32 38 ^ 

1 nmOF' 1 PnrdiK GiiiK or 1 Rinotoil Girdle or 1 Brorefteel Bell 

Taiga Whemone 

Toiga Wisemone 

"H 

360 

700 

1400 

21 5() 

2850 ^ 

3550 1 

45 9 009 

UniKKolkar 

30 

32 

Ulfiek the Wise 

Uthek the Wise 

Y 

260 

500 

1000 

1550 

2050 1 

2550 

None 1 

Mklei Redoiowrs Iik. 

30 

33 , 

KnkkgUngor 

Kreldig Ungor 

Y 

270 

525 

1050 

1600 

2100 I 

2650 , 

359 009 

kyM let Hetlflimer^ Iik. 

30 

35 

KnldtaUmor 

Kreldig Ungor 

Y 

m 

550 

1100 

I65D 

2200 ^ 

2750 

2^S9_ 009 . 

hi|rislo( Redoimen Iik. 

nKEOf: 1 Aurk Brocers Q or 1 Slormlire Gountl 

30 

etsQ 

40 ' 

Kreldig Ungoi 

Roetten Stonehammer 

N 

320 

625 

1250 

1900 

2500 

3150 

359 009 ; 

haft let Rerbimers Inc. 

30 

40 , 

KrtUiUiigor 

Kreldig Ungor 


320 

62$ 

1250 

1900 

2500 

3150 j 

359 009 

aP'" 1 

l9«Deoltij|flle 1 

J0_ 

J1 

Noeorel 

Regthor Deoihgote 

IlJ 


130 

260 

380 

500 1 

650 I 

None i 


30 

32 

Beioroin Rockmoul 

Regthor Deothgote 

Y 


m 

260 

380 


650 ’ 

None 

kjiffliribBe 

30 

32 

Kfusk 

Regthor Deothgote 

Y 

65 

^30_ 

260 



650 ! 

None : 1 

kinleVelilorriel 

aOKE OF: 1 Groppler's Bell ^ or 1 Gloves of Insig 

30 

hlQor 
1 34 

33 Oalinda Malem 

1 Garrison Cloak ?? or 1 Moonlit Amice d 

Vohiorriel Demonslayer 

1 * 

330 

650 

1300 

2000 

1 2650 1 

3300 i 

None I 

40 

Azore Aldamort 

Azore Aldamort 


320 

1 625 

1250 

S 

2500 

S®] 

509 009 ' 

MiirM 

nr 

33 ’ 

. Dalindo Malem , 

Dalindo Malem 

til 

270 


1050 

1600 

2100 

JiSS, 

None 1 

1 Wk|Se|iplies i 30 35 

1 ana OF: 200 Silver Star or 200 Feathered Arrow or 200 Exaloding Sh 

Uthek the Wise 

ot 

Uthek the Wise 

Y 

140 

270 

1 550 

I 800 

1100 

1 1350 

None 

StmlloiKe 

; 30 

35 

CoDliiiRPoiiliggsl 

Uthek the Wise 

Y 

210 

1 410 

825 

1250 

j 1650 

- 2050 ^ 

None ^ , 


; 25 

33 

Maurin BoiWsplMer 

; Tokata Steelblode 

N 

25 

pr 

no 

160 

1 210 

1 270 

None 

E 

j 25 

33 

1 Maurin ItMSplinir 

! Maurin Bonesplitter 

Y 

270 

525 

1050 

1600 

1 2100 

1 2650 

None ^ i 



I 25 

35 

1 Mourin BoMSplMr 

Mourin Bonesplitter 

N 

280 

E 

1100 

1650 

2200 

' 2750 

None 

leleiraplei 

milCEOF:! Bosoh Buckler i or 1 Enforcer Pouldi 

' 25 
ronsQ 

40 

Takata Steelblode 

1 Takata Steelblode 


390 

E 

1550 

2350 

1 3100 

3900 

None 

1 hlvilol Shipwreck 30 

1 nORF Of : 1 Hellion Boots Fi or 1 Sanouine Pouldrons Q 

39 

Kreldig Ungor 

i Roetten Stonehammer 

N 

230 

450 

t 900 

1350 

1 1800 

2250 

None 

iilmlolSiliwnck 

1 30 

39 

Kreldig Ungor 

Karnitol's Chest (Obj) 


300 

i 600 

1200 

1800 

1 2400 

, 3000 

^ None 

hfaniitelSliipiindi 

30 

39 

Karnitol's Chest (Obj) 

KreMtg Ungor 

nr 

150 

300 

600 

900 

1200 

1 1500 

None ^ 

libniitolShipMtck 

30 

39 

KrettglliigDr 

Kreldig Ungor 

Y 

300 

1 600 

1200 

! 1800 

2400 

1 3000 

Hone 

libikeiolDesoloce 

30 

32 

Regthor Deothgote 

Felgur Twocuts 

N 

65 

, 130 

260 

j 380 

500 

j 650 

None 

— - 

Mniers Search 

] 30 

33 

Malem Chest (Obi) 

Vohlarriel Demonsktyer 

Y 

200 

i 390 

775 

1 1150 

1550 

1 1950 

None 

hldiiiel's Search 

^ 30 

33 

i VahlarrielOenoasloyar 

Dolindo Malem 

Y 

270 

nr 

1050 

' 1600 

2100 

! 2650 

! None 

hklniel's Search 

! 30 

33 

Vahlorriel Demonsbiver 

: Malem Chest (Ohj) 

Y_ 

1 200 

390 

775 

1150 

1550 

1950 

None 


_ 

h 



LOCAL RESOURCES 


DU ROTA R 

Azeroth s Ores jnci Trolls call Durotar their home. The Valley of Trials begins to temper the characters with its rug], 
demanding landscape. Sen'jin is to the south and Razor Hill lies to the north. Orgrimmar, the capitol city of the Orev 
exteme northern edge of the region. A new dungeon was recently discovered within Orgrimmar itself and adventurers!/ 
prove themselves often venture there before even leaving Durotar for far off lands. 


1 THE VAllEY 01 


Rwog SRogi 


Shikrik lOSb 


Canogo Eorthi 


Zureetha Fan 


Frangll Wa 


m 








Zlogk 9 Butd 


Gfligar 8 


Storpid Worl 




2 BURNING BL 
Yonog Ban* 




} KOLKAR CR< 
Kolkor Drvd 
Kolkar Outr 




4 SEN'JIN VIII 
Ukor 4 Qu* 
Stn'jin Wat 


Vtl'rin Fanj 
Master Vor 
Master Gai 
K'woiini 
Tai'tasi 12 
Xur'gyl 40 


MINING 


Earthrool Mo derate 


HERBALISM 


SKINNING 


Quantity of Skinnable Creatures: Abundant 
Levels of Skinnoble Creotures: 1-11 (Skinning 1-50) 



Silverleaf 

AbundonI 


Peocebloom 

Abundant 




5 rugged and 
?rcs, is at the 
irers trying to 


ilVULET OF TRIALS 

Trayexir 40 Bow Troiner 

ImHiorisiosh 34 Weaponsmith 

Zansoo 14 Fishing Supplies 

kn 10 Anmrer & Shieldcrofter 

Xar'Ti 50 Raptor Rider Troiner 

hM 1 1 doth & Leather Armor 

Zjolnir 4S Raptor handler 

hg 8 Rogee Troiner 

Un'Thuwa 14 Mage Trainer 

IndSOeest 

Bom'bay 8 Witch Doctor in Training 

lnCnnl7S 

Mishiki 14 Herbalist 

lii'Jd 10 Priest Troiner 

Oottering Scorpid S-6 

Sill 10 Skomon Troiner 

Dke Mottled Boar 6-7 

CnogoEartlKiillerBQuest 

Pygmy Sort Crawler 5-8 

Iddi 10 Moge Trainer 

Mokuro Clocker 6-7 

liM 10 Quest 

Mokuro SkeNhide 6-7 

InellM Forgoze 12 Quest 


ke'iim 8 Hunter Trmner 

5 ECHO I5LE5 

fmgllWorrior Troiner 

Zolozone 10 

Ih|pi5 

Durotor Tiger 5-8 

OmIum 10 General Goods 

Bloodtoloa TcdBosher 6-8 

2lggE 9 Butcher 

Mokruro Ckicker 5-8 
Suri Oowler 7-8 

Uni 20 

Hexed TraN 8-9 

BilMBe«l-2 

Voodoo TroB 8-9 

M>elh4 

6 TIRAGARDE KEEP 

Sniyid Worker 3 

Lieotenont Benedkt 8 


IIOIKARCRAG 
U»Dnid9ii-7 
UkaOirtiMMf 7-1 

tSiN’JINVIlLAGE/DARKSPEAR STRAND 
Ufcof4Qv«$t 
SN>Wot(h«r 2S-30 
Woo'iM 25 Jowneymon Akiwmist 
Hal'ioii 14 Ratchet 
yiTfieFofl9 7 0uist 
MetlitVernolll OinsI 
Meitir Godrin 1 2 
I'woRH Generol Goods 
VlGsi 12 Trade Supplies 
Iii'gylAO Axe Trainer 


Kui Tiros RRarine6-7 
Ku4 Tbos Sdtor S-A 

7 SCUniE COAST 
Pyjpny Sort Crtwior 5-6 
RRokuro docker 6*7 
Mokuro ShoWiide 6-7 

8 RAZOR HILL 

Razor Hill Grunt 28-32 
Orgnil Soulscor 1 8 Quest 
Thotor 1 6 Hunter Trainer 
Gor'Thok 10 Quest 
Koplok 14 Rogue Trainer 
Tokrin Pothseeker 30 Quest 
Grimtok 14 Rutcher 
Cook Torko 6 Quest 
Showjo'my 30 Stoble Master 


Dwukk 27 Journeyman Blacksmith 
Uhgor IS Weaponsmith 
Ghrowt 13 Bowyer 

Cutoc 14 Cbth & Leather Armor Merchant 
Dhugru Gorelust 37 Warlock Troiner 
Ophek 10 

Kitha 1 7 Demon Trainer 

Voidwolker 1 7 Kitha's Minion 

Flakk IS Trade Supplies 

Rawrk IS First Aid Trainer 

Jark 14 General Goods 

Swart I S Shaman Trainer 

Toi'pn 18 Priest Trainer 

Tarshaw Jaggedscar 43 Warrior Trainer 

Furl Scornbrow 6 Quest 

9 DRYGULCH RAVINE 
DustwkMl Horpy 7-8 
DostwoMl Pioger 7-8 
Dustwlod Savage 9-10 
Dustwhid Storm WHch 10-11 

10 MARGOZ' CAMP 
Morgoi 1 8 Quest 

11 SKULL ROCK 
Gazi'ai 14 

Burning BMo Thug 8-9 
lumiag Blade Appraatke 10-1 1 

12 Rezlak S Tinker's Union 

13 DEAD EYE SHORE 
Mokruro Snopckiw B-9 
Eocrustod Sari CrowWr 7-10 
Corrupted Sari Crawler 10-11 
EMor RAattled Boor B-9 
Venomtoil ScorpM 9-10 
Bloodtoloa ScythooMW 8 


ISJAGGEDSWINEFARM 
Swine 3 

Elder Mottled Boar 8-9 
Venomtod Scorpid 9-10 
Bkradtnton Scythemow 8-10 

16 ZEPPELIN TO GROM'GOL BASE CAMP AND 

UNDERCITY 

17 BLADEFIST BAY 
RAokruro Snopdaw 8-9 
Encrusted Suri Crawlar 7-10 
Corruptod Suri Crawler 10-1 1 
Elder Mattlad Boor 8-9 
VenomtoB Scorpid 9-10 
Bloodtoloa Scythemow 8 

18SOUTHFURY RIVER 
Bloodtolon Scyriiemow 8-10 
Bloodtahm ToiRasher S-IO 
Armored ScerpM B-10 
Corrupted Bloodtoloa Scythemow 10-1 1 
Oreodmow Oocklsk 9-n 
Elder Mottled Boor 8-9 

19 Misho Tor'kren 5 Quest 

20 RAZORMANE GROUNDS 
Dire Mettled Boor 6-7 
Razormone Dustruimer B-9 
Rozormone BotHegoord 9-10 
Razormone Scout 7-B 
Rozormone OulBboor 6-7 
Bloodtolon ToiRoslier 6-B 
Armored Scorpid 7 





CHOICE OF: 5 faiflh Hunks of Breed of 5 Refreshing Spraw Water 


A Solvent Spirit 


Cutting Teeth 


CHOICE OF: I Soft Wool Boots Fi or 1 Bottleworn Leother Gloves n 


CHOICE OF: lOiiifflliio Buckler ^ or 1 UiililS<wpld Armor □ 


I Procticol hiy 


CHOICE OF: I Soft Wool Vest n«f I Bottleworn Choin UgatoEl 


I Securing the Linee 


CHOICE OF: I Harpy Wiig Oliiiier y or I Wdcocy Shortbow ^ or 1 


CHOICE OF: I Jogged Dogger/ or IStectclYBBtcifcISwtKdy or I Stingy 


Sting of the Scorpid 


CHOICE OF: I lighlweiglit Boots Hor 1 Veiled CrteH 


LOC 


Innkeeper Grosk 


Break o Few Eggs 

REWARD: 5 Tough Hunk of Breod, 5 Tbrnih Jerky 


Burning Blade Medollion j | 5 ‘ Zureetho Forgoze 

REWARD: Minor Heofag Potion ond CHOICE OF: I Dust-covered lecjg in g s f^ ^nr I iaggil Choin Vest rHo 


J Zureetho Forgoze 

1 Ripped Fonts n 


KorgolBottlescor 


Korgol Bottlescor 


Sergro Dorkthorn 


12 jOrgnilSoulscor 


I Orgnil Soulscar 


Encroachment 

6 10 

Gorlhok 

Gorlhok 

Finding the Antidote | 

^ » i 

1 Kor'ghon 

Kor'ghon 


~1 i M i Flowed Power Stone (Obj) 


I Flowed Power Stone (Obj) 


Flowed Power Stone 
REWARD: Flowed Power Stone 
Flawed Power Slone 
REWARD: Flowed Power Slone 
From The Wreckage. 


M Flowed Power Slones (Obj) 


j Flawed Power Slone (Obj) 


13 8 [GorThok 

CHOICE OF: ) Dirt-trodden Bools FI or 1 Sondrunner WrisHW "'* P" ' Wide Metol Girdle B 


I Flawed Power Stone (Obj) 
I GorThok 


Golgor's Cactus Apple Surprise 
' REWARD: lOCoct usApgliStirprist 
I Lost But Not Forgotten 
REWARD: Hondsewnaook *8? 


I Golgor 


I Misha Tor'kren 


12 OrgiJSeiilw 


Master Godrin 


S 8 

iVeTrinFm 

4 7 

. Master Godrin 


5 , ZiiwellieFergeii 


Vel'rin Fang 


Orgnil Soukcnr 


Mosler Godrin 


I Margoz 


I Thworting Kolkor Aggression j 5 8 I lor Prowitusk 

; CHOICE OF: I Seasoned flglller's Clook *1? or 1 Heovy Cord Brocers Ed 

i MnMuick tha | ^ 7 } 


li 


Zureetho Forgoze 
or I Primitive Bow ^ 





LOCAL RESOURCES 


l^THEKM 


FELWOOD 

Felwood is rife with corruption. The once green of the land is now filled predominantly with shades of ominous brown. The 
Emerald Circle works hard to push out the corruption that has taken over this land however, their efforts seem miniscule compared 
to the sheer devastation that surrounds them. This zone is located to the north of Ashenvale and serves as a passageway to both 
Moonglade and Winterspring. This area is a higher-level region best for those from Level 45 and up. 




3 EMERALD CIRCIE 
Jessir Moonbow 50 
Delia 49Jesslr'sPet 
Grelo Mosshool 59 Emerald Orcle 
Tenell Leofrunner 62 Emerald Circle 
Kelek Skysweeper 57 Emerald Cirde 
Eriden Bluewind 57 Emerald Grde 
Taronn Redfeather 50 Emerald Grcle 
Ivy Leafrunner 63 Emerald Qrde 
Iranbeok Owl 4S-49 
Aiigerdow Bear 47-48 
Fel^w WoH 47-48 


7 FEIWOOD (GENERAL) 
Felpow Waif 47-48 
Acijerdaw tear 47-48 
Angerdow Mauler 49-50 


4 Maybess RIverbreeze 60 Emerald Cirde 


Kayneth Stillwind 


I MORLOS'ARAN 

Arathandris SBversky 60 Emerald Cirde 
Angerdow Bear 47-48 
Ironbeak Owl 48-49 
Felpaw WoH 47-48 


5 JADEFIRE GLEN 
Jadefire Sotyr 49-50 
Jodefire Felswern 49-51 
Felpow WoH 47-48 


9 BLOODVENOM F>OST 
Bloodvenom Post Brave 65 
Storm Shodowhoof 60 Quest 
Trull Failbone 55 Quest 
Bale 55 General Goods 
Brokkor 55 Elite Wind Rider Master 


I3IRONTREEWOODS 
Arei 56 Quest 
Ironiree Stomper 52-53 
Ibxk Horror 54 


6 RUINS OF CONSTELUS 
Xovariiros 54 
Cursed Ooze 49-50 
Felpaw WoH 47-48 
Angerdow Bear 47-48 
Jodefire Sbodawstoker 51-52 
Jadefire Rogue 50 
Jadefire Felswom 50-51 


14 IRONTREE CAVERN 
Worped Shredder 53 
Worpwood Mass Floyer 52-53 


2 DEADWOOD VILLAGE 
Felpow WoH 47-48 
Deadwood Worrior 48-49 
Deodwood Pathfinder 49-50 
Deadwood Gardener 48-49 
ironbeok Owl 48-49 


10 BLOODVENOM FALLS 
Tninted Ooze 51-52 
Angerdow Mauler 49-50 
Ironheak Hunter 50-51 


15 FELPAW VILUGE 
Felpow Ravager 51-53 
Deadwood Don Watcher 53-54 
Deadwood Shaman 53-54 
Deadwood Avenger 54-55 
WinteHol Runner 57 
Chieftoin Bloodpaw 56 


II SHAHER SCAR VALE 
Entropic Horror 54 
Entropk Beast 51-52 
Infernal Bodyguord 54 ERte 
Infernal Sentry 52-53 ERte 


16TALONBRANCH GLADE 
Golhine the Hooded 60 Druid Trainer 
Kaerbrus 57 Hunter Troiner 
Shi'olune 56 Kaerbrus' Pet 
Mcdygen 55 General Goods 
Ironbeok Screedwr 53 


1 2 JADEFIRE RUN 
Jadefire Trickster 52-53 
Jadefire Belroyer 52 
Jadefire HofleaRer 53-54 
Felpow Scavenger 49-50 
Angerdow Mauler 49-50 


17 TIMBERMAW HOLD/PASSAGE TO 
WINTERSPRING AND MOONGLADE 
Grnzle 55 Quest 


' 48 58 Greta Mosshool 

CHOICE OF; I 8 rontwood Sosh or I 8 light Leother Gloves or I Georforge Girdle 
A Husbflnd'sLosl 8 Qttle , 46 51 , Oreko'Sur 


Grelo Mosshool 


Dreka'Sui 


490 975 1950 , 2950 3900 4900 75f M 8 

725 I 1450 I 2900 4400 ' 5850 1 7300 ill 


Ancient Spirit I 49 S 6 | Arei 

CHOICE OF: 1 Elhereol MisI Cope ?? or I Clouddrih Mantle Q 
8 rumeranoltheChillwind J3 5 g Storm Shodowhool 

CleonsedWoler Returns loFehuood 48 54 Jslen Wolerseer 


Storm Shodowhool 
Greta Mosshool 


Cleansing Felwaod 
Cleansing Fehvood 
Collection of the ComiBl 


« 1 ArathondrisSilver^j 
55 Moyhess R iverbreeze 
52 I Greta Mosshool 


Arolhandris SHversky 


Moyhess Riverbreeze 


Greta Mosshool 


I Corrupted Night Dragon 
i CormplidMiolilDfiigen 


48 J^5 Cor rupted Night Dmgon (Obj) 

55 Corrupted Night DfiHioti(Qbj) 


Corrupted Night Dragon (Obi) 
Corrupted Night Drogon (Obj) 
Corrupted Night D rogon (Obi) 


Corrupte d Night D rogor 


ComipledNighi Drogon (Phil 


Corrupted Night Dragon 
Corrupted Sobers 


Comiplod Night Dragon (Objl 


Corrupted Night Drogon (Objl 
Winna Hazzord 


Winno Hazzare 


WO H . 


I tornimdSengflotw 


CorruplodSoniillower(Ohil 


I Corrupted Songflower (Ob 


f Corrupted kngflowei 
jCormptedSongflowei 
; Co rrupted Songflower 
I Co rrupte d Songflower 
iCotTupfedSonoflower 


Corrupted Son gflower (Objl 


^ruptedjongflower [01 
Corrupted Songflower ( Ob 


Corrupted Songflower (Obi! 


55 Comipled Songflower (Phil 


Corrupted Songflower (Ob 


55 Corrupted Songflower (Phil 


Corrupted Songflower (Ob 


Corrupted SongflowM 


55 Corrupted Songflower (Phil 


Corrupted Songflower (Ph 


Corrupted Songflower 


55 Corrupted Songflower (Phil 


Corrup ted Songflower ( Pb 


Corrupted Songflower 


Corrupted WiipperRooi 


55 Corrupted Whipper Root (Phil 


Corrupted Whipper Root (Phil 


Corrupted INliiiiperRool 


55 Corrupted Whipper Root (Phil 


Corrupted Whipper Root (Obil 


Corrupted Whipper Root 


55 Corrupted Whipper Root (Phil 


Corrupted Whipper Root (0 


Ce rrupted Whipper Root 


» Corr upted Whipper Root (Phi) 


Corrupted Whipper Root (Obj) 


— 1 

^ QU ESTS contl nued 








48 55 : 


Corrupted Whipper Root (Obj) 

-TT- 

55 

HU 

220 r 

W 

450 ; 

550 

None __ ■ 


48 55 

Coriupl(dMiip|MrRoot(Obj) 

Corrupted Whipper Root (Obj) ! 

N ^ 

55 

no 

220 ' 

340 

450 

550 

None M 


48 55 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N 

55 

110 

220 ! 

340 

450 j 

550 

None B 


48 55 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N _ 

55 

no 

12P~ 

340 

450 : 

550 

None B 


48 55 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N 

55 1 

no 

220 ~ 

340 

450 

550 

None * 


48 55 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N 

55 j 

no 

220 

340 

450 " 

550 

None N: 


48 55 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N 

55 

no 

220 

340 

450 ; 

550 

None " 


48 55 1 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N 

55 1 

no 

220 

340 

450 ' 


None a: 


48 55 ; 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 

N 


no 

220 * 

340__ 

450 i 

550 

None H 


48 55 ^ 


Corrupted Windblossom (Obj) 

H_ 

55 i 

no 

220 

340 

450 ; 

550 

None HI 


48 55 : 

Corrupted Windblossom (Obj) 

Corrupted Windblossom (Obj) 


55 1 

no 

220 ; 

340 

450 

550 

None 

hUmon 

BM: Hunter's Unh Medal 

53 60 

Storm Shodowhoof 

Melor Stonehoof 


330 ■ 

650 

1300 ^ 

2000 

2650 " 

3300 

None 

IC 

I'hUI 1 49 54 1 Eridon Bluewind | 

Eridon Bluewind | N j 

550 1 1100 : 

2200 1 3250 

4350 5450 None 1* 

— „ : 

lljnfnmJaedeisr , 

49 55 

CggtwWArko'norin | 

Jessir Moonbow 

Y j 

_5ZLJ 

1150 1 

2250 

3400 

4500 

5650 

None L. 

1 Mrimolllteliglit 
1 BUDiHinxiiiKifllwlllhlfm 

49 57 

Jessir Moonbow [ 

Remoins of Trey Lightforge [ 

Y , 

450 1 

900 j 

1800 I 

2700 I 

3600 1 

4500 

None 1 SI 

y*Ml)ismlnnting j 48 55 ; Aroltiondris Silversky | 

Arothondris Silversky { N : 

0 i 0 

0 1 0 

0 I 0 None K 

yanDisendnnting | 48 55 | Moybess Riverbreeie | 

HUD:2CinarioaPlanlSaiN 

Maybess Riverbreeze | N | 

0 1 0 1 

0 1 0 I 

0 [ 0 1 None | 

MinlljserKlionHng i 48 55 | Arothandris Silversky 

Arathandris Silversky ] N | 

420 1 850 

1700 { 2500 : 

3350 1 4200 ^ None | 

UiiwiDisnKbonHnf 1 48 55 1 Maybess Riverbreeze i 

EMII;2CMMiionPlQnlSglye 

Maybess Riverbreeze | N | 

420 1 850 1 

1700 1 2500 1 

3350 1 4200 None | 

0 0 None 1 

iAiMGotlwriflg ] 48 55 | Arolhondris Silversky 

null: 2 Cenvlon Plant Salve 

Arathandris Silversky | N ] 

0 i 0 ! 

0 1 0 ' 

!Hn«Galheriiiil | 48 55 [ Maybess Riverbreeze 

Maybess Riverbreeze | N | 

0 f 0 

0 1 0 1 

0 [ 0 ’ None ' ffi 

idnrioGotlwring { 48 55 | Aralhandris Silversky 

Arothondris Silversky | N | 

420 1 850 ' 

1700 1 2500 j 

3350 1 4200 ^ None 

UnijgGolbering 1 48 55 [ Maybess Riverbreeze 

iHUD: 2 (emrion Plant Sabre 

Maybess Riverbreeze | N 

420 1 850 1 

1700 1 2500 ' 

' 3350 4200 None 

yNnHwiHtig j 48 55 | Arathandris Silversky j 

nUD:l(enorion Plant Salve 

Arothandris Silversky [ N 

0 0 

0 . 0 

0 ' 0 None 

Mum Hunting 1 48 55 [ Maybess Riverbreeze 

nUD: 2 (enorien Plant Sabre 

Maybess Riverbreeze ] N 

i 0 1 0 : 

: 0 1 0 

0 [ 0 None 

idHrioHwHng 1 48 55 | Arathandris Silversky 

nUD: 2 (enorion Plant Salve 

j Arathandris Silversky | H 

! 420 1 850 

1700 1 2500 

3350 4200 None 

iiliiw Hunting j 48 55 [ Maybess Riverbreeze 

EHIID: 2 Cenorioa Plant Salve 

1 Moybess Riverbreeze | N 

420 850 

1700 [ 2500 

1 3350 

[ 4200 None ■ 

1 0 None fl 

kkriuMining i 48 55 | Arathandris Silversky 

«IUI):2CenarionrianlSalvi 

Arothandris Silversky 1 N 

' 0 1 0 

1 0 1 o" 

1 0 

idnrio Mining | 48 55 | Maybess Riverbreeze 

nUO: 2 (enorion Plant Sd« 

i Moybess Riverbreeze \ N 

: 0 1 0 

0 1 0 

{ 0 1 0 None ■ 

1 ytewMining 

1 nUD: 2 Cerarion Plant Solve 

48 55 1 ArothondrK Silversky 

] Arathandris Silversky | N 

j 420 1 850 

1700 2500 

I 3350 

[ 4200 None ■ 

1 4200 None M 

UNyioMining 1 48 55 [ Maybess Riverbreeze 

nUD:2(enarionPlant$altn 

1 Maybess Riverbreeze | N 

1 420 [ 850 

1700 [ 2500 

1 3350 

idn'wSkinning [ 48 55 | Arothondris Silversky 

nUD;2(enorkiaPlantMil 

1 Arothondris Silversky j N 

; 0 1 0 

0 1 0 

1 0 1 0 ; None 

ywrig Skinning | 48 55 | Moybess Riverbreeze 

HIUD: 2 (enorion Plant Sabre 

! Maybess Riverbreeze [ N 

I 0 1 0 

! 0 [ 0 

' 0 1 0 1 None 

Sdtirlo Skinning j 48 55 | Arathandris Silversky 

m: 2 (enorion Plant Sdtti 

1 Aralhandris Silversky ( N 

i 420 1 850 

1 1700 1 2500 

1 3350 [ 4200 1 None ' 

Ml lie Skinning j 48 55 | Maybess Riverbreeze 

NIUI): 2 (enorion Plant Sabre 

Maybess Riverbreeze N 

: 420 1 850 

; 1700 1 2500 

1 3350 [ 4200 None 

1 

i 48 52 

1 Greta Moaliooi 

1 Islen Woterseer 


^ 260 1 500 

1 1000 

1550 

j 2050 

i 2550 

1 None 

ktoi 1 S3 60 

1 (DHEOF: 1 Seosthunter Domr or 1 Beaststalker Blade 

! Storm Shodowhool 

i Storm Shodowhoof 

TT 

i 825 I 1650 

j 3300 

1 5000 

1 6650 

j 8300 

1 None 

1 HiiteoltheJaMin 

1 49 54 

Eridon Bluevrind 

: Eridan Bluewind i N 

: 550 

1100 

2200 

1 3250 

1 4350 

[5450 

j None 

■ ^11 1 

1 lehnninsofTreyLightforge 
1 mHEOF: 1 Hunt Tracker Blade or 1 Tidecrest M 

j 49 57 

1 

1 Remains of Trey Lightforge 

Jessir Moonbow | N 

750 

1 1500 

: 3000 

[ 45 I 0 

! 6050 

1 7550 

220 000 

IbtaioinsofTreyUghrforge ] 49 57 | Spirit of Trey Lightforge 

[ IHIfT OF; 1 Hunt Tracker Blade or 1 Tidecrest Blade 

1 Jessir Moonbow j N 

i 750 I 1500 

j 3000 

i 4550 

j 6050 

[7550 

' 220 000 1 

1 

53 56 

hrylMfiwner 

1 Wynd N'lghtchaser 

Y_ 

! 60 

120 

1 230 

350 

i 460 


None j 

1 hies III the Shardtooth 

53 56 

Storm Shodovihool 

j Storm Shodowhoof 



■ 575 

1150 

; 2300 

3500 

i 4650 

5800 

None ^ 

! 

48 54 

Taronn Redleother 

1 Taronn Redfeather 



! 675 

1350 

: 2700 

4100 

I 5450 

6800 

1 10 650 000 1 

y&Bute 

49 54 

Winno Honard 

; Winno Hozzord 

!L 

^ 550 

1100 

j 2200 

3250 

j 4350 

5450 

i None 

HCuoriliaas 

52 56 

Trull Failbane 

1 Trull Failbane 

Y_ 

, 575 

1150 

1 2300 

3500 

1 4650 

5800 

1 850 000 : 

MCuordiiins 

52 58 

Trull Foilbone 

■ Trull Foilbone 

Y_ 

; 625 

1250 

1 2500 

3700 

i 4950 

6200 

900 000 ’ 


52 59 


J Trull Foilbone 

Jt- 

J 650 

J3Q0 

J 2550 

3»50 

i 5100 

6400 

10 800 000 ' 




SKINNING: NONE 


MOONGLADE 

Moonglade is a peaceful and serene setting with a small village named Nighthaven looking down on it. There isn't much 
as of yet, but the way in is dangerous if you aren't friendly with the Timbermaws that guard the way in. 


f j.NOrfiHEftM 



border to get into Moonglade you need to make your way down through the 
leeways of Timbermaw Hold. If you get friendly with the Timbermaws that 
urd the way, this can be an extremely easy task. If you're not so friendly, you'll 
y yourself either stealthing through, dying through or killing through to get there. 




GETTING THERE 


NIGHTHAVEN 


.|ljhthaven is the only town currently 
fhin Moonglade. It offers a few select 
li|h level vendors including a specialty 
tes maker that does indeed have 
iwedding dress for sale should that 
KKial day arrive for a lady of Azeroth. 


STORMRAGE BARROW DENS 


Siere are three entrances to Stormrage 
iatrow Dens that lead into the 
^ombs of the dens. There is currently 
ladling within the Dens but it can be 
^(lected that some high level mobs will 
on be waiting for your visit. 


gfgiLl 


Silva Fil'navelh 60 
Celes Earthborn 60 
Tojarri 60 

4 STORMRAGE BARROW DEN 


Mylentho Riverbend 60 
Dendrite Starbloie 60 
Moren Riverbend 60 
Keeper Renuios 62 
Robine Saturno 60 


I't much here 


llallieePlainswind 60 
:WEOEREMUIOS 
lN|Kr Remvios 62 Quest 


3 NIGHTHAVEN 
Bessany Plainswind 60 
Genio Sunshodow Si Specioity Dress Maker 
Dornoll S3 Tailoring Supplies 






STONETALON MOUNTAINS 

Stonetalon Mountains can be found in the mountains between the Barrens and Desolace. The Tauren outpost of Sun' 
Retreat lies off the beaten path near the middle of the mountain and provides the Horde with the only local inn. The Peak - 
houses an Alliance flight path and an Alliance vendor. Though home to many beasts, the wilderness is constantly being cmy 
by expanding goblin deforesters. In addition to the Barrens and Desolace, explorers can travel to and from Ashenvale fore- 
a secret tunnel that burrows through the foothills. 


SKINNING 

Quantity of Skinnoble Creatures: Abundont 

Levels of Skinnoble Creotures: 18-26 (Skinning: 75-125) 


Abundant 

Abundant 

Moderote 

Rare 



I CAMP API 


2 GRIMTOTI 

3 GRfATWC 

4 MALAKA'. 
Witch Do 
Ken'Ziglc 

5 BOULDER! 

6 WEB WIN 
Goxim Ri 
Koela Shi 


7 SISHIR a 

8 WINDSHE 
Ziz Fiziil 
OHfStee 


RogingO 
Otopmot 
Doopmee 
Vooog Pn 
Vtitlert I 
VmIkt* I 
VtfliKrt I 
XT:4 23 
XT:9 23 



A Gnome's Res( 
A Stroll from M 
An Old (olleogn 
Cenorius' Legoc 
(overt ^ - Al( 
Covert Ops - Be 
Devils in Wesifc 
Jnroged Spirits 
Further Instruct 
Further Instruct 
Gerenzo Wrend 
JWOICEOF:! B 
Gerenzo's Orde 
REWARD: Dred| 
Gerenzo's Orde 
Goblin Invoders 


Jin'Zil's Forest I 
JOICE^iy 
Koelo's Update 
Ordonus 
Reception from 
JWARD: Bond 
Xecloiming the 
CHOICE OF: I Ti 
Jjetloiming the 
Retrieval for M 
REWARD : Spellc 
Jhredding Mocl 
Spetiol Oeliveq 
jSuperReoper B 
The Den 
REWARD: Sotre 
Ihe Elder Crone 
Th e Spirits of SI 
Updote^for^^ir 
Wounded Ancie 


3St of Sun Rock 
. The Peak itself * 
< being cut back 
?nvale forest via 



'OMPAPARAJE 

9 WINDSHEAR MINE 
Piinik 20 Quest 

iHIMTOIEMPOST 

Windshear Digger 21-22 
Windsheor Geomoncer 21-22 

iStUlWOOD VALE 

Windsheor Overlord 22-23 

IMUKA'JIN 

Windshear Timnelrot 21 

M Doctor rin'Zil 25 Quest 

10TALONDEEPPATH 

In'Zigki 20 Quest 
Ittnd 30 Bowyer 

Broug Dimspirit 35 Quest 
11 CRAGPOOL LAKE 

iMULDERSLIDE RAVINE 

Niziik 24 Vendor 

1 Nit WINDER PATH 

Venture Company Builder 22 

Gum Rustfiiile 30 Quest 

Venture Company Engineer 21-22 

hdo Shodowspeor 23 Quest 

Venture Company Machine Smith 22-23 

hipuoss Ooopcr 17-1B 

Gerenie Wrencherhistle 27 

bayiMss Venomspitter IB-19 

Compact Harvest Reaper 22 

m CANYON 

12 SUN ROCKRHREAT 
Innkeeper Joyka 30 Innkeeper 

IWINDSHEAR CRAG 

Thorm 55 VYind Ride Master 

ZhFhzhs 20 Quest 

Gereck Stoble Moster 

OH Stinuor IB-19 

Jeedo 24 Vendor 


Krond 27 Butcher 

liopuostVtnonispittor IS-19 

Grownol 32 General Goods 

hepuessWohspinner 20-21 

(nay Pridewing 19 

IlNlati Conipony Logger 19-20 

Ftalsrs Cempony Deferester 20 

Future Cempony Operator 20,21 

n:423 

H423 

Stonetoion Grunt 


13 THE CHARRED VALE 
Blockoncd Bas«sk 24 
$<ordied Bosilisk 28 
Siii9e4BasiSsk2S 
Rogiw Flame Spirit 24 
Bernmp Rovoger 24-25 
Bernim) Destroyer 25-2i 
a»rre<IAadeiit2$ 

Blackened Andent 2B 
Ferioas Stone Spirit 24-27 
YoangCkinMero24 
Fledgfing Oiimaero 25-27 
Odmoero Motriarch 28 
Bloodfery Horpy 23-24 
Bloodfnry Ambosker 23-24 
Bloodfery Slayer 25-26 
Bloodfery Rogee Feather 25-26 
Bloodfery Windcaler 24 
Bloodfery Storm Witch 26-27 

I4MIRKFAU0N UKE 
Pridewing Wyvern 21-22 
Pridewing Consort 22-23 
Pridewing Skyhunter 23-24 
Deepmoss Venomspitter 18-19 
Raging Cliff Stomier 19-20 
Antlered Courser 22 
Blackened Basilisk 24 
Rogue Flome Spirit 23 


15 STONETALON MOUNTAIN 
Broelyn Firekond 30 Quest 
Antlered Courser 22-23 

16 STONETALON PEAK 
Teloren Hippogryph Master 
Chylino 24 Vendor 
Keeper Albagorm 30 Quest 
Sop Boost 22-23 
Corrosive Sop Beost 25 
Antlered Ceorser 22-23 
Great Courser 25 

Fey Dragon 24 
way Fey Dragon 26 
Twight Hunter 23-24 
Son of Cenories 25 
Doeghter of Cenories 23-25 
Cenorioa Botanist 23-24 
Treont ARy 23 

17 THE TALON DEN 
Cenorion Druid 26-27 ERte 
Cenorion Coretoker 25-26 ERte 
Mirhfolon Dryod 25 ERte 
Gatekeeper Kerdures 25 ERte 



J 


Ihm'sUli 

17 

21 

Goxim Rustfizzle ; 

Goxim Rustfizzle 

N j 

^170 

330 . 

650 

1000 

1300 j 

1650 : 

None ^ g 

I IjnlftMnMouren 

17 

21 

Goxim Rimfizzlo j 

Collin Mouren 1 

Y 1 

^ 85 

170 ; 

330 

500 

675 1 

825 

Non. ' i\ 


17 

21 

Goxim Rustfizzle 

Lomoc Georstrip 

i 

85 

170 

330 

500 

675 

825 ; 

None p: 

(■K'ligKy 

20 

25 

BntalynFirehand 

Broelyn Firehond 

y j 

1 ISO 

300 

600 

900 

1200 

1500 ; 

None _ P 


17 

22 

Goxim Rusifizzio 

Goxim Rustfizzle i 

' 'n ' 

I 220 

440 ! 

875 

1300 

1750 

2200 

None i 

MMa-Btio 

17 

22 

Goxim Rusifizzio 

Goxim Rustfizzle 

N ; 

220 

440 

875 

1300 

1750 

2200 

None ^ 

MnWntloll 

17 


CoRin Mouren 

Collin Mouren ^ 

n 

170 

330 

650 

1000 

1300 

1650 

None 1 


20 

26 

Koelo Shodowspoor ^ 

Koelo Shodowspoor 

1 ** 

; 210 

420 

850 

1250 

1700 

2100 , 

200 000 > 

MarhsInKlioiK 

16 

21 

Ziz Fizziks 

Sputtervolve 

1 ^ 

1 85 

170 

330 

500 

675 

825 , 

None i) 

Mir lisInKlioiK 

16 

27 

Sputtorvolvi 

Ziz Fizziks 

I i 

110 

220 

440 

650 

875 

1100 . 

None i 

knoeWrenchwhistle 16 

■KIDF: 1 MRHl^Cloalc t? or 1 Droftsimin BootsB 

27 

Ziz Fizziks 

Ziz Fizziks 


1 220 

440 ' 

875 

1300 

1750 

2200 ' 

229 009 1 

(nn'tOrden 
OilO: Dredge Book B 

17 

22 

Piznik 

Ziz Fizziks 

N 

130 

1 2‘0 

525 


1050 

1300 ' 

None 

i 

(nm's Orders 

17 

22 

1 Piznik 

Piznik 

Y 

220 

440 

875 

1300 

1750 

2200 

None 1 7 

^Mlimdert 

13 

19 

Seereth Slonebreok 

Seereth Stonebreok 

N 

150 

290 

575 

875 

1150 

1450 

119 009 

ttjNedetdwnkak^tai 

17 

21 

1 Lomoc Goorslrip 

Goxim Rustfizzle 

N 

85 

170 

330 

508 

675 

825 

None B 

Mileilt « Oienikok = Fun 

17 

21 

LomocGRRnMp 

Lomoc Georstrip 

Y 

170 

338 

650 

1000 

1300 

1650 

None 

hTTs Forest Mogk 

(HKEOF: 1 Voo^ Montle Q or 1 Hexed Brocirs 

20 

B 


Witch Doctor Jin'Zil 

Witch Doctor Jin'Zil 

N 

210 

420 

850 

1250 

1 1700 

2100 1 

None 

hdi'sidiii 

17 

22 

‘ Goxim Rustfizzle 

Koelo Shodowspoor 

N 




no 

140 

180 


Ita . _ ; 

20 

29 

! Broolyn Rrehond 

Broelyn Firehond 

Y 

1 240 


1 950 

1400 , 

1900 

2350 i 

None 

hnpinkomTyronde i 17 28 ^ntinel Ihenysil 

nUD: Hood olElven Groce 0 ond CHOICE OF: 1 Efflorescent Robe C*3 or 1 Grizzly Tunic C!9 or 1 Wildwood (Ur L 

Tyronde Whkperwind 

N 

! 340 

! 

! 1350 

2050 

1 2700 

3400 I 

None 

kdiiig the Chorred Vole j 20 

(Wa Of: 1 tamd Brocers D or 1 Consloble Buckler 9 

27 

: Keeper Albogorm 

1 Folfindel Woyworder 

i N 

i 220 

1 d40 

875 

1300 ' 

1 1750 i 

; 2200 1 

None 

Ilii*l Chorred Vole 

20 

27 

; KooporAlogonn 

Keeper Albogorm 

Y 

1 220 

1 440 

875 

1300 

1750 

1 2200 

1 None ■ 

iPindfoiMouren 

«UD:UnftirWond/ 

17 

26 

1 CoHin Mouren 

! Collin Mouren 

i X 

! 210 

1 420 

850 

I 1250 

1 1700 

1 2100 

1 None R 

I^Mochines 

13 

23 

Seereth Stonebreok 

Seereth Stonebreok 

N 

190 

370 

750 

1100 

1500 

1850 

159 009 1 

UpMinlor Goxim 

17 

21 

Collin Mouren 

Goxim Rustfizzle 

N 

85 

170 

330 

500 

675 

825 

None B 

jgj^bOOO 

16 

21 

Ziz Fizziks 

Ziz Rzziks 

Y 

170 

330 

650 

1000 

1300 

1650 

None 1 1 

lilln 

HUD: kxred Bond 0 , Ponther Armor Q Ji« 

20 29 

NnKl^iainpE 

Broelyn Rrehond 

3 

Tolon Den Hoord |0bj) 

N 

300 

600 

1 1200 

1 1750 

2350 

2950 

None 1 

hBhrCrorw 

13 

18 

Seereth Stonebreok 

Mogotho Grimtotem 

N 

70 

140 

270 

410 

550 

675 

None 1 

kigfcof Stonetoion 

13 

17 

Zor Lonetree 

Seereth Stonebreok 

Y 

30 

65 

130 

190 

250 

320 

None 1 

^SentyiURrd 

17 

22 

Koelo SUhwspoor 

1 Sentinel llienysil 

Y 

85 

170 

350 

525 

700 

875 

j None , 1 

IMdedhtcienk 

22 

28 

i Koelo SIxidowSBOV 

i Koelo Shodowspoor 

N 

230 

460 

925 

1400 

1850 

2300 

1 259 009 i 1 






LOCAL RESOURCES 


TELDRASSIL 

Teldrassil is the new home of the Night Elves. This distant homeland is far away from the safety of the Alliance lands, yetlhwi' 
free from the focus of many enemies. Undead are not tolerated in this forest of life and beauty, and the Night Elves have , 
protectors that guard the land from any Demonic taint. Beware though; the Firbolg and Timberlings who once existed in|.i- - 
balance with this land, have grown aggressive of late. The Druids of Teldrassil seek answers before the beasts and peopleoj- 
land suffer their own madness. 


Crown of the to 
Crown of ifie to 
Crown of the to 
— u tHOICtO F: 1 A 



Peocebloom 

Abundant 

Silverleof 

Abundont 

Eorthroot 

Common 


Quontity of Skinnoble Crootures: Abundant 
Levels of Skinnoble Creatures; 1)0 (Skinning 1-50) 


MINING: NONE 


HERBALISM 


SKINNING 



nds, yet they are 
ilves have many 
■xisted in perfect 
rid people of the 








HtUT'THERAN VlUAGE 
iMtloAulwtdln* 

Dgrynliglilwlnd 30 Quest 
Inles Ambersky 30 Quest 
Vispcyites SS HIppogryph AAoster 

i THE ORACLE GLADE 
tloMM Roveiwye 29 Endranter 
Nst 10 Quest 

Sietiael Arynio Cloudsbreok 10 Quest 


Mudiiftbef Eery 9-10 
llNdlNtberHflrpy8-9 
NNdlNtber Matriarch II 


4ROADTODARNASSUS 
Nadyio Moneweover 30 leotherworker 
Rodnaol Moneweover 1 9 Skinner 
Nightsober Stalker 74 
Strigid Saeochar 74 
Webweod VenoMfoag 74 

S BAN'ETHIL HOLLOW 
Agol B Quest Idrget 
Gnorlpine Ambusker b-7 
Gnoriirine Deieoder 7 


MudEietker Setceress 9 
U«MfhttakerB-9 
hrdMghtsakerll 
lidySertkreb 12 
■deeeiSethir 10 
Setkk the Aodeot 13 Quest Target 
I Strigid Heater B-9 

I Strigid Soeecher 74 

j HfibweedSaispinaerO 

j ) WELLSPRING RiVER 
I NkAmss the Fetid 1 3 Quest Target 


lUMrleg Mire Beast 9 


Wekwood Venanrfaiig 74 

6 BAN'ETHIL BARROW DEN 
Oben Rogedow 40 Quest 
Guoripiae Augur 9 
Guoripiae Deieader 7 
Gaori^e Sboaiaa B 
Rogedaw 10 Quest Torget 

7 POOLS OF ARLITHRIEN 
Nigktsaber Staler 7-B 
Strigid Saeudiar 7-B 
Webwoud Veaoraiaag 7-B 

8 GNARLPINE HOLD 
Strange-Fruited Plant 
Guoripiae Aveager 10 
Guoripiae PfltbFiader 9-10 
lirsal riw Mouler 12 Quest Ti 


9 UKE Al'AMETH 
Denolon 1 1 Quest 
Fel Cone (Ground Spowns) 
Timberling Seed (Ground Spawns) 
Qubeascowi 9^ Quest Idrget 
TkuberRag Bark Ripper 7-B 
Tkabertog Tta m plers B-9 
TkaberBag S-6 

10DOLANAAR 

Arthridos Beormontle 1 1 Quest 
Byande 22 First Aid 
Coritkras Moonrage 1 0 Quest 
Cyndro Kindwhisper 28 Alchemist 
Innkeeper Keldomyr 30 Innkeeper 
Molorne Blodeleof 1 7 Herbolist 
Sentinel Kyro Storsong 12 Quest 
Syral BlodeleoM 2 Quest 
Tollonkoi Swiftroot 1 1 Quest 
Zorrin 1 3 Cook 

11 FEE ROCK 
Dork Sprite 6-7 
lord Meleaos 8 Quest Target 
Roscal Sprite 5-6 
Shadow SprHe 54 
VidousGrel7 


12STARBREEZE VIIUGE 
Goerolos Talvethren 7 Quest 
Zenn Foulhool 7 Quest 
Ferudtos Dream later B Quest Idrget 
Guoripiae (iordeaer 5 
Gnorl^ Mystic 6-7 
Gaarlpiae Ursa 54 
Cnorlpiae Warrior 6-7 

I3SHADOWGLEN 
Iverron 5 Quest 
Torindreilo 7 Quest 
GreB 2-3 
GreMiia34 
Mangy Nightsober 2-3 
Thistle Boor 2-3 
Webwood Spider 34 
Yuong Nightsober 1-2 
Young This tieboor 1-2 

14 ALDRASSIL 

Conservator lltholaine 4 Quest 
Dirania Silvershine 8 Quest 
Gilsholon Windwolker 9 Quest 
Tenoron Stormgrip 10 Quest 

15SHADOWTHREADCAVE 
Webwood Egg (Ground Spawn) 
GHkyBss the Vie 5 Quest Idrget 


Webwood Spider 34 






lit 



llwdnileed 

2 

4 Iverron 

; Dironio Silvershine Y ; 

ID 

201 

t 35 

55 , 

70 

90 

None 

IMM 

2 

4 Dironio Silvershine 

i Iverron N i 

; 25 

55 1 

110 

160 

220 

270 ' 

None 

|ee«llfMze 

4 

6 Athridos Beormontle 

i Goerolos Talvethren Y i 

1 25 

55 

no 

160 

220 

270 : 

None 

1 iMoibeEiitth 

1 

5 Tenoron Slortngrip 

i Tenoron Stormgrip Y 

^ 35 

65 1 

130 

200 

270 

340 ^ 

None 

' (Mill Ike Eofth 

] 

5 Tenoron Stormgrip 

: Corithros Moonrage Y 

; 25 

45 

90 

140 

180 

230 

None 

(lamilbe Earth 

1 

5 CorHhrosMooitrage 

Corithros Moonroge Y 

i-Ji- 

65 

: 130 

200 

270 

340 

None 

(mi tithe Earth 

1 

9 (orHhrosMaotiroge 

Corithros Moonroge Y . 

ijL^ 

160 

310 

470 

! 625 

775 

None 

(Mil the Earth 


1 

11 Corithros Moonrage 

• Arch Druid Fondrol Stoghelm N ^ 

1 110 

220 

j 440 

650 

j 875 

1100 

None 

OMEOflAshwoodBow 

or 1 Thicket Hammer 













INQUESTS, 




Crown of the Eorth 

1 1 1 Corithros Moonroge 

Corithros Moonroge 

Y 65 

130 260 400 525 650 

Hum 

Denolon's Eorth 

4 5 ! Syrol Blodeleof 

Oenolon 

N 25 

45 90 140 180 230 



i Dokinaor Delivery ] 5 Porthonnius 

? CHOICE OF: S Dorntusion Bleu or 5 R^reshiiig Sprina Water 


Innkeeper Keltlamyr 


I ObenRogecInw 


N 1 110 I 210 I 420 { 625 850 j 1050 | 


j; Fovored of Qune? 

42 47 j ErelosAnhnkr 

ErelosAmbersky | N 

420 

850 

1700 

2500 

3350 

4200 

1* 3S«I 

Ferodlos the Dreom Eoter 

1 8 1 Tollonkoi Swiftroot 

Tollonkoi Swiftroot | N 

90 

180 

350 

525 

700 

875 

40 

Rnd Ronshollo 

52 57 ; ErekKAnbaniEy 

Ronshollo 1 N | 

300 

600 

1200 

1800 

2400 

3000 

Nom 

» jGmtljpiMComptM 

4 6 1 Goerolos Tohrethren 

Athridos Beormontle | Y j 

nr 

no 

220 

1 320 

430 

550 

10 ; 

{ Iverron's Antidote 

2 4 ! Dironio Silvershine 

Iverron j N | 


90 

180 

270 

360 

450 

Hm 


oilVteQ_ 


' jMist 

CHOICE OF: 1 Cord Brorers Qor 1 Crog Buckler 1 

6 II {Mist 

or 1 Scorn's Clook 

j Sentinel Arynio Cloudsbreok 

N 

1 90 

180 

350 

1 525 

1 700 

j 875 

Komi 

Moontouched Wiidkin 

52 55 

EnlBsAnibinicy 

1 Erelos Ambofsky 

1 Y I 575 

j 1150 

2250 

1 3400 

1 4500 

5650 




53 56 

Doryn Ligbtwind 

I Wynd Nightchoser 

i Y 1 60 


; 230 

350 

{ 460 

575 


Ookenscewl 

1 CHOICE OF: 1 Dirtwood Beh E or 1 Moss cnvered G 

4 9 

fluntletsfl 

; Oenolon 

1 Oenolon 

i N ; 100 

1 200 

1 390 

' 600 


975 

60 M 

i Planting the Heort 
i REWARD: Cleansed limbefliiy Heart 

9 12 

Oenolon 

1 Denolon's Planter (Obj) 

1 N ] 90 

[ 180 

360 

550 

725 

900 

Ikierji 

i Protection of the Grove 

5 7 

1 I 

1 Sentinel ShayfoNightbreeie 

1 N 

65 

1 130 

250 

|300 

1 500 

1 625 


Recipe of the Koldorei 

1 REWARD: Recipe: Koldorei Spider Kobob, 3 Koldorei S 

2 7 

pMor Kobob 

Zorrin j 

1 Zorrin 


1 65 

1 130 

1 250 

1 380 

1 500 

1 625 j 

I — H 

1 j 

Rellion Greempyn 

4 7 

Oenolon 

Rellion Greenspyre 

1 Y 

30 

65 

130 

190 

250 

320 

Hum 

|i Return to Oenolon 

4 9 

Rellion Gfeenspyre 

Oenolon 


10 

15 

30 

50 

65 

80 

Beer" 

SeekHedenKltail 

4 7 

SmI Blodeleof 

Zenn Foulhoof 

N 

65 

130 

250 

380 

500 

625 

1« M 

Snelf leditwillnnl 

4 7 

Moon Priestess Amoro 

Zenn Foulhoof 

N 

65 

130 

250 

3W 

500 

625 

If 1 


4 7 

1 Sentinel SiwyloNlliliinm 

Zenn Foulhoof 

N 

65 

130 

250 

380 

500 

625 

'M 

Seek bdempfinil 

4 7 

' Sentinel Kyra SMumio 

Zenn Foulhoof 

H 

65 

130 1 

250 

380 

500 

625 

If in 

Teldrossil 

6 II 

Sentinel Arynio dowMiiwIt 

Arch Druid Fondrol Stoghelm 

Y 

45 

"T- 


260 

350 

440 



Nm { 

Teldrossil 

6 II 


ArchOruidFandralStoghelm | 

Y 

45 

90 

180 

260 1 

350 

440 

q 

ImhtmIi Summons 

1 5 

abytnWindwolker 

Tenoron Stormgrip j 

Y j 

5 

10 

20 

25 

35 

45 

Kim 

Tenoron's SumnMns 

1 5 

MeMm Slmdiehn 

Tenoron Stormgrip : 

Y 

5 

10 

20 

25 

35 

45 

IheT 

The Bolonce of Noture 

CHOICE OF: 1 Archery Training Gloves Q or 1 Stemli 

1 2 
tof BrocersD 

Conservator lltholoine 

Conservator lltholoine i 


15 

35 

70 1 

100 

140 

170 

ISI 

JJ 

The Bolonce of Nature | 1 3 ! 

CHOICE OF: 1 Draped Clook *i? or 1 Blackened Leather ME 

Conservator Ihholoine | 

Conservotor Ihholoine | 

rri 

25 1 

' 50 1 

100 1 

"iFl 

200 1 

250 ! 

34 

^ 


11 ! Sentinel Arynio Cloridsbreok 


I Sentinel Arynio Cloudsbreok 


320 I 410 


iJheOitMiRg Fruit 

4 10 

jsimge Fruited PlontfOliO 

Oenolon 

N 

1 

1 170 1 340 

500 

675 

850 

3f at 

The Relics of Wakening 

CHOICE OF: 1 Borkmoil UgfiwQor 1 GrKroot Sh 

4 9 

lff/« 

Athridos Beormontle 

I Athridos Beormontle 

Y 

1 80 

1 160 1 310 

470 

625 

775 

3f If 
4 

I The Rood to Dornossus 

5 8 

i Moon Priestess Amoro 

Moon Priestess Amoro ; N 

70 

140 

280 1 420 

550 

700 

2f ]| 

[TheSliiinnNriniFrond 

4 10 

IStmiHFrondedPlontlObD 

Oenolon | N 

85 

170 

340 1 500 

675 

850 

3f fl 

1 The Sliepini Druid 

3 8 

i ObenRaBedaw 

Oben Rogedow j Y 

70 

140 

280 1 420 

550 

700 

Km 1 

! The Sprouted Fronds 
REWARD: 5 Sprouted Fronds 

4 10 

Sprouted Frond (Obj) 

Sprouted Frond (Obj) | N 

10 

15 

35 1 50 

70 

85 


Woodlond Protector | 

1 1 

1 MelithorSttMi 

TorindreKo 1 


5 

10 

15 

25 

30 

40 

Km 

1 The Woodlond Protector | 1 3 | Torindrello 

REWARD: 3 Hearing Herb CHOICE OF: 1 Conopy leggings^ or 1 Trodcing Boots Q or 1 Vmy Gloves □ 

Torindrello { 


25 

50 

100 

150 

200 

250 


Timberling Seeds | 4 7 

REWARD: 10 Forest Mushroom Cops 

Denokrn Oenolon : Y 65 1 130 250 ■ 380 ' 500 

625 Km f 

i\ 

Timfaerling Sprouts {4 7 [ 

CHOICE OF: 1 Gordening Gloves FI or 1 Gnvslone BrocersD 

Oenolon ] Oenolon [ N | 80 f 160 ] 320 | 470 | 625 f BOO | ]f Hf 

1 1 

Tumors ] 4 9 

REWARD: Pnmina Knife 

Rellion Greenspyre j Rellion Greenspyre | N | 100 | 200 | 390 | 600 i 775 { 975 ' 6f Kit 

J ' 

1 Twisted Hatred 

' CHOICE OF: 1 Feral ImcersDor 1 YinvWniiioiniB 

4 7 

a 

Tollonkoi Swiftroot | Tollonkoi Swiftroot | N | 65 j 130 | 250 | 380 | 500 | 625 i Nm " 

' ,j 

Ursol the Mauler j 4 12 i 

CHOICE OF: 1 Defender Axe ^ or 1 Thomroot Club 

Athridos Beormontle j Athridos Beormontle | N { 120 ! 230 j 460 | 700 | 925 | 1150 1 Km f 

WebwoodEgg | 1 5 | GUshobWindwolker | Gilsholan Windwolker [ N 1 55 1 110 1 220 [ 340 1 450 I 550 1 None”! 

CHOICE OF: 1 Woodland Shield i or 1 Woodlond TunkE^or 1 Woodland Robes' ^ f 

Webwood Venom | 1 3 iGikholon Windwolker ] Gikholon Windwolker [ Y ] 25 | 50 | 100 i 150 | 200 j 250 | Km ^ 

CHOKE OF: 1 Thistlewood Axe ’> or 1 Thistlewood Dogger ✓ or 1 Thislfewood Stoff or 1 Thistlewood Blode ^ or 1 Thistlewood Maul or 1 ThisHewood Bow J ii 

Zenn's Bidding 1 4 5 

REWARD: 5 Severed Voodoo daw 

Zenn Foulhoof : Zenn Foulhoof N | 45 90 180 270 : 360 | 450 i If 

If 

J 1 










3# 50« 
6 # 00 ^ 


„ a 


85# oo#_; ^ 
None _ 

6# 00# I 


None _| I 

85#^; f 

f 

Non^ I I 

None I j 

'• I 

'• 75 # j 

'^Z5# J 

I# 75 # 

None 

None 

None 

None 


THE BARRENS 


The Barrens are one of the largest zones and a central hub for travel between regions. Savannah Prowlers roam the land and 
remain hidden from younger adventurers, while Raptors, Centaurs, Harpies and all sorts of other wildlife can be seen hunting 
or foraging. This provides plenty of skinning opportunities. Ore and herbs are also all across the landscape. Three dungeons are 
within the zone: The Wailing Caverns, Razorfen Downs, and Razorfen Kraul. The Barrens offers access to many other zones 
including Stonetalon, Thousand Needles, Durotar, and Dustwallow Marsh; of course, that doesn't mention the Wyvern paths or 
the port town of Ratchet where adventurers can book passage on a ship. 



a 


1 BAEL MODAN 

8 RAPTOR GROUNDS 

Boei'dan Excavator 21-22 

Sonscole Scythedow 15-16 

Boel'den Foreman 22-23 

Sonscole Saeecher 13-15 

Boel'den Officer 26 

Sonscole LoshtoR 11-13 

BoeTden RHIemon 24,25 

Fleeting Plohistrider 12-13 

BoeTdon SoWer 23,24 

Hecklefong Hyena 15-16 

Digger Flomeforge 24 

Ornery Plainstrider 16-17 

General Twinbroid 30 
lerdCyrkBlockforge 23 

Zhevro Charger 17-18 

Malgin Borfeybrew 25 

9 MIDDLE BARRENS 

Prospector Rhozgorm 26 

Honnah Blodeleaf- 24 Elite 

Captain Gerogg Hommertee 27 ERte 

Marcus Bel 24 Elite 
Thora Feathermoon 25 Elite 

2 BLACKTHORN RIDGE 

Barrens Giraffe 15-16 

Rozormone Pothfinder 20,21 

Wandering Borrens Ghoffe 18-19 

Razormone Seer 23,24 

Barrens Kodo 19-20 

Razermone Stoker 22,23 

Hecklefong Snorler 18-19 

Razormone Worfrenzy 24,25 

Thonderhowk HotekRng 18-20 

Rez Orcbone 21 

Gazeae2 

Nok Orcbone 23 
lek Orcbone 25 

Stormsoovt 18-19 

Hogg Toereobone 26 ERte 

lOAGAMA'GOR 
Bristlebock Geomoncer 19-20 

3 SOUTHERN BARRENS 

Bristlehack Honter 18-19 

Gonn Stonespire 18 Quest 

BrisHehock Thornweaver 17-18 

Hannah Blodeleaf 24 Elite 

BHsriehock Water Seekm 16-17 

Marcus Bel 24 Elite 

Geopriest Gokk'rok 19 

Thora Feathermoon 25 Elite 
Brontes 27 ERte 

5whiegart Speorhide 22 ERte 

Borrens Redo 19,20 

II NORTHWATCH HOLD 

Greater Barrens Redo 24,25 

Gilthares Firebough 1 7 Quest 

Weoly Rede 25,26 

Theromore Marina 15-16 

Greater Thenderhowk 23,24 

Theromore Preserver 16-17 

Hecklefong Stoker 22,23 

Cmmoneer Smytbe 19 

Stormhide 22,23 

Canneneer Whesson 19 

Tkenderttomp 24 
Washte Pawne 25 

Captain Fahmoont 20 
12 THE MERCHANT COAST 

4SILITHID MOUNDS 18-24 

Klannoc Mocleod 65 The Islander, Quest 

Hannah Blodeleof 24 Elite 

Islen Woterseer 37 Quest 

Marcus Bel 24 Elite 

Mohren 5kyseer 32 Quest 

Thora Feothermoon 25 Elite 

Soothseo Brigand 12-13 

Brontus 27 Elite 

Soothseo Cannoneer 13-14 

Silithid Creeper 20,21 

Soothseo Cetthreot 24-1 5 

Sillthid Grub 20 

Soathseo Prhroteer 14-15 

Silithid Harvester 24 

PoRylB 

Silithid Protector 18,19 

Tozon 1 3 

Snithid Swarmer 21,22 

Boron Longshore 16 

Borrens Redo 19,20 

SknesheRMohroro 18-19 

Wooly Kodo 25,26 
Greoter Barrens Kodo 24,25 

Isha Awok 27 
13 RATCHET 

5 FIELD OF GIANTS 

Brewmoster Drohn 9 Quest 

Azzere the Skyblode 25 

Coptoln Tholo'thos Brightsun 25 Quest 

Owotonko 24 

Wrenix the Wretched 20 Quest 

Brontus 27 Elite 

Votorio Linkgrease 40 Moster Goblin Engineer, 

Hannah Blodeleaf 24 Elite 

Quest Giver 

Morcus Bel 24 Elite 

Tinkerwiz 25 Journeyman Engineer 

Thora Feothermoon 25 Elite 

Gogsprocket 20 Engineering Goods 

Thonderhead 20-21 

Gozlowe 60 Quest Giver 

Wooly Kodo 25-26 

Sputtervalve IS Tinkers' Union, Quest Giver 

Zhevro Coarser 20-21 

Crone Operotor Bigglefuzz 18 Quest Giver 

Thunderhowh Coedsaoper 20-21 

Zikkel 30 Banker 

Greoter Barrens Kodo 24-25 

Fuzruckle 27 Banker 

GazeRa2 

Mebok Mizzyrix 1 7 Quest Giver 

Borrens Kodo 19120 

Ironzor 23 Weoponsmith 

Zhevro Coarser 20-21 

Wharfmoster Dizzy wig 1 5 Quest Giver 
Shipmaster Grimble 45 Shipmoster 

6CAMPTAURAJO 

Kilxx 24 Fisherman 

Kelsuwo 30 Stoblemoster 

liv Rizzlefix 1 7 Workshop Assistant 

Innkeeper Byulo 30 Innkeeper 

GrazRx 25 Armorer t Shieldcrofter 

Dronh 1 S Skinner 

Vexspindle 24 Cloth & leather Armor Merchant 

Jorn Skyseer 32 Quest 

Ranik 22 Trade Supplies 

Yonodo 25 Tailoring & leatherworking Supplies 

Jozzik 22 Generol Supplies 

Mohoni 31 Expert Toilor 

Zizzek 22 Fishermen 

Krulmoo Fullmoon 42 Expert leotherworker 

Reggifuz 35 Stoblemoster 

Gohroot 2S Butcher 

Innkeeper Wiley 35 Innkeeper 

Ruga Ragetotem 30 Quest 

Menara Voidrender 50 Quest Giver 

Grunt logmor 20 Quest 

Strohod Forsan 60 Quest Giver 

Grunt Dogron 20 Quest 

Acolyte Mogoz 20 Quest Giver 

Mangletooth 1 7 Quest 

Acolyte Fenrick 20 Quest Giver 

Kirge Sternhorn 22 
Totternock Steelforge 14 

Acolyte Wytula 20 Quest Giver 

Taker the Seer 45 Quest 

14 NORTH RATCHH PLAIN 
Thun'grim Firegoze 29 Quest 

: 7BRAMBLESCAR 

Ornery Plainstrider 16,17 

BrlsriebockCeomoncer 19-20 

5ovonnah Matriarch 17,18 

Bristlaback Hunter IB-19 

Sooscoie Scythedow 15,16 

BrlsHobock Thomweover 17-18 

Zhevro Charger 17,18 
Ishomohale 19 
Swiftmone 21 ERte 
Humor the Prhtelord 23 ERte 


IS STAGNANT OASIS 


Roftor Stoniwr 13-14 
Kofcaf Wr w a ltf 12-13 
0<»is SmvIow 1S-16 
Iftkasptor 17 
VtresriMDafvithlS 
RodtloKt 1 7 Hit* 

16 LUSHWATER OASIS/WAIIING CAVERNS 
Falla Sagewind 2S Quest 

Kalldan Felmoon 27 Specialist Leatherwarking 
Supplies 

Nalpok 14 Disciple al Naralex, Quest 
Ebru 14 Disciple of Naralex, Quest 
Waldor 28 Journeyman Leotherworker 
Devkile Coler 1S,16 ERte 
Deviute Creeper IS,IA ERte 
Deviate lufker 16,17 ERte 
Devkrte Sleyer 16,17 ERte 
Deviate Stelier 15,16,17 ERte 
Deviate Stingiash 1 7 ERte 
Deveoriof Ecteptasai 16,17 ERte 
ClaaedEctaplatnil6,17ERte 
Mod MoggRth II ERte 
KoRiar Maroader 1S-I6 
KeRrar Pock Ruoaer 14-1 S 
Reftor Pockhaead 13 
RoRiar Steriaer 13-14 
Relkar Wrangler 12-13 
Oasis Snopiovr IS-16 
Heirel BleedoHirk 19 
Geshorolian 20 ERte 

17 CROSSROADS 

Innkeeper Boorond Phiintwind 30 Innkeeper 

Lorhko 18 Beveroge Merchont 

Zargh 16 Butcher 

Moorane Hearthgrain 18 Baker 

Uziorik 19 Weapon Dealer 

Sergro Dorkthorn 34 Quest Giver 

Rirhala 2S Journeyman Tailor 

Wrohk 1 8 Tailoring Supplies 

Halljo Whitestrider 19 Clothier 

Tongo Runetotem 22 Quest 

Kaltlmoh Stormcloud 23 Bogs and Socks 

Monkrik IS Quest 

Thork 42 Quest 

Devrak SS Wind Rider Moster 

Hula'mahl 30 Reogents and Herbs 

Rorron 12 Quest 

Uthrok 1 6 Bowyer ond Gunsmith 

Johan Hawkwing 21 leather & Mail Armor 

Merchant 

Nargol Deotheye 3S Weoponsmith 
Trough 31 Expert Blocksmith 
Sikwo 30 Stable Moster 
Borg 14 General Goods Vendor 
Tari'Qa 14 Trade Supplies 
Gozrog 2S Quest 
Apothecary Helbrim 22 Quest 
Tarban Heorthgroin 22 Boker 
Grub 13 Quest Giver 
Duhng 18 Cook 
Kronal FIss IS Quest Giver 

18 ORC RAMPART 
lanti'gah 4 

Regthor Deathgate 28 Quest 

RoRior hvadar 16-17 
Rolkar Storm Seer 15-16 
Warlord Rrem'tor 20 

19 CENTRAL BARRENS 
BorrernGiraHe 15-16 
Gazelle 2 

Hecklefong Hyena 15-16 
lost Barrens Rode 14-15 
Ornery Ploinstrider 16-17 
Sovaanok Prowler 14-15 
Sonscole Saeechar 13-15 
Zhevra Charger 17-18 
Snort the Heckler 17 


20 HONOR'S STAND 
Ornery Ptomstrider 16-17 
Sonscole Scytheclaw 15-16 
Zhevra Charger 17-18 


21 THE FORGOnEN POOIS 
Rokor Stermer 13,14 
Rokor Wrangler 12,13 


W»chwingSlayer16,l7 
WHchwingWindcaller 17,18 
Sifter Rothtoion 19 ERte 


28 NORTHERN BARRENS 
Borrens Ghoffe 15,16 
Fleeting Philnttrider 12,13 
Hechlelang Hyena 15,16 
lost Barrens Redo 14,15 
Savannah Prowler 14,15 
Sonscole Screedier 13,14,15 
Zhevre Renner 13,14 


29 VENTURE COMPANY OPERATIONS 
Taskmaster Fizzule 3S ERte Quest 
VentureCo. Peon 13-14 
Venture Co. Dredger 14-15 
Tbikerer Sniggles 16 


30 SLUDGE FENS 
Venture Co. Mercenary 15-16 
Venture Co. Dredger 14-15 
Engineer Wtiirleygig 19 


Foreman Grflh' 19 


Formeman S»xlz 25 
Overseer GRbhy 16 
Grand Foreman Pezik GoBywix 26 Elts 


31 NORTHERN PUIN 
Ornery Ploinstrider 16-17 
Sensed Scythedow 15-16 
Zhevra Chmger 17-18 
Tokk the leoper 19 ERte 


32 BOULDER LODE MINE 
Ventere Co. Enforcer 16-17 
Ventere Co. Overseer 1 7-18 
Bess Cepperpiog 19 



REWARD: (ouldroi 
Betrayal from Wd 
CHOICE OF: I Bad 
[torayal from Wil 
^ood Sherds of A 
Blueleof Tubers 
REWARD: A Small 
Centaur Brocers 
W0ICE0F:10rc 
Chen's Empty Keg 
RE WA RD: 5 SloriT 
Chen's Empty Ke( 
REWAR D: 5 Trogg 
I Consumed by Hot 
W0ICEqF:IBoj 
! Counterottockl 
Cry of the Thundr 
REWARD: Gloves 


33 SOUTHFURY RIVER 
Dreodmow CrecoRsk 9-1 1 


JREWARD: Bouni’ 
Horde Presence 
CHOICE OF: Ur 








Mildly 

'''ir 

20 

Mongletooth 

Mongletooth ^ 

— n 

0 0 

0 _ 

0 None 


: 14 

20 

Mongletooth 

Mongletooth 

N 0 ’ 

0 0 

0 0 

0 

None 



16 

1 Tongo Runetotem 

Ibngo Runetotem 

I N m 

; 230^ 

460 1 

700 , 9^ 

1150 ^ 

W 000 

liteyZiinKili 

1 

' 10 

15 

Apothecary Helbrim 

1 Apothecary Zomoh | 

N ^ 80 1 

160 

320 1 

480 ] 

650 1 

800 

None 

PUD;(nldfoii Stirrer /' and CHOICE OF: 4 Elixirs of Minor Fortitude or 4 Elixirs of Minor Agilily or 3 Minor Rejuvenation Potions or 2 Swiftness Potions 








RlliilhinWitliin 

17 

25 

Mongletooth 

Thork j 

N 310 ' 

600 

1200 ! 

1850 

2450 

3050 

None 

BHOF: I lorkshell funk n or 1 Orv Moss Tunic n 











jfaireiiiWitliin 

17 

25 


Mongletooth 

Y ' 150 

300 

600 

900 

1200 

1500 

None 

RySUsofRiMaMi 

14 

21 

Mgngletoolh 

Mongletooth 

N . 130 

250 

500 

750 

1000 

1250 

None 

UUers 

20 

26 

Mebok Mizzyiix 

Mebok Mizzyrix 

N 210 

420 ' 

850 

1250 

1700 

2100 

None 

■Mil; 1 Sfflol (onloiner of Genn 












[iMilnxers 

' 9 

14 

Regthor Deothgote 

Regthor Deothgote 

N ' 130 ' 

250 ’ 

500 1 

750 ' 

1000 

! 1250 

None 

bnOf: 1 Otcish Bottle Bow or 1 Pointed Axe ^ or 1 Stonewood Hammer 










11 

15 

Brewmoster Orohn 

^ Brewmoster Orohn ] 

Y 140 

270 

550 

800 

1100 

1350 

None 

MiSSlwmstoul 













! n 

74 

1 Brewmoster Orohn 

Brewmoster Orohn 

' N ' 200 

390 

775 i 

1150 

1550 

1950 

None 

WO:SlMAles 












^ by Hatred 

1 

20 

Monkrik 

Monkrik 

1 N 200 

390 

775 1 

1150 

1550 

1950 

None 

aaOf;ll(iorHunler'sCope'i?orl 

Grassland Sash @ 













20 

i Regthor Oeothgole 

i Regthor Deothgote 

1 N ; 200 1 

390 

_77Ll 

1150 1 

1550 

1950 


bdAiIlwxleriHiwk 

1 10 

20 

1 Jorn Skyseer 

1 Jorn Skyseer 

i Y '■ 200 

390 ' 

775 1 

1150 'i 

1550 ! 

: 1950 

None 

WR Gtoves of lire Moon □ and CHOia Of 1 Cobalt Buckler i 

or I Wind Rider Staff/' 









koKltdvEw 

i 17 

20 

: Mebok Mizzyrix 

Mebok Minyrix 

1 N 200 ; 

I 390 

771J 

1150 ; 

J550., 

1950 

25# 00# 

ibhtSlev 

15 

23 

1 Grub 

Grub 

; N 190 ' 

370 

750 ^ 

1100 

1500 

1850 

None 

IMBite na Rot Slew. 5 Ota Rot Slow. Aaothecon Glor 

res^J 











1 9 

12 

Thork 

Thork 

N 1 90 

180 

360 

1 

725 

900 

None 

indet 

; 10 

16 

Sergra Dorkthorn 

Sergra Dorkthorn 

Y , 150 

290 ' 

575 1 

875 

J150 

^450 

None 

Mix 

17 

22 

Korron 

Korron 

1 N ' 180 

350 

700 

' 1050 

1400 

1750 

None 

WOF. 1 Mh* Robes □ or 1 Violet Scole Armor □ 










bJileiiider Inords 


18 

1 Jorn Sityseor 

. Jorn Skyseer 

i Y 170 

340 ^ 

675 

1000 

1350 

1 1700 , 

None 

«ltiiiieHold 

! 13 

20 

Gilthores Firebough 

Captain Tholo'thos Brightsun 

I N 200 

390 ' 

775 

1 1150 

1550 

1 1950 ‘ 

25# 00# 

3K0F: 1 Budded BootsBor 1 Riveted Gauntlets Ll 













15 

j Apothecary Helbrim 

, Apothecary Helbrim 

N 110 

1 210 ! 

420 

I 625 j 

850 

1 1050 . 

7# 00# 

'.w'slideniotion 

1 

17 

23 

1 GonnStonospire 

! Gonn Stonespire 

Y 190 

' 370 * 

750 

1100 ' 

1500 

1 1850 ' 

150 00# 

iMileoetotem 

10 

16 

I Ibngo Runetotem 

Arch Druid Homuul Runetotem 

Y 30 

: 60 1 

120 

170 ' 

230 

290 

None 


' 12 

16 

1 Dorsok Swifidogger 

Dorsok SwHtdogger 

Y 120 

230 . 

460 

700 

925 

1150 

8# 00# , 

tlliibts 

1 

15 

DorsokSwifidogger 

: Dorsok Swiftdogger 

Y 110 

210 , 

420 

625 

' 850 

I 1050 ' 

7# 00# 

'cjlliefawk 

1 11 

19 

Regthor Deothgote 

Regthor Deothgote 

N 110 

220 

440 

650 

875 

1100 

89 00# 

0 

1 
1 

f 

I 












rjtifreseixe 

i 15 

29 

Xodrok 

Kodrok 

N 300 

"" 600 ' 

1200 

' 1750 ' 

' 2350 

I 2950 ' 

None 

' flQOfilTroilblozerBootsBorl JutebroidGlovesn 
















UESTS continued 





1 QUEST 

MIEV 

OLEV 

OUBT LAUNCHER 

QUEST nNISHER 

CHAIN? 

XP- 

XP- 

XP- 

XP+ 

XP++ 

XP-i-r-r 

(ASHIEWa 1 

Ignifton 

13 

18 

Wizzlecronk's Shredder 

Wizzleaank's Shredder 

N 

140 

270 

550 

800 

1100 

. 1350 

Nw 

In Nightmcires 

10 

25 

Folio Sogewind 

Arch Druid Homuul Runetotern 

N 

200 

400 

800 

1200 

1600 

Pooo 

Nw 

1 (HOKE OF: 1 Tolbar Montle m 1 (hMamire Galoshes M 










31 

1 In Nightmares 

10 

25 

Folio Sogewind 

; Mothrengyl Beorwoiker N 

200 

' 400 

800 

1200 

1600 

2000 

IkM ' 

1 CHOICE OF: 1 Talhor Mantle □ M 1 Quognin Goloshes B 










41 

i Indusiriol Esoioaoae 

13 

18 


1 Sputtervolve 

i— L. 

j 0 

i 0 

i 0 

jP~ 

0 

j 0 

None 

Isho Awok 

10 

27 

Mflhren Skyseer 

1 Mohren Skyseer 

\ N 

i 280 

1 550 

^ 1100 

1 1650 

2200 

: 2750 

Nom 

REWARD: Beostmoster's GirdleB and CHOICE OF: 

BnncligRod/ 

or 1 Word of the Vole 9 








d 

Ishomuhole 

10 

19 

JornSkynar 

: Torn Skyseer 

Y 

180 

360 

1 725 

1100 

; 1450 

1800 

Nov 

JornSkymr 

10 

18 

SargtB DorkriiMn 

Jom Skyseer 

Y 

15 

25 

^ 55 

' 80 

no 

140 

Nm 

KolkarlMdeR 

11 

16 

RiflAsr Deolligolt 

Regthor Deothgote 

N 

90 

180 

" 350 

j 525 

700 

875 

l« 

LenertoJin'Zil 

IS 

20 

DorsokSwMniwr 

Witch Doctor Jin'Zil 

N 

160 

310 

' 625 

j 925 

1250 

1550 

Nm 

Lost in Bottle 

! 14 

20 

Monkrik 

Monkrik 

1 N 

120 

230 

1 460 

700 

925 

1150 

9« 

MohrenSkysMT 

i 9 27 

JornSkysMT 

Mohren Skyseer 

j Y 

55 

no 

" 220 

330 

440 

550 

Non 

Miner's Fortune 

1 '3 

18 

] WhorfnMisler Dizzywig 

Whorfmoster Dizzywig 

P 

1 170 

340 

1 675 

1000 

; 1350 

1700 

Him 

j REWARD: A Sock of Coins 












1 Mura Runetotern 

nr 

15 

Tongo Runetolem 

1 Muro Runetotern | N 

rriFi 

1 210 ' 

420 

625^ 

850 

1 1050 

Nm ' 

1 CHOICE OF: 1 Jockseed BellffiM 1 Sower's (look 










g 

1 Norg WiWmone 

10 

IP 

1 Arch Oruid Homuul Runetolem 

Noro Wildmone 

rp 

10 

E 

PP 

Po 

90 

Po 

sT 



10 

15 i 

, Wenikee Boltbuckel 

Wenikee Boithucket 

; N 

no 

m 1 

Pm 

1 625 

850 

1050 

Non 

Ploinstrider Menace 

10 

12 

! Sirgn Oorkthom 

Sergra DorkthMn 

: Y 

90 

180 

360 

; 550 

725 

900 

S« 

flwlin of the Barrens 

10 


Strata DorkthMn 

Sergro Dorkthorn 

E 

no] 

E 

p20 ^ 

1 625 , 

850^ 

1050 

It 

RoplM Hmos 

13 

18| 

, Mebok Mizzyrix ^ 

Mebok Mizzyrix 

rPi 

140 1 

270 

550 

i 800 : 

1100 

1350 . 

Non 

; REWARD: 5 loMr PM(k kriiMMr^ Cloak 











^ 

] 

9 

13 

,Go«B 1 

Gflzrog 

E 

90 1 

pr 

^360 . 

■ 550 j 

725 

900 J 

61 1} 

Rozorhide j 

14 

20 


Monglatooth 

; H 

op 

r 0 

0 1 

0 ^ 

H 

0 

Non 

Revenge of Gonn { 

17 

26 

Gonn Stonespire | 

Gonn Stonespire 

N 

210 1 

420 I 

850 

1250 ; 

1700 i 

2100 1 

20« 

REWARD: TolemicaanRlMO 












IbvMOlofGann 

17 

26 

GonnSkMesairi I 

^^nn Stonespire ] 

Y 

Jp] 

420 ^ 

850 i 

1250 

1700 j 

2100 ! 

20# 

1 Rilli Gnatygob 

10 

18 

Wenikee Boltbuckel | 

Rilli Greosygoh 

Y 

35 : 

70 

__140 i 

200 I 

270 1 

~ 340~] 

Non^ 



14 

20 

Maagliiotlii | 

Mongletooth j 

N 

0 i 

0 

..-JJ 

0 1 


-d 

Non 


10 

14 

SpaNirviivt 

Control (on^(Ob() j 

Y ^ 

pp 

150 

300 ! 

440 ! 

JOO ] 

750 1 

Non 

{SomogUmgi 

10 

14 

ConlroKonsobfObi) 

Control Console lObj) : 

Y 

50j 

100 

~ 200 1 

290 

390 1 

490 1 

Non 
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Ibt Tear of the Moons 
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! N 1 

250 : 
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1450 ' 
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1 Satgni Dorkthorn 

Sergra Dorkthorn 
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9 11 ; 

AmAitaryHelbrim 

Whorfmoster Dizzywig 

N ’ 

45 

90 

180 

260 

350 

440 i 

Nom 
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0 
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Now ] 


WINTERSPRING 

The northern land of Winterspring is reached through a dangerous tunnel out of Felwood. The Furbolg who live there are hard 
to befriend, and have a natural tendency to attack anything that hasn't been at war with their mutual enemies for quite some 
time. On the other side of the tunnel is Winterspring itself, where snow falls, geysers blast into the sky, and some of the greatest 
Yetis in all of Azeroth dwell. To escape from the cold and the monsters of Winterspring, look toward the center of the valley and 
speak with the Goblins who hold a neutral town there. 
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Jorofl's Wogofl (Obj) 


Molylous D^kjiaininer 


O FROSTFIRE HOT SPRINGS 
Fledgling Chillwind S4-S5 
Rogged Owibeast S3-SS 
Rogue Ice Thistle 53-S4 
Shordtooth Bear 53-54 
Winterfall Totemic 54-55 
Winterfoll Pathfinder 53-54 
Winterfall Den Watcher 55-56 

O TIMBERMAW POST 
Winterfall Totemic 54-55 
Winterfall Pathfinder 53-54 
Winterfall Den Watcher 55-56 

O THE RUINS OF KEl'THERIL 
Anguished Highbarn 55-56 
Suffering Highborn 54-55 

O UKE KEl'THERIL 
Anguished Highborn 55-56 
Suffering Highborn 54-55 

O MAZTHORIl 
Brumeron 58 Elite 
Chillwind Chimero 55 
Cobalt Broodlings 55-56 
Cobalt Scalebane 56-57 Elite 
Cobalt Magtweaver 57-58 Elite 
Cobalt Welps 54 
Cobalt Wyrmhin 55-56 Elite 
Shardtooth Mauler 55 
Spell Eater 55-56 
Spellmaw 56 Elite 


Are We Itiere, Telly 
■ Are We There, Yell? 

I REWARD: Mechanical YeH 
Art We There, Yeti? 

Breoslphtle of BloodthirsI 
' REWARD: Breoilplole ol Bloodlhirsi D 
Cap af the Scarlet Savant 
I REWARD: Cop of the Scorlet Sovont 
Chillwin d Horn s 

I Duke Nicholas Zverenholl 
|l Enraged Wiidkin 

II Jnroged Wiidkin 
■j- Enraged Wiidkin 

Falling lo Corruption 
III Gauntlets 55 

l| REWARD: Finns: Fier y Plote Gounllels, Fiery hate G ountletsT? 
1 ‘ Guarding Secrets 
n CH0ICE0F:lS4(tsiiriiygfitcafsorlSltiitltiflAn^ 


i Manoclaw 58 ERte 

I Scryer 59 Elite 

i Winterspring Owl 54-56 

I ODUNMANDARR 
' Berserker Owibeost 57-58 

Crazed Owibeast 58 
Elder Shardtooth 57-58 
Moontouched Owibeast 58 
Winterspring Screecher 57-58 

O FROSTWHISPER GORGE 
Frostmaul Preserver 59-60 Elite 
Frostmaul Giant 59-60 Elite 

O DARKWHISPER GORGE 
Hederine Manstalker 59-60 Elite 
Hedereine Slayer 59-60 Elite 

O OWlWiNG THICKH 
Ronshalla 58 
Berserk Owl Beast 58-59 
Chillwind Ravager 59 
Crazed Owl Beast 56-57 
Moantouched Owl Beast 57-58 

0 ICE THISTLE HILLS 
Chillwing Chimoera 55-57 
Ice Thistle Yeti 55-56 
Ice Thistle Patriarch 57-58 
Ice Thistle Matriarch 56-57 
Shardtooth Mauler 55-56 
Winterspring Owl 55-56 


0> WINTERFALL VILLAGE 
Shardtoath 54-55 
Winterspring Owl 54-55 
Winterfall Ursa 57-58 
Winterfall Shaman 56-57 
Winterfall Den Watcher 55-56 

0 EVERLOOK 
Everlook Bruiser 65 

Maethrya 55 Elite AIKance Flight Master 
Yaugrek 55 Elite Horde Flight Master 
Meggi Peppinrocker 60 
Malyfous Darkhammer 55 The Thorium 
Brotherhood Quest 

Evie Whirlbrew 58 Alchemy Supplies Rare recipes 

Umi Rumplesnicker 57 Quest 

Azzleby 30 5table Master 

Seril Scourbone 57 

Ulith the Uthe 55 

Oia Trade good supplies Rare Potlerns 
Kilram 58 

Blixxrak 55 light Armor Merchant 
Nixxrak 54 Heovy Armor Merchant 
Wixxrop 55 Weoponsmith And Gunsmith 
Jack SterKng 50 
Umaron Sirogarelm 42 
lunnix Sprocketslip 54 Mining supplier 
Felnok Steelspring 54 
legocki 57 

Himmik 60 Food and Drink 
Jessico Redpath 50 
Gregor Greystone 55 Argent Down 
innkeeper Vizzie 30 


I Gogo 58 

Harco Wigglesworth 54 
Xizzer Fizzbolt 55 Engineer Supplier 
Chillwind Chimoero 57 
Shardtooth Mouler 56 

0THE HIDDEN GROVE 
Berserk Owl Beast 58-59 
Crazed Owl beast 56-57 
Moontouch Owl Beost 57-58 

0 FROSTSABER ROCK 
Frostsober Stalker 59-60 
Frostsaber Huntress 58-59 
Frostsober Pride Watcher 60 
Frostsaber Cub 55-56 
Frostsaber 55-56 

0 STARFAll VILLAGE 
Syvrana 55 Trade Goods 
Lyronne Feathersong 56 Food ond Drink 
Wynd Nightchoser 62 
Jaron Stoneshopper 55 Explorers' Club 
Natheril Roincoller 57 Generol Goods 
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Dmi Rumplesnicker 


58 Umi Rumplesnicker 


Umi Rumplesnicker 
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Malyfous Darkhammer 


Felnok S teelspring 


Felnok Steelspring 


S2 Grego r Greystone 

S9 J oron's Wogon (Obj) 

S9 Joron Stoneshoper 

59 :DcitnciBod (role (Obj) 
S6 Donovo Snowden 


Duke Nkholas Zverenhoff 
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Domoged (role (Obj) 


Deadwood Cauldron (Obj) 


60 MoMous Darkhomme 


S9 Trull Failbone 
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H The Everlook Report 
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8 Winterfall Runners 
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8 Words of the High Chief 

52 
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Donovo Snowden 
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Nm 
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THUNDER BLUFF 
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■ 

None 


40# 


90# 

00# 

None 



sin(j on the strength of thick ropes and heavy counterweights, the elevators of Thunder Bluff enter into a city that mocks assault and lives halfway between 
earth and sky. The Tauren welcome their allies to visit and dance or plan with them. The watchful eye of the Cairne Bloodhoof is always looking out toward the 
‘ .illey. The Centaurs of Kalimdor once fought hard against the Tauren, attempting to destroy them and their homes. Though this enmity remains, the Tauren have 
• grouped and are ready to push back against their foes, assisting the Horde in bringing Kalimdor back under a flag of leadership and strength. 
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46 KonYelloweyes 25 


ELDER RISE 


48 MAGATHA'S TENT 
Magatho Grimlotem 95 Elder Oene 
Cor Grimlotem 75 
Gorm Grimlofem 75 
Rohouro 20 Mogotho's 5ervont 


49 HALL OF ELDERS 
Turok Runetotem 50 Druid Troiner 
Sheol Runetotem 60 Druid Troiner 
Arch Druid Homuul Runetotem 65 Quest 
Kym Wildmone 40 Druid Troiner 
Noro Wildmone 55 Quest 


SPIRIT RISE 

52 SPIRITUAL HEALING 

Pond Stonebinder 35 First Aid Trainer 


53 HALL OF SPIRITS 
Xonis Flomeweaver 1 5 
Tigor Skychoser 40 Shomon Trainer 
Berom Skychoser 60 Shomon Trainer 
Slin Skychoser SO Shomon Trainer 


55 THE POOLS OF VISION 
Clorke Foster 17 Quest 
Miles Welsh 40 Priest Troiner 
Ursyn Ghull 40 Mage Troiner 
Molokoi Cross 50 Priest Trainer 
Apothecary Zomoh 22 Royal Apolhecory Scchl) 
Quest 

Brigitte Cronston 45 Portol Troiner 
Archmoge Shymm 60 Moge Troiner 
Father Cobb 60 Priest Trainer 
Thurston Zone 60 Moge Troiner 


THUNDER BLUFF ELEVATOR 

I ELEVATOR 

BiuH Watchers 50 (Throughout City) 


THUNDER BLUFF MAIN LEVEL 

2 THUNDER BLUFF CIVIC INFORMATION 
Krumn SO Guildmoster 
Thrumn 25 Tabard Vendor 


3 KURUK'S GOODS 
Kuruk 30 General Goods Vendor 
Pokwo 30 Bog Vendor 


4 TRADE GOODS AND SUPPLIES 
Shod! Mistrunner 30 Trade Goods Supplier 


5 THUNDER BLUFF WEAPONS 
Jyn Stonehoof 30 Weapons Merchont 


6 INN 

Innkeeper Polo 30 Innkeeper 


8 BANK 

Bulrug 30 Stable Moster 
Bonkers 45 
Moilbox 


II BREAD AND GRAINS 
Fyr Mistrunner 30 Bread Vendor 


12 KARN'S SMITHY 

Tour Stonehoof 30 Blocksmithing Supplier 
Korn Stonehoof 35 Expert Blocksmith 
Orm Stonehoof 45 Quest 
Throg Stonehoof 24 Journeyman Blacksmith 


13 PASSAGE TO SPIRIT RISE 
Soge Truthseeker 30 Quest 


16 Eyohn Eogletolon 12 Quest 


1 7 Chepi 30 Reagent Vendor (Wanderer) 


THUNDER BLUFF SECOND LEVEL 


18 THUNDERHORN ARCHERY 
Kuno Thunderhom 30 Bowyer & Fletching Goods 


20 HOLISTIC HERBALISM 
Nido Winterhoof 30 Herbalism Supplier 
Komin Winterhoof 35 Herbalism Trainer 


23 BENA'S ALCHEMY 
Moni Winterhoof 30 Alchemy Supplies 
Beno Winterhoof 35 Expert Alchemist 
Kroy 25 Journeymon Alchemist 


24 DAWNSTRIDER'S ENCHANTERS 
Teg Downstrlder 35 Expert Enchonter 
Noto Downstrider 30 Enchanting Supplies 
Mot Downstrider 21 Journeyman Enchanter 


26 THUNDER BLUFF ARMORERS 
Mooronto 35 Skinning Trainer 
Vhon 26 Journeyman Tailor 
Veren ToHstrider 21 Quest 
Tepo 35 Expert Tailor 

Mohu 30 Leatherworking & Toiloring Supplies 

Togoin 30 Cloth Armor Merchont 

Felo 30 Heavy Armor Merchont 

Grod 30 Leather Armor Merchant 

Mok 24 Journeyman Leotherworker 

Uno 46 Artisan Leotherworker 

Torn 36 Expert Leotherworker 


THUNDER BLUFF TOP LEVEL 


27 RAiNSTICKS 

Sunn Rogetotem 30 Staff Merchant 


30 MOUNTAiNTOP BAIT & TACKLE 
Sewn Mistrunner 40 Fishing Supplier 
Koh Mistrunner 45 Fishing Trainer 


32 CHIEF'S TENT 

Cakne Bloodhoof 63 Elite High Chieftoin 


34 THUNDERHOOF'S FIREARMS 
Hogor Thunderhoof 30 Guns Merchant 


35 RAGETOTEM ARMS 
Delgo Rogetotem 30 Axe Merchont 
Etu Rogetotem 30 Moce & Staff Merchant 
Ohonoko 30 Two-Handed Weapon Merchant 
Kord Rogetotem 30 Sword & Dagger Merchant 


37 ASKA'S KITCHEN 
Nool Mistrunner 40 Cooking Supplier 
Asko Mistrunner 45 Cooking Trainer 


38 AUDiTORIUM 
Zongen Stonehoof 25 Quest 


THE HUNTER RISE 


41 DRAYL'STENT 
Droyl 35 


42 ANSEKHWA'S TENT 
Ansekhwo 50 Elite Weapon Master 


43 HUNTER'S HALL 
Henen Rogetotem 65 
Urek Thunderhom 40 Hunter Troiner 
Ker Rogetotem 40 Worrier Trainer 
Kory Thunderhom 50 Hunter Trainer 
Term Rogetotem 50 Worrier Troiner 
Holt Thunderhom 60 Hunter Trainer 
Sark Rogetotem 60 Worrier Trainer 
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34 Auld Stonespire 
1 Marbled Buckler 9 

Auld Stonespire 

N 
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3250 

4050 

None 


BUli Druid Runetolem 

47 

50 

bnlaeiwPala , 

1 Arch Druid Hamuul Runetotem 

Y 

! 45 

95 ! 

190 

280 

380 

470 
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lUillMiKenls 

13 

23 

ApethacoryLydon ^ 

Apotbecory Lydon 

H ! 
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750 

1100 i 

1500 

1850 
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38 
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lOrb 

Soge Truthseeker i 

nr] 
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1400 

2150 : 

2850 

3550 
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Mogalln Grimtotem 

1 Apotbecory Zomoh 

' y 1 35 

' 70 

140 

j 200 1 

[ 270 

340 
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IwiiilHunler HeoddressD 


37 

Melor Stonehool 

Melor Stonehoof 

: H 1 430 
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3400 
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Veren Tallstrider 

! Veren Tallstrider 

N I 
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1 180 
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None 
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18 
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1350 
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Veren Toflstrider 

Veren Tollstrider 
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Boshana Runetotem 

Bashono Runetotem 
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lm|(iiin Research 
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14 

18 

Apothecary Zomoh 

Apothecary Zomoh N 

170 

340 

675 

1 1000 

1350 

1700 

20* 

00# 


20 

30 J 

Melor Stonehool 

Melor Stonehool 

nrj 

1 250 ’ 

1 490 

975 

[ 1450 1 

f 1950 

nr 

None 

' 

UfaHeduneiUnnit 

13 

23 ! 

Aporiwcory Zomoh 

Apothecary Zomoh { 


r J3 oF 

^ 460 

925 

[ ]4Q() ] 

1850 

J30o] 

30« 

00# 

IhWwnDiscs { 40 47 

lBUD;1l»Melt Sock ond CHOICE OF: 5 Superior KNtng Potion or S 1 

Soge Truthseeker 
renter Mono Potion 

Beno Winterhool 

N ! 

1 40 

; 85 

170 

I 2M 

340 

420 

None 


llriKtidFknM I 


25 ' 

Zongw Stonehool | 

■s 

1 

1 

Y 

26oF 

. 500 

1000 

1 1550 

no_5o 

Tsso 

35# 

<><)• . 

JlilidFlonie j 

rio 

ba 

29 

Rou Cliffrunner { 

Rau Cliffrunner 

N I 

240 " 

470 

950 

• 1400 1 

noo 

2350 : 

None 





fM(ory So<i«ty 


1 OrKrunner's Aim Of 1 Azure Sosh 



DUSTWALLOW MARSH 


SOUWIEftW 


Watery murky pools scattered among the land are the biggest indication that you’re in Dustwallow Marsh. Theramore, an AllianceCr 
a few trainers and vendors and there are many travel options including a flight path and a boat going to Menethil on the Eastern k 
continent. This is a dangerous area and only adventurers reaching the mid to highest levels of their training can wander hereir 
However, the Horde is making a push into the region and has set up Brackenwall Village with their own flight path. There are plentyc 
for either faction to take part in, but be careful. The creatures in the marsh tend to attack in packs, so be cautious while you travel If 


Wg-fWB! 


SKINNING 

Quantity of Skinnable Creotures: Abundant 

Levels af Skinnable Creatures: 35-60(Skinning 1 50-300) 


LOCAL RESOURCES 



I Alliance City, has 


Eastern Kingdoms J 
der here in safety. ■ 
ire plenty of quests,: 
lu travel through. 






Bloomtn Satcditf M-37 
DrywoUaw Vktjow 36-37 
Witimvim Ommt 35-36 




6 SENTRY POINT 

Sentry Point Guard 32-33 

7 DREADMURK SHORE 
NUrefin CoottrunMf 36-37 
MIrtfin Mudidwtiler 36- 
Murdro<li SpiketheM 37-36 
Murdrock Tortoise 37 

8 THERAMORE ISLE 
Theromore Guord 53-57 
Theroniore lieutenant 52 
Michoel 30 Stable Moster 
Morgan Stern 36 




rs 26 


Bartender Lillian 4S Bartender 

Craig Nollward 32 Cook 

Ingo Woolybush 39 Explorer's League 

Guard Byron 40 

Medic Tomberlyn SI 

Captain Tbomos S3 Blue Team Captoin 

Guord Kohill SO 

Guard Narrisho SO 

Combat Moster Siigeti SS 

Combot Moster Criton SS 

Medk Helaino 51 

Guord Jorod SO 

Coptoin Andrews S3 Red Team Coptoin 
Guard Tark SO 
Spot 3S 

Theromore Practicing Guard 48-49 
Brother Karmon 45 Polodin Troiner 


Dwone Wertle 28 Chef 

Piter Veronce 41 Weaponsmith t Armorer 

Oerk lendry 20 

Captain Evencane 45 Worrior Trainer 

Command Samaul 40 

Captain Gorran Vimes SO 

Adjutont Tesoran 35 

Alchemist Norett 37 Expert Alchemist 

Uma Bartulm 37 Herbalism & Alchemy Supplies 

Marie Holdston 37 Weoponsmith 

Hans Weston 37 Armorer t Shieldsmith 

Coz Twosprocket 35 

Gregor MocVince 35 Horse Breeder 

Helenio Olden 34 Trade Supplies 

Timothy Worthington SI Master Tailor 

BoMruc SS Elite Gryphon Master 

9 ALCAZ ISLAND 

Stroshoi Hydra S9-60 ERte 
Stroshai Skeo S9 ERte 
Strashaz Sorceress 61 ERte 

10 DUST WALLOW BAY 

Mottled DrywoHew OocoHsk 38-39 
Drywalow Soopper 37 
Drywalew Daggermaw 40-41 ERte 

11 THE QUAGMIRE 
Dorklang Creeper 38 

12TabethaOue$tNPC 

13 THE DRAGONMURK 
Mottled DrywoRow CrocoRsk 38-39 
DrywoRow Snapper 37 
DrywoRow Doggermow 40-41 ERte 
Seoring Whelp 42 


14 THE WYRMBOG 
Fhemone ScolehoM 43-44 ERte 
Searing HotchRag 41-42 

Giont Dorklang Spider 41 

Entrance to Onyxio's Lob World Dungeon 

ISSTONEMAUl RUINS 

H Ashe ToR 42-43 ERte 
Firemane Scout 41-42 ERte 
Seoring HoickRng 41-42 

16BLOODFEN BURROW 
Bloodlen loslilaR 40-41 

17 THE DEN OF FLAME 
Fhemone Ash ToR 42-43 ERte 
Fhemone Scout 41-42 ERte 

18 LOST POINT 
Theromore Deserter 37 
Swamp Ooze 38 


Dorklong VenomspItter 38 
Mottled DrywoRow OocoRsk 38-39 

19 SHADY REST INN 

20TIDEFURYCOVE 
MucksheH Pincer 42 
MucksheH Scrabhier 42 

21 BEEZIl'S WRECK 
AchRc Swamp Ooze 39-41 
Corrosive Swomp Ooze 38 


lUkCKENWALL VILLAGE 
Mudcmth Durtfeet 42 Quest 
Irockenwall Enforcer SS 
Noimc Bloodpike 48 Quest 
GM'ko 43 Tailoring Supplies 
ttorlSS ERte Wind Rider Master 
Zeeora 43 Bowyer 
Zikg 43 Weaponsmith 
OviHord Mok'Morokk Quest 
beg 40 Quest 
bek 43 Armorer 
De'goiaO 

Ogg'mor 40 Butcher 
Droz'Zilb 40 Quest 
Ikerg 44 Quest 

i ]DUIK MIST CAVERN 
' Moist Reduse 36-37 
(■koist Spider 35-36 

I lUUElEN 

Drywalow CrocoRsk 3S-36 
Meedfen Roptor 35-36 
DrywoRow Vkejaw 36-37 
: Dorklong Spider 35-36 
DdifongLurker36 

Mthirvine Bork Ripper 36-37 Elemeatol 
IlnraeMre Inliltrotor 36 
WHkervine Oeeper 35-36 

tROIITH SENTRY POINT 
IhereoMre Sentry 3S-36 

. SWITCH HILL 

Swamp Eye' Jarl 42 Quest 
DrywoRow OocoRsk 35-36 
Ibedlea Raptor 35-36 



Morgan Stem 


REWAkD: Borooue Apron 


Army of the Block Dragon 


^ CHOICE OF: I Thu^ShoeloceEiof 1 Thom's Frisbw i 


' Chollenge Overlord Mok'Morokk 


CHOICE OF: I Fiendish Skiv ✓ or 1 Chillnoil Sdlimf / 


Feostot the Blue Redu$e 


I Highperch Venom 


CHOICE OF: I Mud's Crushers pior ) Durtfeet! 


I Identifying the Brood 


38 43 Droz'Zilb 


CHOICE OF: I Scorched Cnpi *8? or 1 Rustler Gloves | 


I Jorl Needs o Blade 


REWARD: 20 Ftm leg Stew 


REWARD: Elixir of Fortitude 


The Brood of ObwIb 


The Deserters 


■The Deserters 


, The lost hport 


iTlwyCollHimSiiitBaJim 


LO( 


UESTS 


35 , Theromore Lieutenont 


and Bugs 


30 35 Loose Dirt (Ohn 

30 35 Loose Dirt (Olii) 

30 35 : Nozeer MeodpilM 

30 35 Hozeer Beodgte 

30 35 , Noieer Moodpto 

. 30 35 , Guord ByniB 

, 30 38 (optow Gorron Vimes 


«jU j/ I 

30 35 i 

25 30 I Roro Longeors 


~32 36 I Mudcrush Durtfeet 


30 35 Swamp Eye' Jorl* 


Jorl Needs Eyes 


30 35 Swontpiw'Jorl' 


Jim's SwiQ 


'.Joiiniiy to Theromore! 


18 20 IfioroLenoiors 


30 35 .Block Shield (OiiO 


3B 43 . Drot'Zilb 


Coptoin Gorron Vimes 
Melor Stonehoof 


Angus Stern 


Krog 

Coptoin Gorron Vimes 
Roro Longeors 


I Mudcrush Durtfeet 


j Swamp Eye' Jorl' 


Cnptoin Gorron Vimes 
Coz Twosprocket 

Do'gol 

Mosorn 


Krog 

Overlord Mok'Morokk 


Droz'Zilb 


Bolos Jocken 


Nozeer Bloodpike 
Nozeer Bloodpike 


45 Overlord Mok'Morokk 


Overlord Mok'Morokk's Concern 
REWARD: Enormous Ogre Bools B 


Questioning Reethe ] 30~ 

CHOICE OF: 1 Eyepoker / or I Blosling H ockbul / 

IliUrttoZor [ 30 


_30 35 Block Shield (Otl) 

30 35 , Coptoin Gorron Vimes 


.The Brood of Onyiiig 38 43 | Overlord Mok'Morokk 

The Brood of Onyxio 38 45 Droz'Zilb 

CHOICE OF: 1 E ncormine Bools or 1 Boots ofZun'ietH 


30 38 ^ 

3 0 38 , Coptoin Gorron Vimes 

30 35 Loose Dirt (OU) 


Coptoin Gorron Vimes 


Droz'Zilb 


ZorLonelree 
Swamp Eye' Jorl' 


Coptoin Gor ro n Vimes 


Krog 

Coptoin Gorron Vimes 


Kin'weeloy 


Nozeer Bloodpike 


Coptoin Gorron Vimes 
LodyJoino Proudmoore 


35 45 

30 37 


Melor Stonehoof 
Angus Stem 


I Lieutenont Povol Reethe 
Lieutenont Ppyol Reethe 


30 37 Theromore Guord Bodge (OH) 


30 40 ' Theromore Guard BodgofOtP 

30 40 I Ogitolo Gorron Vimes 

30 35 jBubhhgCouldronfOliH 

33 38 'Angus Stern 

33 38 iMorgon Stern 


Slinky's Escape 
R EWARD: Elixir of Fortitude 


T 30 37 I Slinky' Ignotz' 

' 30 37 'stinky' Ignotz' 


30 35 ; Heofgrlnlt(Olil) 

30 35 , Hgofpfliih(Olil) 

30 35 HoofnrighfObn 

30 35 i HogfprintslObl) 

30 35 I Coz h*o^ockel_ 


Swnmp Eye* Jorl' 


Smiling Jim 


Shindrell Swiftfire 


Cnptoin Ncleo 
Krog 


Coptoin Gorron Vim es 


Adjutonl Tesoron 
Nozeer Bloodpike 


Morgon Stern 


Morgon Stern 


Overlord Mok'Morokk 


Morgon Stern 


I Mebok Mizzyrix 


Coptoin Gorron Vimes 


Coptoin Gorron Vimes 


Rom 

—I 

m wf 


Adjutontlwonin 


Lieutenont Povol IhUlii 


JgiBis. 


Montm Stern 


Mudrock Song and lugs 


43 I Overlord Mok'Morokk 


35 , Nozeer Moodptt 
35 Swomp Eye' Jorl' 


PH 

280 1 SSO 

1100 1 1650 

1 2200 1 

2750 

1 V 1 

140 1 270 

550 1 800 1 

1100 

1350 


Norn 1 
Rom J 
Rom J 
35# 

Rom 1 






FERALAS 


iSOUmHERN 


Feralas is a tropical region filled with plenty of vegetation where various creatures hide. It's located south of Desolace and west 
of Thousand Needles and is a contrast to their stark landscapes. This is a region for mid-level adventurers and has many great 
soloing opportunities within it as well as some great grouping regions. There are also Horde and Alliance towns within this 
region. Skinners find this region to offer abundant targets for their trade and, for those looking for good experience at relatively 
low risk, this could be the place for which you're looking. 




Quantity of Skinnoble Creotures: Abundant 

Levels of Skinnoble Creatures: 40-45 (Skinning )SO-175) 


Purple Lotus 






9 RUINS OF SOURSAL 
Hattacst Worrior 42-43 
HotKTMt SaaoMT 41-42 
Hottotsl SkM 42 
Hottcrest Wovaridar 41-42 


HBEflgHHBfii 

1 RUINS OF RAVENWIND 
Northspriag Ragaafaolliar 48-49 
Norlbspriiig WiadcaNaf 49-SO 
Nofritspring Sloyar 49-SO 


Antoivs 30 slablenrastar 
logannos 52 alchemy supplier 
Vivianna 52 trade supplies 
Madrack Graenwell 54 food and drink 
Faralom S3 General supplies 


Loorano 43 food and drink 
Orwin Gizzmick SO 
Shyn 55 elite wind rider master 
Blaise Montgomery 47 
Innkeeper Gruel 30 

Cowind Trueaim 46 gunsmith and Bowycr 


Gardunni Mage-lord 45-46 
Gordmnd Warlord 46-47 
Gordonni lattlonMstar 45-45 


3 DREAM BOUGH 
Jodamir Drogonspawn 60 afite 


16 FRAYFEATHER HIGHLANDS 
Frayfaathar Stogwhig 44-45 
Froyfaathar Hippogryph 43 
Fro^aothar Skystormor 45-46 
Cursad SyciiMra 45 afita 
Froyfaothar Patriarch 46-47 
1 7 lawer WUs-wast 
Grimtotam Shoma 43-44 
Sprita Dortar 44-45 


21 WOODPAW HILLS 

Woodpowiruta 41-42 
Wood^ troppar 40-41 
WoodpowMeograilvl 40-41 
Wood^w Alpha 43-44 
Woodpaw Raovar 42-43 
Wood^ Mystic 42-43 


4 Oneiros 

Jodamir Drogonspawn 60 aRta 


10 ISLE OF DREAD 
Hotaaast Myrmidoa 43-44 
Hotaaast Sorcarass 43-44 
Hotaaast Sarpaotguord 44-45 
LordShaizaru47 


5 THE TWIN COLOSSALS 
Milbon Snarltooth SO 
Ironfur Patriarch 48-49 
Rabid Longtooth 47-48 
Groddoc Thondarar 49-50 
Sprita Dragon 48-50 
Rackbiter4S 
LoodWaikar 48-49 alta 
OH Giant 49-50 alta 
Wondaring Forast Woikar 45 alta 


22 THE WRiTHiNG DEEP 
Griizlad booFur Boor 44-45 
Loogtoorii Howlar 43-44 
Zukk'nsh Wbsp 44-45 
Zukk'osh Workar 44-45 


1 1 ENTRANCE TO DiRE MAUL WORLD DUNGEON 
Rogoa vola Saaochar 45 
Longtooth Howlar 44 
Grizzlad Iroalur Bear 44-45 
Gordok Bruta 60 alta 


23 LOWER WILDS 
Longtooth Howlar 44 
Graddoc Apa 41-43 
koafar Boor 42 


6 RAGE SCAR HOLD 
Farocious Roga Scar 47-48 
Roga Scar yaH 46-47 
Eldar roga Scar 48-49 


12 FERAL SCAR VALE 
Faroi Scar Yati 43-44 
Enrogad Faroi Scar 44-45 
Hulling Faroi Scar 46 
Lurking Faroi Scar 46 
VoUSaaochor42 


19 CAMP MOJACHE 
Rak Orhan 40 
Witch Doctor Uzar'l 50 
Shyrka Wollrunnar 30 slablamaslar 
Kullag Stonahorn 41 skinning trainer 
Hahrana iranhida 55 Master Laatharworkar 
Worb Strongstitch 46 laatahrworking supplies 
Sheendra Tallgrass 42 trade supplies 
Hodoken Swiltstrlder 45 
Saga Palarunnar 44 
Ruw 44 herbalism trainer 
Bronk 45 alchamy trainer 
Jonnos Lighthoaf 43 druid trainer 
Camp Mojoche Brava 65 
Orik'andi 42 
Talo tbornhoof 50 


Woodpaw noppor 41-42 
Woodpow Brute 41-42 
WoodpowMonral40-4l 


7 THE FORGOnEN COAST 
Rogoa Vote Scraachar 44-46 
See Elahnantol 48-49 
Deep Stridor 47 alta 
Shore Stridar 48-48 alta 
Wave Stridar 48 
Saa Spray 47-48 


13 HIGH WILDERNESS 

Grizzlad konlar Boor 44 
Rogoa Vole Saaochar 46 
Longtooth Howlar 44 


25 GORDUNNI OUTPOST 

Gordonni Bruta 4 1 -43 
Gordonni Ogra 40-41 
Gordonni Oya-OMga 41 -42 


8 FEATHERMOON STRONGHOLD-ALLIANCE 
CAMPfSARDOR ISLE) 

Innkaapar Shyrio 30 
Faatharmoon Santinai 65 
Fyldran Moonfaathar 55 alita 
Prott McGrubban Laatharworkar 55 


MIero's Welcome 40 46 Ginro Hearthkindle 

CHOICE OF: I (erenwnini Elven Blode or 1 Sonctimoniol Rod 


Shofldris Feothermoon 


A Short Incubation 


ASraMalMpst 


WHch Doctor Uzer'i 


Lord Sholzoru 


Lotronicus 


Lntronicus Moonspeor 


Hotecrest 


Shondris Feothermoon 


ihe Hotecrest 


LotronKUS 


Lotronkus Moonspeor 


450 m 


Hodoken Swmstrider 


lodoken Swiftstrider 


450 


AnOrahoHUokNMForo 


Kindol Moonweover 


Ari(kphm looking For 0 


Becoming o Parent 
REWARD: Sprite Dorter fag 


Agnor Beostomer 


Agnor Beostomer 



MliV QUV QUEST UUNCHEI 


QUEST FINISHER 


CHAIN? XP- XP- XP- XPt XPtt 


CASH REWARD 



40 

44 

Wrecked Row Boot (Obj) 

Ginro Hearthkindle 

Y i 

4D 

75 

150 

230 

300 

380 

None 

^SeuRtm 

48 

55 

Corrupted Songllower(Obj) 

Corrupted Songllower (Obj) 

N i 

55 

no 

220 

340 

450 

550 

None 

Wmm 

38 

46 

Rok Orhon 

Rok Orhon 

Y ; 

41D 

800 

1600 

2450 

3250 

4050 

None 

Mhut 

45 

50 

ToloThornhool 

Tolo Thornhoof 

N : 

600 1 

1200 

2350 

3550 : 

4700 

5900 

None 

MEOf; 1 Wncrast Gloves Q or 1 Stronohom Girdle E3 











tong Die Idk 

40 

45 

Lotronicus Moonspeor 

Veslio Moonspeor 

N : 

390 

775 ! 

1550 

2350 

3100 

3900 

None 

HE OF. 1 Dcwnrkier'sClNSliiiaaQof 1 Sentinel's Guard Q 











38 

47 

Jer'koi Moonweover 

Jer'koi Moonweover 

N 1 

320 1 

625 1 

1250 1 

1900 j 

2500 1 

3150 j 

None 

toiJKlke 

38 

47 

Jer'koi Moonweover j 

Tyronde Whisperwind ! 


525 i 

1050 1 

2100 1 

3150 ! 

4200 1 

5250 1 

None 

HEOFIPirwIlowWrisllKindsB^orl IMHsflili Girdle B 










^lljrHive 

40 

46 

Zukk'flshPodlObO 

Ginro Heorthkindle 

Y 

410 

800 1 

1600 

2450 

3250 1 

4050 j 

None 

l.i.|j|nM..kelr 

40 

50 

Witch Doctor Uzer'i 

WHch Doctor Uzer'i 

Y 

470 

950 

1900 

2800 

3750 

4700 

None 

UciiMV 

42 

47 

Ferolos:AlftiMy(Ohil 

Doryn Ughtwifld 

Y 

40 

85 

170 

250 

340 

420 

None 


38 

47 

Aonor Beostomer 

Agnor Beostomer 

Y 

420 

850 

1700 

2500 

3350 

4200 

None 

VijjaWtlCreotures 

38 

47 

Kindol Moonweover 

Kindol Moonweover 

N 

320 

<25 

1250 

1900 

2500 

3150 

None 

MniCoInlt 

38 

43 

Orwin Gizzmkk 

Orwin Gizzmick 

N 1 

360 

725 

1450 

2150 

2900 

3600 

None 

IKE OF: 1 lools of lire Mohorishi B or 1 Stonn 

W Cloak 











40 

47 

Witch Doctor Uzer'i 

Witch Doctor Uzer'i 

Y 

420 

850 

1700 

2500 

3350 1 

4200 1 

None 

tMoFfwMN 

42 

47 

Moonbreeze 

Doryn Ughlwind 

N 

40 

85 

170 

250 

340 

420 1 

None 

^liliiil 

47 

50 

fnnknporShyrfo 

Quinlis Jonespyre 

Y 

45 

95 

190 

280 

380 

470 1 

None 

kmgrolii to Feotfiermoon Stronghold 

47 

50 

QuinlkJonespyre 

Quinlis Jonespyre 

N 

« 

95 

190 

280 

380 

470 1 

None 

BUID; 5 Podtets of Thorlendris Seeds 












MiGiontMuisek 

40 

50 

WHch Doctor Uzer'i 

Witch Doctor Uzer'i 

N 

470 

950 

1900 

2800 1 

3750 

4700 

None 

tal.M!!t«rjoi 

40 

50 

Witch Doctor Uzer'i 

Witch Doctor Uzer'i 

N 

470 

950 

1900 

2800 

3750 

4700 

None 

WontiCtNlM 

40 

44 

QuintkJpiWplfn 

Ginro Hearthkindle 

Y 

40 

75 

150 

230 

300 

380 

None 

taiOOX-22/FEI 

40 

45 

Homing Robot OOX-22/FE 

Oglethorpe Obnoticus 

N 

490 

975 

1950 

2900 1 

3900 

4850 

None 

Ona OF 1 My n»lM ExMiinml E3 or 1 Choinlink Towel *i? 










tontofyHnMMStrMiil»U 

40 

43 

Solorsol Gazebo (Ohi) 

Shondris Feothermoon 

N 

180 

360 

725 

HDD 

1450 

1800 

45H 00« 

iiiniolMi 

42 

IP 

DaryoUililwInd 

Troyos Moonbreeze 

N 

330 

650 

1300 

2000 

2650 

3300 

None 

tonloWilchDortorUzer'i 

40 

45 

Neeru Fireblode 

Witch Doctor Uzer'i 

N 

95 

190 

390 

575 

775 


None 

todllieSjlthjd 

40 

46 

Shondris Feothermoon 

Grodno Spiritmighl 

N 

40 

80 

160 

240 

320 

410 

None 

f|tki Vessel 

40 

47 

Witch Doctor Uzer'i 

Witch Doctor Uzer'i 

Y 

420 

850 

1700 

2500 

3350 

4200 

None 

hMePkins | 

39 

43 

Woodpow Battle Map (Obj) 

Hodoken Swiltsirider 

N 

360 

725 

1450 

2150 1 

2900 

3600 

None 

omiCEOF 1 ErMob Barrier 9 or 1 Rushridn Bools B 











Irkmmr 

42 

48 

DatvnLUhMad 

Curgle Cronklehop 

Y 

no 

220 

440 

I 650 

875 

1100 

None 

liSniGuordion 

44 

49 

Rockbiler 

Shoy Leofrunner 

Y 

340 

675 

1350 

2050 

2700 

3400 

None 

ihGtnluiiniOri) 

38 

47 

Rok Orhon 

Uthel'noy 

N 

210 

420 

850 

1250 

1700 

2100 

None 

1|^ldemess 

39 

44 

AiimfiK MtMHihrtwt 

Angelos Moonbreeze 

N 

380 

750 

1500 

2250 

3000 

3750 

65H OOH 

iiUieReveoled 

40 

44 

Ginro Hearthkindle 

Quintis Jonespyre 

_!P 


75 

150 

1 230 

300 

380 

1 None 

kNorkolQuolitY 

40 

46 

Pratt McGrubben 

1 Pratt McGrubben 

H ' 

! 410 

1 800 

1600 

2450 

3250 

4050 

None 

IMICEDF: 1 Prott's Hondtrofted Bools Bor 1 ProH's Handcrafted Glovisn 









hNorkolOuolity 

40 

46 

Jongdor Swiltsirider 

Jongdor Swiltsirider N 

410 

1 800 

i 1600 

i 2450 

‘ 3250 

4050 

None 

(HICEOP: 1 Janndcr^ Handcrafted Boots Bor 1 J 

otegdor's Hondcrtllad Gloves Ll 









kM Courier 

40 

43 

1 Lotronicus MooospKir 

Ginro Hearthkindle 

i 

i 

70 

j 140 

220 

290 

; 360 

None 

klHiCouriM 

40 

43 

1 Ginro Hearthkindle 

Wrecked Row Bool (Obj) 

! Y 

270 

1 550 

1 1100 

1600 

2150 

;2700 

None 

hNorrow Stone 

42 

50 

lEquinex Monolith (Obi) 

; Troyos Moonbreeze 

! N 

1 470 

1 950 

1900 

2800 

3750 

!4700 

None 

DKEOF: 1 Coirnstone Sliver / or 1 Sndtiim Hoop 0 











liNysletyofMorrowgrain 

, 

50 

Quinlk Jonespyre 

Quinlis Jonespyre 

: N 

! 470 

1 950 

1900 

2800 

3750 

4700 

None 

OtOKEOF: 1 Ouintls' Research GlovesLlor I Bork Iron PouldronsU 










li newest Member of iheFonlly 

38 

47 

Quentin 

Agnor Beostomer 

Y 

420 

850 

1700 

jisoo 

3350 

4200 

None 1 

!N|p|irfFeralos 

38 

43 

Rok Orhon 

Rok Orhon 

Y 

270 

550 

1100 

1600 

2150 

2700 

459 009 

^^HolFerolos 

38 

44 

Rok Orhon 

Rok Orhon 

N 

380 

750 

1500 

2250 

3000 

3750 

19 259 00# 

lelmoFSolotsal 

40 

43 

Shondris Feothermoon 

Solorsol Gazebo (Obj) 


270 

550 

1100 

1600 

2150 

2700 

j None 

hStoveolEquinex 

42 

50 

Troyos Moonbreeze 

Equinox Monolith (Obj) 

1 Y 

470 

950 

1900 

2800 

3750 

4700 

1 None ^ 

MRSvilng Slone 












liSlmgih of Corruption 

47 

52 

Tolo Thornhool 

j Talo Thornhoof 

N 

500 

1 1000 

2050 

3050 

4100 

5100 

1 None 

kMeoMlvIl 

46 

51 

lAiiBeiB Moonbreeze 

1 Morvon Rivetseeker 

Y 

370 

725 

1450 

2200 

2900 

3650 

j None 

\^lTiiiiitFX 

42 

48 

CundoCroNkUiop 

1 Doryn Ughlwind 

Y 

440 

875 

1750 

2650 

3500 

4400 

j None j 

MiyoGnolk 

40 

44 

1 Ginro Heorthkindle 

Lorge Leather Bocfcpocks (Obj) 

Y 

0 

0 

0 

0 

0 

0 

None 

IfMliDiep 

40 

46 

Largo Leather lidipadcs (Obi) 

Zukk'oshPod(Obj) 

: Y 

0 


0 

0 

0 

0 

None 1 

bheli 

25 

25 

1 Morli Wkhrunner 

Morli Wishrunner 

M— 

0 

U- 

0 

0 

0 

0 

None 

MMuisek 

40 

50 

WHch Doctor Uzer'i 

WHch Doctor Uzer'i 


470 

950 

1900 

2800 

3750 

4700 

j None 

^pnonlheNorllBiirini 

45 

50 

. Tolo Thornhoof 

Tolo Thornhool 


360 

700 

1400 

2150 

2850 

3550 

1 559 00# 

RderiiuShoy 

44 

49 

j Shay Leofrunner 

Rockbiler 

1 N 

460 

1 900 

1800 

2750 

3650 

4550 

1 None 

OIOKIOF 1 Granite Grfpsfl or 1 Vfnohodge GnchS] 











heelheNoodpim 

39 

42 

j Hodoken Swifistrider 

Hodoken Swifistrider 

J_JL_ 

I 260 

1 500 

1 lOOO 

1 1550 

1 2050 

|2550 

45# 00# 

kepons of Spirit 

40 

50 

Witch Doctor Uzer'i 

j Witch Doctor Uzer'i 

1 N 

1 470 

1 950 

1900 

1 2800 i 3750 

I 47 OO 

: None 

OlflltEOF: 1 Force of the Hfnoonryoh ^ or 1 SoWI of the Faerie Drooon or 1 Sfretiglh of the Treonl ^ or 1 Will of the Mounloin Gioni > 










i 39 

43 

! Hodoken Swifistrider 

1 Woodpow Bottle Mop (Obj) ! Y 

i 180 

i 360 

! 725 

;iioo 

! 1450 

1800 

None 



MULGORE 

Mulgore is the starting region for the Tauren. The largest portion of the land is made up of open plains ringed by mountains J 
the mesas that make up the capitol city of Thunder Bluff to the north. Wild Kodo Beasts roam the land and there is a rumofl jl 
a massive patriarch walks among them. Harpies have taken residence along the hillsides and the Venture Co. is trying to slripil 
land around Thunder Bluff and Bloodhoof Village. However, among even those dangerous adversaries, there are heroes. Cajll 
Bloodhoof sits in Thunder Bluff waiting for those willing to defend the land to join him. 



lun 

(AMPNARACHE 
Moodofl Swigrain 1 1 Boker 
IraviWindfMtlMr 13 Quest NPC 
V«i Skyseer S 

liwik Stoolrage 10 Armorer ond shieldcroiter 

Mvjok Keenblode 9 Weoponsmith 

Vorio Hordhide 7 Leather Armor Merrhont 

Ml Howkwind 4 Quest 

dmlHowkwind 36 Quest 

Hntt Ttionderhom 10 Worrior Trainer 

liAo Earshot 1 1 Hunter Trainer 

M Rovenleather 10 

NmIo Oownstrider 10 Shuman Troiner 

Gort MIstrunner 9 Druid Trainer 

Hownie Softbreeze 8 General Goods 

irgy* Lightning Horn 1 S 

Irovi Proudsnout 1 6 

bav( Greothooi 1 3 

bovt Running WoH 1 2 

mU/RED CLOUD MESA 
GtNtMother Howkwind 9 Quest 

MNOtein Cougar 3 

EWostridef 1-3 
httMear3-4 

ISNfGroytongueBQuest 

IHAMBLEBLADE RAViNE 
(WShorgtuskS 
bhtiikock QuOioor 3-4 
bhtiikock Bottleboor 4-S 
bktMockShamon4 

Sllilw Fallow 3 Quest 
tnONEBULL LAKE 

EPALEMANE CAMPS 

PdNMeTmmcrS-6 

PdononeSkimierA-T 

PdmnniePeo<her7-8 







8 THE ROLLING PUINS 
Proble WoH S-IO 
Toloned Swoog 8-9 
Elder PMnsIrider 8- 9 
Goiok Centaur 10 
Gaiak Oulruauar 9 
Floiland Cougor 7-9 
Proble Stolier 7-8 

Adolt PtabistrMer 6-7 
Flotloud Prourler 9 

9 PALEMANE ROCK 
PolemoM Tenner $-6 
Poiemone Skhiuer 6-7 
Polemone Poodier 7-8 

10 BLOODHOOF VILLAGE 
Brave Rainchoser 14 

Krong StonehooF 14 Worrior Troiner 

Gennio Runetotem 1 2 Druid trainer 

Norm Skychoser 13 Shaman Trainer 

Harken Wlndtotem 21 Quest 

Zorlmon Two-Moons 7 

Brave Wildrunner 14 

Brove Strongbosh 14 

Brave Ironhorn 14 

Brave Cloudmone 1 4 

Brave Downeogle 14 

Yaw Shorpmane 1 1 Hunter Trainer 

Horn Longrost 9 Fishing Supplies 

IMinno Dorkmone 10 Trade Goods 

Moorat Longstride 12 General Goods 

Yonn Deepcut 8 Skinner Trainer 

Chaw Stronghide 23 Leotherworking Trainer 

Pyall SHenstride 12 Cooking Trainer 

Kennoh Howkeye 10 Gunsmith Supplier 

Mohnott Roughwound 1 1 Weoponsmith 

Horont Ironbrace 13 Armorer and Shieldrrofter 

Shorn Whitedoud 21 Story Teller 

Seikwo 30 Stable Master 

Magrin Rivermane 6 

Innkeeper Kauth 30 


Vira Younghoof 13 First Aid Troiner 

Vorg Windwhisper 14 Leother Armor Merchant 

Ruul Eogletolon 9 Quest 

Jhawna Oatwind 1 3 Baker 

Morin Cloudstalker 10 Quest 

II WINTERHOOF WATERWELL 
Venture Co. Hbelbig S-6 
Vencure Cu. Luborer 6 

I2WINDFURY HARPIES 
WindFury Harpy 7-8 
WiodFury Wind Witch 9 
WindFury Matriarch 10-11 
WludFury Sorceress 9-10 

13 THE VENTURE CO. MINE 
Venture Co. Worker 8-9 
Venture Co. Supervisor 9-10 

14 RAVAGED CARAVAN 
Flotlcmd Cougar 7-8 
Adult Plains trider 6-7 
Prabie Stcdker 7-8 
Venture Cu. Loburer 7 
Venture Cu. Taskmaster 7-8 
Swoop 7-9 

15 THUNDERHORN WATER WELL 
Flariand Cougar 7-8 

Elder Ptamstrbler 8-9 
Aduh Plainstrider 6-7 
Swoop 7-9 
Probe Stalcer 7-8 
Venture Co. Laborer 6-7 
Venture Co. Toskmoster 8 

16 BAEL'DUN DIGSITE 
8uel'dun Digger 7-8 
Boel'dun Appraiser 8-9 

1 7 Seer Wiserunner 


18 WILDMANE WATER WELL 
Proirie WoH Alpho 9-10 
Flariand Prowim 9 

Elder Plainstrider 8-9 
Venture Cu. Worker 8-9 
Venture Co. Supervisor 9 
WindFury Motriorch 10-11 
WindFury Sorceress 9-10 
Toloned Swoop 8-10 

19 THE GOLDEN PLAINS 
KodoCaH7 

Kodo Bu8 7-11 
Kodo Motriarck 11-13 
Prabie Stcdker 7-8 
Swoop 7-9 
Toloned Swoop 8-10 
Aduh Plamstrider 6-7 
Elder Pluinstrlder 8-9 
Flariand Prowlur 9 
Prabie WuH Alpha 9-10 
Floriand Cougor 7-8 
The Roke 10 

20 WINDFURY RIDGE 
WindFury Motriorch 10-11 
WindFury Sorceress 9-10 

21 RED ROCKS: SACRED BURIAL GROUND 
Lorekeeper Raintotem 8 Quest 
Ancestral Spirit 9 Quest 

Floriand Prowler 9 
Toloned Swoop 8-10 
Prabie WolF Alpha 9-10 
Ekier Plobistrider 8-9 
Kodo Motciarch 11-12 
Kodo Boll 10 

Bristlebock Interloper 9-10 

22 VENTURE CO BUILDINGS 
bForcer EmUgund 1 1 
Venture Co. Worker 8-9 



'UESTS 


1 QUEST 

MlfV QIEV 

QUEST lAUNCHER 

QUEST FINISHER 

CHAIN 

XP- 

XP- 

XP- 

XP+ 

XP++ 

XP+++ 

OSHtEnu II 

A Humble Tbsk 

' 1 2 

Chief Hawicwind 

1 Greatmother Hawkwind 

n 

Bl 

15 

35 

50 

70 

85 


A Humble Task 

; 1 3 

Greatmother Hawkwind 

i Chief Howkwind 

v_ 

20 

40 

75 

no 

150 

190 

ii* 

A Socred Buriol 

i 7 10 

lorekeeper Raintotem 

Lorekeeper Raintotem 

N 

65 

130 

^ 250 

380 

500 

625 

29 

A Tusk Unfinished j 1 5 

CHOICE OF: 5 Tough Hunk of Bread or 5 iMresliig Sjirioi Woter 

Antur Fallow 

; Innkeeper Kouth 

N 

10 

20 

45 

65 

90 

110 

Kw 

; Break Shorptusk! j 3 5 

CHOICE OF: I Pointed Chain UggioBsQ or 1 Nomadic Gloves fl 

Brave Windfeother 

1 Brave Windfeother 

; N 

! 

130 

1 270 

400 

i 525 

675 

Nom ' 

.OanaanoflheWbHtfury 

! 5 B 

1 RuulEnglemlan 

j Ruul bgletolon 

j N 

1 70 

140 

1 280 

420 

! 550 

700 

! 29 : ' 

Dworven Digging j 6 8 

CHOICE OF: 1 Fortified findnisDor 1 ReughdiewR Kodo iMOimsr 

. Baine Bloodhoof 

J 

1 Baine Bloodhoof 

i N 

I 70 

' 140 j 280 

420 

550 

700 

Nom ^ 

|Joufney into Thunder Bluff 

3 10 

Ancestral SpM 

Coirne Bloodhoof 

Y 

! 40 

85 

I 170 

■ 250 

340 

420 

Nom ’ 

Journey to the Crossroads 

9 12 

Kirgu Slernhorn 

Thork 

N 

! 25 

45 

90 

^ 140 

1 180 

230 

! Nom 

Mozzranache 

CHOICE OF: 1 Cliff Runner Boots Bor 1 Plains Hun 

5 B 

erWrisIguardsE 

Maur Raincoller 

1 Maur Roincoller 

1 N 

PT 

140 

1 280 

i 420 

1 550 

700 

1 - 

, Poison Water 

^ 5 

Mull Thunderhorn 

1 Mull Thunderhorn 

1 N 

1 45 

90 

1 IBO 

^270 

' 360 

450 

Nom 1 

Rite of Strength 

CHOICE Of: 1 Rock Moce or 1 Slone Tomahowk 

1 4 1 Seer Groytongue 

9 Of 1 WhMltag Knife or 1 Elder's Cane or 1 Brave's Axe ” 

1 Chief Hawkwind 

^orlUglilHinNiMRine/' 

! V 

[ 45 

90 

1 180 

270 

360 

450 

Nom ' 1 

! RHe of Vision 

3 6 

j Boine Bloodhoof 

Zorlmon Two-Moons 


5 

nr 

20 

35 

1 45 

55 

Now 

j 1 Rile of Vision 

3 7 

! Zorlmon Two-Moons 

Zorltnon Two-Moons 

LjI 

65 

130 

250 

1 380 

! 500 

625 

Nom 

' [Rite of Vision 

(HOKE OF: 1 Rainwolker bobBor 1 Sun-boolen 

3 7 

aoak*i? 

[ Zorlmon Two-Moons 

Seer Wiserunner 

; Y 

50 

95 

190 

j 290 

[ 380 

480 

Nom ' . 

Rile of Wisdom 

3 10 

Seer Wiserunner 

Ancestral SpirN 

Y 

85 

170 

340 

1 500 

675 

850 

Nom 

' Rites of the Earthmother 

1 3 

Chief Hawkwind . 

Seer Groytongue 

V 

25 

50 1 

100 

|j^ 

200 

j 250 

Nom I 

Riles of the Eorthmolher ' 

1 S 

Chief Hawkwind 

Boine Bloodhoof 

N 

35 


130 

200 

270 

! 340 

Nom ' 

Rites of the Earthmother | 

REWARD: Kodo Hunter's leggings □ 

3 14 

Coirne Bloodhoof | 

Coirne Bloodhoof 

N 

130 j 

250 

500 

I 750 

1000 

' 1250 

Nom " 

Sharing the Land | 

REWARD: 25 Flash Pellet 

1 6 

1 Boine Bloodhoof | 

1 Boine Bloodhoof 

nn 

nn 


220 

320 

430 

550 



If bi 

I Supervisor Fiisprocket | 5 12 ! 

CHOICE OF: 1 Gmooct Robtino Knife ^ or 1 Goblin Smosher ^ 

Morin Cloudstolker | 

Morin Cloudstolker ] 

nn 

90 ' 

180 ! 

360 1 

risT 

725 

900 

Nom 

! Swoop Hunting 

< u 

Horken Windlotem I 

Harken Windtotem 

N 

nn 

_i40j 

270 1 


550 1 

675 ] 

2# M 

The Boldeboars | 

REWARD: Nomadic Vest D 10 lough Hunk of Breed 

1 4 1 

Grull Hawkwind | 

Grull Hawkwind 


4p 

90 1 

180 

270 1 

360 

450 1 

Nom 

The Hunt Begins ] I 2 j 

CHOICE OF: 1 Nomodic Belt B3 or 1 Pointed Chain Gloves T% 

Gfull Howkwind | 

Grull Hawkwind | 

N I 

15 ; 

nn 

70 [ 

' 100 

140 

170 

Nom I 

i 'i 

The Hunt Continues | 1 3 

CHOICE OF: 1 Nomadic Bracers Dor 1 Painted Chain Beh^ 

GruB Howkwind f Grull Howkwind i 

T| 

25 

nn 

100 [ 

150 1 

200 ' 

250 1 

■ —4 

Nom 

j 

The Hunter's Way 

10 10 j 

Skorn Whilecloud 

Melor Slonehoof 

V 

85 1 

ItT 

_340_ 

m 

675 i 

850_ 

Nom 1 

The bvogid Caravan 

S B 

Seoled Supply CratefOhO 

Morin Cloudslalker 

N 

55 1 

no 

210 

320 

420 ; 

525 

Nom 1 

The Rovogud Caravan 

5 8 

Morin Ooudstolker 

Sealed Supply Crate (Obj) 

V 

55 

no 

210 

320 

420 

525 


. The Venture Co. 

5 10 1 

Morin Cloudstolker 

Morin Cloudstolker 

N 

65 

130 

250 , 

380 

500 ^ 

625 

20 SOI 1 

Thunderhorn Cleonsing 
; REWARD: Thunderhorn Cloak f? 

4 8 t 

Mull Thunderhorn 

Mull Thunderhorn 

N 

70 : 

140 

280 

420 

550 

700 

Nom ' 

Thunderhorn Totem 1 

4 7 

Mull Thunderhorn 

Mull Thunderhorn | 

N 

65 1 

130 

250l 

380 

500 

625 1 

Nom 

.Whilecloud's Story I 

1 4 


Skorn Whitecloud 

N 

0 1 

0 

0 

0 

0 

_0 _i 

Nom \ 

Wildmone Cleonsing | 4 10 [ 

CHOICE Of: 1 Ceremoniol Tomohovdc 9^ or 1 Dreaimvolcher Staff 

Mull Thunderhorn 

Mull Thunderhorn | 

N 

no 

210 

420 ' 

625 

850 1 

loso"' 

Nom : 

r, 

1 Wildmane Totem 

-J !L4 

Mull Thunderhorn 

Mull Thunderhorn 

N 1 

85 1 

170 j 

_M0 

500 1 

675 1 
430 : 

850 1 

- ‘--Ji 

Nom U 

WinlerlH»fil«|b. . . 1 


Mull Thunderhorn. 

Mull Thunderhorn 

Tj 

55 [ 

jin 

_mO 

320 I 

550 1 




|MIN 


Truesih 

Thoriut 





17# 


40 * 



2# JO# [ 




TANARIS 

Gadgetzan is one big desert with all the desert creatures you have come to expect by now. It has lizards, buzzards, elementals and 
more. There are also Dragons, Ogres and humans along with an instanced dungeon to test the mighty. If that's not enough, head 
north and check out the pirates, they always put on a good show. It's a good place to solo - especially to farm things you need like 
leather or cloth. Some great rare items drop here (Julie's Dagger). Beyond that, the zone is huge and easily shareable with others. 
There's a place right by the crater where the mobs drop herbs, so you can kill for the herbs instead of looking for them. 



GrR<E/W» 

rstm. 



HOWTO 


AZEROTH 


XHAZMOOAN 


lORDAERON 


NORTHERN 

KALIMDOR 


SOUTHERN 

KALIMDOR 


i 




LOCAL RESOURCES 




Imining 


HERBALISM 


SKINNING 


Liilifil 

Moderate 

Firebloom Abundont 


LbvbIs of Skinnobls CfBOturBS' 40*SS (Skinniny 225-275) 

fhi«ilyer 

Moderate 

Purple lotus Abundont 



tlliorium 

Moderate 







7 ENTRANCE TO CAVERNS OF TIME EPIC WORLD 
DUNGEON 
Otnits SO Elite 


8 LOST RIGGER COVE 
So«riis«aPirote 44-46 
Soathsaa Frieboetef 43-4S 
Amire FirelMard 4S 
SovthsM Dock Worker 44-46 
Soolkseo SwoshbodJer 44-45 


11 THE GAPING CHASM 
Glasshide Glozer 4S 
HqiiqR Soadreaver 49-SI 
HfliioR Stinger 49 
HoiioH Stonaer 49-SO 
Hazzoi Taaneler 48-49 
HozzoH Wosp 48 
HozzoH Worker 47-49 


12 BROKEN PILLAR 
Morvon RIvetseeker Quest NPC 
BRsterpaw Hyena 43-46 
Fire Ro< 44-4S 
Gkttshide Gazer 43-4S 
SrorpM Ton Lasker 43-46 


18 THE NOXIOUS LAIR 
Ceatipoar SHager 4S-S0 
Ceatlpeor Swonaer 49-SO 
Ceatipoar Wasp 47-49 


19 ABYSSAL SANDS 
BRsterpaw Hyena 44-46 
ScorpidldlLoslier 43-44 
nreRo<43-4S 
Glasskide BosMsk 43- 
SrorpM Doaecrowler 46-47 
Glosskide Gazer 4S-46 
Land Roger 4S-46 

20 SANDSORROW WATCH 
Ground Poonder 41-42 
Glosskide BosiRsk 42-43 
Storuiog BRsterpaw 41-42 
Soadfury Hideskinner 42-43 Elte 
SoadFury Aie Tkrower 42-44 ERte 
Sondfury Fkecoaer 43-44 ERte 
Soadfury Skadowroster 43-44 ERte 


21 ENTRANCE TO ZUL'FARRAK WORLD DUNGflM I 


Senior Surveyor Fizzledowser SO Quest 
Tron'rek 45 Quest 

Nixx Sprorketspring 55 Goblin Engineer 
Buzzek Brocketswing 55 Moster Engineer 
Spigot Operator Luglunket 40 Quest 
Trenton Lighthommer 55 Quest 
Pikkie 45 Mining Trainer 


3 STEAMWHEEDLE PORT 
Yeh'ikinyn 40 Quest 
Prospector Ironboot 45 Quest 
Stoley 30 Quest 
Tortn 45 Quest 


4 WATERSPRING FIELD 
Wostewonder Bandit 41-43 
CoRpk Scorpldsting 46 
Wostewonder Tkief 40-42 
Wostewonder Shadow Mage 40-43 
Wostewonder Rogue 42-44 
Wostewonder Assossin 43-46 
Scorpid To! Lasher 44-45 Fire Roc 43-44 
BRsterpow Hyena 43-45 
Glosshide Gozer 44-46 


5 ZALASHJI'S DEN 
Zolash|i 45 


13 EAST MOON RUINS 
Rabid BRsterpaw 45-48 
Dunemcad Ope 45-47 
Duneamid Brute 45-48 
Dunemoul Enforcer 45-47 
Daneiaoul Ogre Mage 45-48 
Duaemoul Warlock 45-48 
Glasshide Gozer 44-47 
Gkissliide Petrifier 48-49 


14 SOUTH MOON RUINS 
Oanenuad Enforcer 45-47 
Duneniaal Ogre Mage 45-48 
Doneiaaal Warlock 45-48 
Dune Smosher 48-49 
Glasshide Petrifier 47-49 
Searing Roc 47-48 
Scorpid Daoestolker 46-47 


1 5 VALLEY OF THE WATCHERS 
Prospector Gunston 45 Explorers' League Quest 
Dune Smosker 48-49 ERteGfont 
Rogiag Done Smosker 50 ERte 
BRsterpaw Hyena 43-46 
Glasshides Petrifier 47-49 


16 THISTLESHRUB VALLEY 
Glasskide Petrifier 47-49 
Scorpid Danostolker 46-47 
Tkistfeshrub Rootskoper 49-50 
Thistleskrub Dew CoRector 48-49 
Gnarled TMstletkrub 48-50 


17DUNEMAUL COMPOUND 
RobM BRsterpaw 45-48 
Duneffloul Ogre 45-47 
Duaemaul Brute 45-48 
Dnnemaol Enforcer 45-47 
Dua e moul Ogre Moge 45-48 
Dunemoal Warlock 45-48 
Glosskide Gazer 44-47 


T 


)QUESTS 


1 




42 47 

Curgle Cranklehop 

Curgle Cronklehop 


40 

85 

170 

250 

340 

420 

ooe , 

1 ■'! 

lHID:toxof$Ml! 

42 47 

Curgle Cronklehop 

Curgle Cronklehop 

N 

210 

420 

850 

1250 

1700 

2100 

None 

lk(dnKinti^ | 42 47 [ Curgle Cronklehop | Curgle Cranklehop [ N j 420 j 850 1 1700 i 2500 | 3350 4200 , None 

IkOiteyEgg 1 42 47 [ Curgle Cronklehop j Curgle Cranklehop \ N i 110 [ 210 | 420 j 625 j 850 | 1050 ; None 

leUIOrBoxolRotions 

ImMiMi ! 50 S3 

Alchemist Mlaiw 

Alchemist Pestlezugg 

N i 

525 

1050 

2100 

3150 : 

4200 ; 

5250 i 

None 

to bhre the Storm 

50 54 

Alchemist Ptsllnini 

Grocino Spiritmight 

-U 

55 

jH 

220 

320 ; 

430 i 

550 ' 

None 

tolekrttheSlMm 

50 54 

Alchemist PisiKm 

Zilzibin Drumlore 

Y ! 

55 

IIP i 

220 

320 j 

430 j 

550 : 

None 

kiwtoMixKinley 

WdOf: 1 Swrnhhurkler SoshpSor 1 Shinkicker 

40 45 

Boots B 

Stoley 

Sen WoH’ MocKinley' 

N i 

390 

775 j 

1550 

2350 ! 

ll^ 

3900 ! 

509 00# 

^lor Marin 

44 49 

SpiinUi 

Morin Noggenfogger ; 


90 

180 1 

270 j 

360 

460 1 

None 

hllarielind 

55 57 

Krinkle Goodsteel 

AkhemistArbington 

Y [ 450 

900 

1800 

2700 i 

3600 

4500 1 

None 

None 

hIbtiMMi 

55 57 

KrinkleGogdstal 

Apothecory Dithers 

Y j 450 

900 

1800 

2700 i 

3600 

4500 ! 

^WaterSimy 

38 46 

SaaiorSonwirwrinledowser 

Senior Surveyor Fizzledowser 

Y 1 310 

600 

1200 

1850 j 

2450 

3050 

35«L®0® . 

kb'iilin 

HKEOF: rSvwVlrtTunicn or 1 Staff of Lore 

43 48 

AAorvon Rivetseeker 

Morvon Rivetseeker 

N 440 : 

875 ■ 

1750 

2650 1 
1250 j 

3500 

1700~| 

4400 ' 
2100 ' 

None 

ykithCori 

42 47 

OnloCmlililm 

Erekis Ambersky 

-J!— i 

210 

420 i 


50# 01# . ’ 

bMMt 

44 49 

Morin HiiggMliggir j 

Sprinkle 


45 

90 I 

180 

270 1 

360 1 

460 ; 

None 

hKtPortlMMs 

39 48 

Alchemist hslfnitga j 

Senior Surveyor Fiuledowser 

N 

45 

90 j 

180 

2A0 ! 

350 

440 i 

70# 00# 
None 

tatftrtiytils 

39 48 

Senior Sumyw Fizzledowser 

Alchemist Pestlezugg 

Y 

45 

90 { 

180 j 

260 i 

..^.?50j 

440 


46 SI 

Morvon Rivetseeker 

Altar of Hokkor (Obj) 

N 

490 

975 i 

1950 1 

2950 i 


4900 j 
3750 i 

None 

65# 00# . 

70# 00# 

IjJhMMttk Justice 

40 44 

Chief EggkiNrUiMliiiiii 

Chief Engineer Bilgewhizzle | 

N 

380 


1500 1 

2250 j 

2000 J 

hpiogger Elixir 
miSRooMioagir Elixir 

44 49 

Morin Noggenfogger 

Morin Noggenfogger | 

i f 

0 

rii 

0 1 

! 0 i 

0 1 

o1 

taMsUrlittnslfgiilion 

39 47 

rtocaiioldir OorliiM^ 

Alchemist Pestlezugg 

N ' 

320 

625 ^ 

1250 

1900 ' 

2500 I 

3150 1 

5J)|A 00# 
50# 00# 

hoMlwImstlaation 

39 47 ! 

Senior Surviyor Fizzledowser 

Alchemist Pestlezugg 

; N 


625 

1250 

I 1900 1 

2500 ; 

3150 - 

iMligimQtiMn 

! 50 54 J 

AkbamUPMltzuM 

Akhemist Pestlezugg 

N 

f 550 

1100, 

2200^ 

i 3250 1 

4350 : 

5450 j 

None 

1 ton 00X1 7/INI i 43 48 j 

1 H»1llMMrf(Diiliiior f or UhanmlQSlk Ego Timer 

Homing Robot 00X-I7AN 

Oglethorpe Dbnoticus 

: N 

1 550 

1 1100 

2200 

1 3250 j 

4350 1 

5450 

None 

tool Ike SUM 

39 48 J 

Senior Surveyor Rzilidowser 

Zilzibin Drumlore 

j N 

550 

1100 

[j2M_ 

j 3250 1 4350 


None 1 

boN»SMld 

39 49 ^ 

Senior Surveyor Ftezhdowsir 

Grocino Spiritmight 

N 

; 575 

1150 

2300 

3400 1 455o1 

5700 j 

None 

1 None , 


40 44 

1 IMiliinyo 

Yeh'kinyo 

Y 

[ 380 

750 

1 1500 

2250 3000 

3750 j 

Inol of the Circle 

WD:Hokkor'l UrnOnB 

46 SI 

Morvon Rivetseeker 

Idol of Hokkor (Obj) 

: ^ 

r 600 

1200 

1 2450 

! 3650 I 4900 

|6100i 

1 None j 

I^SutohMidM 

44 49 

Snriiiltlo 

Sprinkle 

N 

460 


1800 

2750 

3650 


^ None 1 

lirtDelii 

40 45 

SeoWrMiKKinloy’ 

Stoley 

Y 

^ 40 

80 

160 

230 

310 

390 

, None _ j 


40 45 

!»oloy 

Stoley 

Y 

1 390 

775 

1550 

2350 

3100 

3900 

J ~50#_M#^, 

^ 1# 65# 00# i 

!!«rSli(ky 

48 54 

' Wrek 

Tron’rek 

N 

550 

1100 

2200 

3250 

4350 

5450 


39 48 

Sottior Surveyor RnMownr 

Senior Surveyor Rzzledowser 

Y 

440 

875 

1750 

2650 

3500 

4400 

4900 

1 None J 

j None 

hSiow Circle 

46 SI 

AAorvon Rivetseeker 

AAorvon Rivetseeker 

N 

I 490 

975 

1950 

2950 

3900 

JIl^iloneiAltir 

45 50 

UldumPodosAal(Oiii) 

UIdum Pedestal (Obj) 

j N 

470 

950 

1900 

2800 

3750 

4700 

None i, 

Stone Ihkhr 

45 SO 

Stone VINildtor of Norgonnon 

Uidum Pedestal (Obj) 

N 

j 470 

950 

1900 

2800 

3750 

4700 

[ None 1 

Hii Super Egg-0 Motk 
mD:ia Crate 

42 47 

i Egg-O-Motic(Obj) 

Egg-O-Matic(Obj) 

' N 

, no 

210 

420 

625 

850 

1050 

None 

i^iRnstUo 

44 49 

Morin Noggeofoggor 

AAorin Noggenfogger i Y i 460 

900 ! 1800 

Im 

3650 


1 70# 00# ; 

MMMw 

45 50 

Tron'rek 

Tron'rek ! N j 470 

950 j 1900 

2800 

3750 

4700 

; 2sg oo» : 1 

logo's Quest 

QWICE OF; 1 Chelonion CuffJQ or J Bond of the ( 

40 50 

ireot Tortoiso 0 

Toogo 

Torto i N 1 600 

! 1200 I 2350 

3550 

4700 

5900 

j None 

'IIIIED; Andre Firebeord 

1 90 45 

Wonted Poster (Obj) 

Security Chief Bilgewhizzle 

N_ 

390 

; 775 

i 1550 

2350 

I 3100 

J’M. 

__l# 30# 00# _ 

TO: Andre firo^rf 

* 40 4^ 

WANTED: Cohph Scorpidsting (Obj) 

Security Chief Bilgewhizzle 

r .1 - 

, I’ O 

; 775 

1 1550 

2350 


J 39 OO 

^_l# 30# 00# 

^D: Caliph ScorpidsNng 

] 39 46 

Wanted Poster (Obi) 

Chief Engineer Bilgewhizzle 

N 

500 

1000 

2000 

3050 

4050 

!5050 

1 1# 30# 00# _ 

(MtlilEO: Caliph Scorpidsting 

^ 39 46 

WANTED: Caliph Scorpidsting (Obj) 

Chief Engineer Bilgewhizzle 

N 

^500 

1000 

i 2000 

3050 

^ 405(1 

iSOSO 

Ll# 30# 00# 

'taennder Justice 

_40 43 

Chief Engineer Bitgewhizzle 

Chief Engineer Bilgewhizzle 

Y 

^ 360 

I 725 

] 1450 

: 2150 

r 2900 

1 3600 

^ 60# 00# 


t8d(toainlitirCo.CofePadBiiii 


erCo.CafehdMge 


40 44 ' Spigot Operator Luglunket 


Spigot Operator Luglunket 


75 ISO 230 300 l 



THOUSAND NEEDLES 


S0i jTHEW 
;tALilMOO^i 


This region is located beyond the Barrens in southern Kalimdor. It's a large, winding valley dotted with tall mesas all a 
save for the area to the southeast. It's completely flat down there and perfect for some questing. High atop the mesas, iheT 
have built a network of rope bridges and lifts to convey customers to vendors and quest givers. There are no guardrail'! ' 
you safe; you can easily fall over the edge while taking a peek. 


HERBALISM 


SKINNING 


LOCAL RESOURCES 



Copper 

Abundant 

Tin 

Common 

[iron 

Common 

Silver 

Rore 

Gold 

Very Rare 


Quantity of Skinnoble Creatures: Abundant 

Levels of Skinnoble Creatures; 25-35 (Skinning 75-125) 



Kingsbiood 

Common 

Bruiseweed 

Rare 


1 




1 all around, 
, the Tauren 
"ails to keep 



lOUPETHOK 

WIMtr27-2B 
UiMnwiw 26-27 
Ml SiMitr 26-28 
MMiSaorWr 28-29 
iNinCwiot 28-29 


8 SPIITHOOF CRAG 
GaM Wronfler 2S-26 
Golok WMdiaier 24-25 
GaM PocknraMf 26 
GWok PockhoMMl 24-25 
Gdok S<Mrt 24-25 


12 THE WEATHERED NOOK 
Prate Qoudseeker 37 
Dom Plainstalker 29 Q«est 


18 SCORPIO SPAWNS 
S<orpid1^«r 33-34 
S<er^ Reaver 32-33 




IKNPERCH 

' I^Wyven 28-29 


limtilEACH POST 
WnlellMringshinerSI Quest 
IdfSleiKonner 42 Food and drink 
hnakidiSMrler 28-29 


9 SPIITHOOF HOLD 
Golok Scoot 24-25 
GoU Mooler 27-28 
GoM StoroMr 26-27 
GoU Morooder 27-28 
GoU FkMie Goord 30 


13 AN ORC CAMP QUESTS 
KroofSkels|>8tter37 
Torkrtv Shodowstolker 35 
Nog'Zkeo 35 
Mortkor Krki 35 


19 MIRAGE RACEWAY 
Brivelthwerp 35 Ice Oeom Vendor 
Gnome Pit Boss 35 


le Pit Cl 


m35 


War Party Kobo 29-20 


IMIKCIOUD PINNACLE (BOnOM AREA) 
MhgEhoMotol 27-28 
kUHEIeoMotol 28-29 


I itUKCLOUD PINNACLE (ENTRANCE TO TOP) 
' UMtemBoodH 25-26 
MMm Stonpor 26-27 
CtbMteoiGeoiwoKer 25-27 
bWeUM Reover 28 


tlHE SCREECHING CANYON 
StN(khi|Rogoefeotlier 29-30 
SoN(kio|Horpy 28-29 


10 FREEWIND POST ENTRANCE (HORDE TOWN) 
Freewind Brove 45 
Nyse 55 EKte Flight Master 
Elv 28 Quest 

Inkeeper Abeqwo 30 Innkeeper 
Dondio 37 Trode supplies 
Rou CliHrunner 30 
Thono Aberhide 30 
Jown Highmeso 35 General Goods 
Awenoso 30 Stable Moster 
Turhow 40 Butcher Food t Water 
Guard Wachabe 45 
Montarr Lorkeeper 45 Rare Items 
Starn 37 Gunsmith and Bower 


14 SNAPPER SPAWNS 
Spocksbel Sooppor 34-35 
Sporirsbel Tortoise 31-32 


15 SCAVENGER SPAWNS 
Sah Flot Scoveoger 30-31 


16 SALTSTONE SPAWNS 
SoftstoM Gmm 34-35 
SoHstoM Crystohlde 32-33 


17 THE RUSTNIAUL DIG SITE 
SMthid Hive Dreoe 33-34 
Satbid lovoder 34-35 
SMthid Searcher 32-33 


Crazzle Sprysprocket 35 Gnome Ticket Vendor 

Jinky Twizzlefixxit 30 Engineer Supplier 

Krovel Koolbeard 29 Quest 

Fizzle Brassbolts 30 Quest 

Wizzle Brossbolts 31 Quest 

Daisy 1 5 Roce Start Girl 

Goblin Pit Crewman 30 

Goblin Pit Boss 35 

Rugfizzle 35 Goblin Ticket Vendor 

Razzeric 30 

Pozzik 30 

Riznek 35 Drink vendor 
Drag Master Miglen 
Track Moster Zherin 30est 
Zuzubeb 35 Roce Announcer 
Rizzlle Brossbolts 31 
MogusTIrth 51 Chicken Vendor 
Quenting 40 
Zamek 30 



IIOGLIEFEATHER DEN 

SoNddni Boguelealhef 29-30 
kfUIngHerpy 28-29 
)oMddngWindca8er30 
MiMeedscreech 31 


11 WINDBREAKER CANYON 
Elder Cloud Serpent 27-29 
Pesterhide Snorler 28-29 
NeedUs Cougar 28-29 





ktiiilKOvery 37 45 

inrtfK- 1 RnHlMmn<t«r fnM 99 or 1 Jodomoon Orfa 

Krueg Skulkplitter 

Belgrom Rockmoul 

N 

490 

975 

1950 

2900 

3900 

4850 

65# 00« 

.^tlppiry 

38 45 

KnMSktilsiiiMar | Krueg SkulMittor 

Y 

390 

775 

1550 

2350 1 

3100 

3900 

65« 00« i 

III, Qook's Sheen 

38 45 

KrueaSkukelMer ' Krueg SkuMner 

Y 

390 

775 

1550 

2350 

3100 

3900 

650 OOO { 


25 30 

BrmDbmiM | Broug Dimspiril 

N 

0 

0 

0 

0 

0 

0 

None ^ J 


24 26 

HowlloliliiM 1 Hogarlightninghoof 

N 

210 

420 

850 

1250 

1700 

2100 ^ 

150 OOO I 

iga — __ * 

in 

24 28 

MogalhoGiimtolem i Molego Firenwno 

N '[ 

230 [ 

460 

925 

1400 i 

1850 

2300 ' 

259 009 1 

Ukkojy 8ey 

35 43 

Krovel Koolbeard 

Crank Finlebub 

N 

90 

180 

360 

525 

700 1 

900 

None 

GnofM$ 

30 36 

Krovel Koolbeard 

Fizzle Brassbolts 

N 

70 

140 

280 

420 

550 

700 

109 009 

ha DW in the Swam 1 

30 36 

Krozek 

Krozek 

Y 

350 

TOO 

1400 

2100 

2800 

3500 

None 

krtedUIFins 

30 35 

Wizzle Brassbolts 

Wizzle Brossbolts 

N 

350 

700 

1400 

2050 

2750 

3450 

750 009 1 

UPKuge 

nrtnr 1 WlivWlnrm Hommor or 1 DfllKirM 1 

25 36 

Inme ^ 

Porquol Fintollos 

Dorn Ploinstolker 

N 

420 

850 

1700 1 

2500 

3350 1 

4200 

None 1 

25 29 LokoloWindsong Ihalio Amherhkie N | 240 1 470 j 950 [ 1400 1 1900 [ 2350 | None 

llinnLIWMkiiiMCiitfhnrlVnndsflnallraM — — H 

25 29 ; Thnlio Amberhkle | N 240 | 470 950 | 1400 ; 1900 

MtftnM Wiulcnnnrinrlinr 1 WindunnOrniM ■ ■ 

2350 None 

faktCnonies Drun 

1 35 44 

Krovel Koolbeord i 

Gnome Pit Boss 

N 

40 

75 

150 

1 

300 

380 , 

^ None . 

(gin Goblins Drunk 

35 44 

Krovel Koolbeard . 

Goblin Pit Boss 

N 

40 

75 

150 

230 

300 

380 ; 

1 None ] 

(MKfin! 

BUIl: Gnonte Prize Box 

rr-T- 


1 (ronle Sprysprocket 

1 N 

0 

1 0 

1 0 

1 8 

1 8 

0 

None 

j#i.[hfy«dilp 

|~29 ^37 

Ponik 

Gozlowe 

Y 

70 

140 

280 

430 

575 

700 

i None 

t ^ 1 


1 29 37 

Gozlowe 

^ Whorfmoster lozgil 

Y 

70 

140 

280 

430 

575 

700 

j None 1 


! 29 37 

Whorfmoster LenK 

Boron Xevilgoz 

Y 

30 

55 

110 

170 

230 

290 

None 1 

— 

UhlwKoishiD 

' 29 37 

Boron IcelBn 

1 Boron Revilgoz 

Y 

290 

575 

1150 

1700 

2300 

2850 

1 1 1 



1 29 37 

Boron RltdlaB 

' Pozzik 

Y 

70 

140 

280 

430 

575 

700 

1 None 1 

IdfeWin! 

1 nuvn- feAUifl PriTA Rnv 

V- r 


1 Rugfizzle 

N I 0 

1 8 

0 

0 

0 

0 

None 1 

jig^Spyj,^ 24 28 ' Oilfwalcher Longhorn 1 Oiffwolthef Longhorn 1 N j 230 | 460 j 925 [ 1400 | 1850 | 2300 None 1 

miff DM Dmeri Shoulders or 1 Tundra Boots or 1 Grimloll Wrisiouank , 1 r— 1 

1 bMem Spying ' 24 28 j t Cliffwotcher Longhorn i N 230 j 460 925 

1 1400 1850 

{ 2300 None ■ 

j vk 1 25 36 

Penwl Fintollos 

Porquol Fintollos 

i .1 0- 

0 

0 

0 


0 

^ None 1 

l■dM.liSlMlk 1 30 30 

Winie Brossbolts 

j Winie Brossbolts 

N i 250 

490 

975 

1450 

1950 

2450 

250 OOO , J 

gr.*" — 1 

lUUimry 1 28 31 

Krovel Koolbeord 

i Hemet Nesmgwory 

N 1 130 

250 

500 

750 

1000 

1250 

300 00# 1 









ESTS continued 


24 30 W 12 I 0 Beoringshiner 


Wizio Bearingshiner 


310 I 600 1200 ' IB50 


CHAIM? XP- XP- XP- XP+ XP++ XP+++ CASHIBIH 


■ Hypercopocitor Gizmo 
1 [REWARD: Inventor's IhbwIGihO 


30 

i 

4 U_ 

! WizIo Bearingshiner N 

1 L_ 

j 310 

600 

1 

i200 

1850 

1 2450 

3050 

^ 1 

Nm 

■ > 

1 indurium 

nr 

35 

Martek the Exiled 

: Martek the Exiled N 

j 2B0 

i 550 

; 1100 

1650 

4 

I 2200 

-i— 
i 2750 

■4 1 

Hon 

1 Indurium Ore 

. 29 

42 

Pozzik 

i Pozzik ; N 

; 0 

j 0 

o_ 

! 0 

J o_ 

0 


t Keeping Pace 

' 29 

41 

Pozzik 

; Rizzle's Plons (Obj) , Y 

j 170 

330 

650 

i 1000 

; 1300 

1650 

BUM 

1 iKemuzod 

1 mllMAm 

^ 25 

36 

Pwimal Fintollos 

Parqual Rntalias N 

; 0 

0 

! 0 

0 

; 0 

0 

Nm 




i Rumors for Krovtl 


I ;Sqg|jFife 


I Safely First 

J i CHOKE Of: I Razzeric's Customized Seatbelt I 
I ^lY First 


J4 27 Motaga Rrem one 


41 Shreev 
3 or I Rozzeric's Rac in g ^rsn 
29 


Pozzik 

Kravel Koalbeatd 

N 

H 

; 170 

330 

500 

650 

1000 

1000 

1500 

i 1300 
2000 

1650 

2500 

. - - Km 

: Kravel Koolbeord 

N 

350 

700 

1400 

2100 

' 2800 

1 3500 

t "sja 

7S# Of 

Mogatha Grimtotem 

N 

220 

440 

875 

1300 

1750 

2200 

22# M 

Raueric 

L. 

N 

I 1 

80 

160 ' 

1 1 

330 

; _j 

490 

I 

650 

825 

Km 

j Shrwv 

Y , 

80 

160 

330 

490 

650 

825 ; 

Nm 




^SOUfTHEii^ 


LOCAL RESOURCES 


SKINNING 

Quantity of Skinnable Creotures: Abundant 


HERBALISM 

Mabs drap a variety al med high end herbs 


INING 


Levek ef Skinnable Creatures: 40-55 (Skinning 225-275) 


kw Silver Rare 


25# 00# 

None 

None 

I# 75# 
None 


Noiw 

. i 

Nona 

'8# 

00# 

15# 

00# 

18# 

00# 

Nona 

— Jif_ 

00# 


None 

30# 00#_ 
75# 00#1 , 
22# oq#_ 

None 

J 

None 


UN’GORO CRATER 

Un'Goro Crater is the blast from the past. The land is loaded with dinosaurs, walking plants, big bugs and elementals. As often 
happens in lands with such menacing flora and fauna, adventurers that have managed to get stuck there wish for your help 
and frequently offer quests. Targets are abundant and that helps with the kill quests. There is some collecting to be done, and 
there are some incredible quests that balance the whole mix out. It's not the biggest zone which is another plus. There's not an 
overwhelming amount of running for the quests, and that always helps. 




r 



m 






)QUESTS 


kndp From My Friends 

50 55 

Ringo 1 SproggleFrotli ; H | 575 ! 

11501 

2250 i 

3400 i 

4500 ! 

5650 None 


47 52 

Muinin 

Oregon Brewspewer 

Y 

380 

750 

1500 ; 

2300 I 

3050 i 

3800 

None 



48 52 

Hol'otyteMonhal j 

HoTonyee Morshol 

N 

500 

1000 

2050 i 

3050 1 

4100 ; 

5100 

40# 00# 

(BL. 

Rilhcfroriiax 

49 55 

ovesFl 

Beware of Plerrordox (Obj) i 

Sproggle Frock 

N 

575 ! 

i 1150 

1 2250 1 

3400 1 

4500 ! 

5650 

None 


47 53 i 


Muiain 

N 

400 

800 1 

1600 ^ 

! 2350 1 

3150 1 

3950 

None 

pas* ] 

^kiZopper 

UI-inbwIiilZniMr 

47 53 

. Lorion 

Larion 

N 

400 

800 

1 1600 

; 2350 i 3150 

; 3950 i 

None 

iP?;pi«ifwi tigw — 

1 48 53 

Ia-MoOI 

1 A-MeOI 

N 

400 

800 

1600 

2350 

j 3150 

|3950 

i None 

— 

1 48 53 

iA-MeOI 

1 Komo Remtrovel 

N 

650 

1300 

2600 

3950 

} 5250 

>6550 

; 1# 60# 00# 

BHL— — — — — — 

1 48 53 

i Kama Reffilrovel 

1 A-MeOI 

Y 

270 

525 

1050 

1600 

i 2100 

|2650 

None 

iWIhrge 

j 47 53 

1 Northern Cryslol Pylon (Obj) 

1 Northern Crystal Pykm (Obj) 


0 

0 

0 

0 

^ 0 

! 0 

: None 


jjttSOwloiaioiBe 


^r«tt 
amJCnnUlFora 


47 53 Eoslern Crystal Pylon (Obj) 


1 Eostern Cryslol Pylon (Obj) 


i^lKlon 

gmscwmliiisiofi 


47 53 iNorthornCfyslolMonlObil 


j Northern Cryslol Pylon lObj) 


I N I 0 I 0 I 0 I 0 I 0 I 0 

I N i 0 I 0 I 0 I 0 I 0 I 0 


MlOvsriStfco 


47 53 I Eostern Crystal Pylon (Obj) 


I Eastern Crystal Pylon (Obj) 


N I 0 I 0 I 0 I 0 i 0 i 0 


iNiWord 
HtJOwldWord 


j 47 53 I Western Crystal Pylon (Obj) 


i Western Crystol Pylon (Obj) 


T 


bldCtM 

MI):5(twlilYlaH 


~47 53 1 Western Crystol Pylon (Obj) 


i Western Crystal Pylon (Obj) 


0 I 0 ’ 0 I 0 ! 0 
I 0 I 0 I 0 ; 0 i 0 I 0 


I Doiionga 


1050 I 2100 i 3150 I 4200 I 5250 


; 0 I 0 ; 0 ) 0 


809 00 # 


MtD:5dlliiwn-«roiH)«IPKkog« 

MItaUiribi 

48 53 1 

WNNiMn MQnnPI 

VYiRiden Marshal 

N 

525 

1050 

2100 j 

3150 

4200 

5250 

40# 00# I 


51 55 i 

Krokle 

Krokle 

Y 

575 

1150 j 

2250 1 

3400 

4500 

5650 , 

None 

iiiiEvi ! 

47 52 i 

Groom Brewspewer 

Muigin 

N 

500 

1000 1 

2050 

3050 

4100_| 

5100 : 

75# 00# 

^«diMg 

47 52 j 

lorkMi 

Lorion 

Y 

500 

280 

1000 ; 
550 i 

2050 I 
1100 1 

3050 

1700 

4100 ! 
2250 i 

5100 ' 
2800 ; 

75# 00# 
None 

t [ 

iglMseollt i 

1# dyiy pyjgu iiiir'} Manual 

50 55 : 

47 53 

Somoole Frock 
J.D. Collie 

Ji!!ll? [ 

J.D.CoHie 

N 

55 

110 1 

210 1 

320 

420 

525 

None 


47 52 : 

lorim 

liv Rizzlefix { Y 

260 1 

500 

1000 

1550 

2050 

2550 ; 

None 1 


47 52 ; 

Muioln 

Muigin j Y 

500 1 

jogoJ 

2050 

3050 

4100 ; 

5100 

None 

BSilones 

^BiiirtAC. 1 iMkiiMLwikt'* AiMmi ftiwik Ink nr 1 F 

49 54 : 

irnvotor'c IMiliV B( 

Spark Nilminer 

>hlE 

Spark Nilminer ! N 

550 

1 1100 1 

2200 

3250 

4350 i 

5450 

None 

■L'rOyer i 49 55 1 

Kq OF; 1 Sbidi's Dtinli Bbckir 9 or 1 Shhzla's Munit QaT ; 

Shinie 

IShizile's Nozzle Wiper S3 

Shizzle 

N i 

575 

1150 1 

2250 
i 2250 

3400 j 
i 3400 

4500 
i 4500 

5650 : 
5650 

None 

85# 00# 

i 47 55 

Kwlorlor'korwi ! 98 56 

' Torwo Pathfinder 
; Torwo Pathfinder 

i Torwo Pathfinder 
Torwo Pathfinder 

i N i 

1 725 

1450 

1 2900 

I 4400 

5850 

|7300 

None 


< 47 53 

J.D. Collie 

I J.D. Collie 

1 * 

[jl00_ 

800 

1600 

12350 

j 3150 

3950 

None 


48 53 

' Torwo Pothlinder 

{ Torwo Pothfinder 

Y 

1_5H_ 

1050 

2)00 

I3150 

1 4200 

|S250 

i None 

BShU'cha 

1 DBMkfiwichAr fir 1 RftfKKlnvAr 

1 50 55 

: Torwo Pathfinder 

! Torwo Pathfinder 

N 

1 575 

1150 

2250 

|3400 

I 4500 

15650 

None 

Hu Ur. 1 moSISIiihmIw ✓ or i DWiioiuyBi f 

51 55 

Jrokle 

Donovo Snowden 

Y 

280 

.150 

1100 

1700 

2250 

2800 

None 

— 

LlWlkarn PuLifl 

47 53 

J.0, Collie 

* J.D.CoRie 

N 

400 

800 

■ 1600 

'2350 

3)50 

_?95g 

None 

■Mniwn rywi 
ytiaelolLor'korwi 

48 53 

; Torwo Polhfinder 

Torwo Pathfinder 

u 

525 

i 1050 

1 2100 

, 3150 
' 2350 

4200 

3150 

5250 
! 3950 

None 

None 

li^n Pylon, 

47 53 

49 55 

jJ.I).CoBie 
; liv Rizzlefix 

J.D. Collie _ _ 

Liv Rizzlefix 

N 

i 

1 1150 

2250 

J400 

* 9M 

15650 

^ _ 85# 00# 

hTy 

47 52 

: liv Rizzlefix 

Larion 

1 N 

1 500 

1 1000 

2050 

3050 

4100 

5100 

None 


Ir 


ARMOR 



42 

Kobes ot Insight 

47 

Dot 

123 1 

259 

65# 

5 

Brown linen Robe 

P 

SPELL Reduces Cost of next spell by up to 500 





5 

Red Linen Robe 

50 

Embrace of the Wind Serpent 

55 

BoA 

143 2 

! ' 02# 

74# 

N/A 

Sleeping Robes 

P 

SPELL Nature Resist +12 






5 

White Linen Rohe 

57 

Alanna's Embrace 

62 

BoA 

161 3 

1 02# 

22# 

6 

Beoded Robe 

P 

SPELL Increose spell Dmg 10 






6 

Beaded Wraps 

57 

Robe of the Archmage 

62 

BoA 

161 2 

88# 

IS# 

6 

Foreman Vest 

P 

SPELL Increase spell Dmg 20 






6 

Journeyman's Robe 

57 

Robe of the Void 

62 

BoA 

161 2 

89# 

20# 

6 

Journeyman's Vest 

P 

SPELL Increose Shodow Dmg 28 






7 

Blue Linen Vest 

57 

Vestments of the Devout 

62 

BoA 

161 2 

^ 90# 

28# 

7 

Red Linen Vest 

P 

SPELL Increase Heoling 66 






8 

Ancestral Robe 








8 

Ancestral Tunic 








8 

Disciple's Robe 








8 

Disciple's Vest 








N/A 

Banshee Armor 



IV torwir 5 Overshirt 

19 Tree Bark Jacket 

20 Necrology Robes 

► SPELL Shodow Resist +5 

21 Block Velvet Robes 

24 Robes of Arugol 

26 Mechbuilder's Overalls 

► SPELL Arcane Resist ^5 

29 Beguiler Robes 

N/A Civinod Robes 

. N/A Enchonted Gold Bloodrobe 

33 Robe of Povrer 

P SPELL Increase spell Dmg 7 

35 Deoth's Heod Vestment 

35 Robe of the Magi 

P SPELL Increose spell Dmg 11 

36 Elemental Raiment 



239 52« 


BoE 

BoA 


32« 23# 

41# 9B# 


46# B5# 

47# 00# 


BoE 

BoE 


53# 10# 

50# 67# 


41 


BoE 


SPELL Increase spell Dorn 1 1, Arcane, Fire, Frost, Nature & Shodow Resist +5 


Robes of the Lich 

Dreomweove Vest 45 

SPELL Increase spell Dorn 9 Random 
Grimlok'sTribol Vestments 47 

Funerol Pyre Vestment 51 

SPELL Rre & Shadow Resist -rlO 
50 Vestments of the Atol'oi Prophet 55 

52 Robe of Winter Night 57 

P SPELL Increose Shadow Dmg 24 

55 Mooncloth Vest 60 

55 Robes of the Royol Crown 60 

56 Necropile Robe 61 

56 The Postmaster's Tunic 61 

i|: 57 Freezing Lich Robes 62 

P SPELL Increase Frost Dmg 25, Frost Resist + 1 5 
5B Robes of the Exohed 63 

P SPELL Increase Healing 62 

,5B 1 Widow's Clutch [ 63 

ip . I SPELL Arcane Resist -f 1 3 [ 


9 Borbaric Linen Vest 

9 Blue Linen Robe 

N/A Horvester's Robe 

10 Jester's Blouse 

10 Jester's Robe 

N/A Monaweave Robe 

N/A Robe of the Keeper 

N/A Spell fire Robes 

11 Native Robe 

11 Native Vest 

12 Mogister's Robe 

12 Mogister's Vest 

13 Green Woolen Robe 

13 Noble's Robe 

13 Robe of Evocation 

13 Runic Cloth Robe 

13 Runic Cloth Vest 

13 Solstice Robe 

14 Willow Robe 

14 Willow Vest 

15 Aboriginal Robe 

15 Aboriginal Vest 

IS Blue Overalls 


BoA 

BoE 




10 

10 

10 

10 

11 

11 

11 

11 

11 

12 

12 

13 

13 

13 

13 

14 
14 

14 

15 
15 
15 
15 
IS 

15 

16 
16 
17 
17 
IB 
IB 
IB 
IB 
IB 
IB 
19 

19 

20 
20 


BoA 

BoA 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


30 

33 

33 

33 

33 

33 

36 

36 

39 

39 

39 

39 

42 

42 

42 

45 

45 

45 

45 

45 

45 

47 

47 

49 

49 

51 

51 

51 

51 

51 

51 

53 

53 

55 

55 


106 

69# 

03# 

15 

Whispering Vest 

20 

BoE 

33 

55 

108 

79# 

46# 

16 

Gray Woolen Robe 

21 

BoE 

57 




16 

Seer's Podded Armor 

21 

BoE 

57 

113 

89# 

97# 

16 

Seer's Robe 

21 

BoE 

57 

122 

1 23# 

56# 

N/A 

Grunt Vest 

22 

BoA 

59 




N/A 

Horlequin Robes 

22 

BoA 

59 

131 

1* 51# 

46# 

17 

Robe of the Moccosin 

22 

BoA 

59 

136 

1 70# 

25# 

18 

Bloody Apron 

23 

BoA 

60 




18 

Bucconeer's Robes 

23 

BoE 

60 

143 

2> 00# 

42# 

18 

Bucconeer's Vest 

23 

BoE 

60 

143 

2 04# 

75# 

18 

Greater Adept's Robe 

23 

BoE 

60 

145 

2' 07# 

32# 

18 

Mystic's Robe 

23 

BoE 

60 

145 

2 11# 

17# 

18 

Mystic's Wrop 

23 

BoE 

60 

148 

2« 17# 

78# 

N/A 

High Robe of the Adjudicator 

24 

BoA 

62 




19 

Ritual Shroud 

24 

BoE 

62 

150 

2 31# 

18# 

19 

Ritual Tunic 

24 

BoE 

62 




N/A 

Fen Keeper Robe 

25 

BoA 

63 

150 

2- 25# 

12# 

N/A 

Robe of Solomon 

25 

BoA 

63 




N/A 

Robes of Antiquity 

25 

BoA 

63 




20 

Scholarly Rob« 

25 

BoE 

63 




20 

Shimmering Armor 

25 

BoE 

63 




20 

Shimmering Robe 

25 

BoE 

63 




H/A 

Astral Knot Blouse 

26 

BoA 

65 




N/A 

Astrol Knot Robe 

26 

BoA 

65 




N/A 

Nether-lace Robe 

26 

BoA 

65 




N/A 

Nether-lace Tunk 

26 

BoA 

65 




21 

Pagan Vest 

26 

BoE 

65 




21 

Pagan Wraps 

26 

BoE 

65 



i 

21 

Stnoldering Robe 

1 U 

BoE 

65 


2# ni 

2 « 7(1 


2« 7S|| 

2« NI 


2 * 7(1 


4f IS| 
4# 121 


5« 

S« 

s« 

6« 

6« 

6« 

7« 

7# 

/• 

f 

e# 

e# 

89 

89 

89 

109 


99 HI 

99 SOI 


109 (d 
109 321 
119 
109 
109 
109 (d 
129 iSI 
129 
129 071 
129 
129 3d 
119 U| 
129 



Pj:NI!.l-liVIIIM 


1# 

98# 

99# 

94# 

99# 

19# 

1# 

21# 

1# 

31# 

1# 

21# 

1# 

19# 

19 

61# 

I# 

60# 

19 

87# 

2# 

03# 

I# 

91# 

2# 

05# 

29 

27# 

2# 

24# 

2# 

43# 

2# 

68# 

2# 

75# 

2# 

74# 

29 

75# 

2# 

94# 

29 

76# 

3# 

41# 

3# 

25# 

3# 

58# 

3# 

Bl# 

4# 

45# 

49 

23# 

4# 

20# 

4# 

17# 

4# 

42# 

49 

15# 

49 

92# 

4# 

88# 

5# 

77# 

5# 

42# 

5# 

89# 

5# 

47# 

69 

38# 

6# 

75# 

6# 

48# 

7# 

45# 

7# 

62# 

79 

68# 

9# 

90# 

9# 

37# 

9# 

47# 

19 

84# 

19 

15# 

>9 

09# 


I# 0S« 
'# 99# 

# SO# 

# 44# 

# 32# 

# 29# 

# 35# 

# 36# 

# 44# 

# 85# 

# 03# 

9 07# 

9 48# 

9 36# 

9 68# 

9 07# 



Vkar's Robe 

26 

BaE 

65 

12# 

62# 

Dniidic Robe 

27 

BoE 

67 

13# 

699 

DruidkVest 

27 

BoE 

67 

13# 

74# 

lesser Wizard's Robe 

27 

BoE 

67 

13# 

389 

Socrificiol Robes 

27 

BoE 

67 

13# 

22# 

Sunfire Armor 

27 

BoE 

67 

13# 

28# 

Sunfire Robe 

27 

BoE 

67 

149 

12# 

Efflorescent Robe 

28 

BoA 

68 

15# 

44# 

Songuine Armor 

28 

BoE 

68 

149 

30# 

Sanguine Robe 

28 

BoE 

68 

149 

73# 

Enchantress Robe 

29 

BoE 

69 

169 

869 

Enchantress Wraps 

29 

BoE 

69 

169 

449 

Azure Silk Vest 

30 

BoE 

71 

189 

74# 


> SPELL Increase Frost Dam 4 


8 

Highlwalker Armor 

30 

BoE 

71 

18# 

06# 

is 

Robes of Arcono 

30 

BoE 

71 

18# 

07# 

8 

Watcher's Jerkin 

30 

BoE 

71 

18# 

70# 

3 

Watcher's Robes 

30 

BoE 

71 

17# 

16# 

8 

Death Speaker Robes 

31 

BoA 

72 

19# 

00# 

J 

Roincoller Robes 

31 

BoE 

72 

19# 

46# 

8 

Raincoller Vest 

31 

BoE 

72 

19# 

32# 

8 

Robes of the Shadowcoster 

31 

BoE 

72 

20# 

38# 

8 

SRver-thread Armor 

31 

BoE 

72 

20# 

69# 

8 

SRver-ihreod Robe 

31 

BoE 

72 

19# 

88# 

'1 

Soge's Cloth 

32 

BoE 

73 

219 

48# 

1 

Soge'sRobe 

32 

BoE 

73 

21# 

56# 

] 

Green Silk Armor 

33 

BoE 

75 

23# 

98# 

n 


33 

BoE 

75 

24# 

80# 

3 

Solyr's Tunic 

33 

BoE 

75 

23# 

55# 

!f 

Beosiwalker Robe 

34 

BoE 

76 

27# 

34# 

8 

Earthen Vest 

34 

BoE 

76 

26# 

96# 

■8 

Pressed Felt Robe 

34 

BoE 

76 

25# 

38# 

8 

Siren's Drape 

34 

BoE 

76 

279 

26# 

8 


34 

BoE 

76 

26# 

00# 

1 

Elder's Padded Armor 

35 

BoE 

77 

29# 

98# 

'b 

Elder's Robe 

35 

BoE 

77 

29# 

55# 

'jl 

Ihktlelur Jerkin 

36 

BoE 

79 

33# 

36# 

8 

Dustlefur Robe 

36 

BoE 

79 

30# 

41# 

19 

Dryod's Raiment 

37 

BoE 

81 

35# 

53# 

9 

Dryod's Tunic 

37 

BoE 

81 

35# 

79# 

,W 

Dustfall Robes 

37 

BoA 

81 

33# 

39# 

!9 

Stormcloud Armor 

37 

BoE 

81 

33# 

29# 

9 

Stormcloud Robe 

37 

BoE 

81 

359 

62# 

‘b 

Conjurer's Robe 

38 

BoE 

83 

38# 

20# 

D 

Conjurer's Vest 

38 

BoE 

83 

37# 

09# 

a 

Robe of Ooan 

38 

BoA 

83 

39# 

03# 

» 

Slonecloth Robe 

39 

BoE 

85 

39# 

47# 

N 

Slonecloth Vest 

39 

BoE 

85 

42# 

66# 

vt 

Boroque Apron 

40 

BoA 

88 

44# 

56# 

I/A 

Doomsayer's Robe 

40 

BoA 

88 

43# 

24# 

w 

Inferno Robe 

40 

BoA 

88 

43# 

86# 

t 

SPELL Increase Fire Dmg 13 






A/A 

Robe of Crystal Waters 

40 

BoA 

88 

41# 

92# 

15 

Twilight Armor 

40 

BoE 

88 

46# 

20# 

15 

Twilight Robe 

40 

BoE 

88 

41# 

94# 

a 

Aurora Armor 

41 

BoE 

90 

45# 

47# 

u 

Aurora Robe 

41 

BoE 

90 

45# 

65# 

a 

Block Mogeweove Vest 

41 

BoE 

90 

48# 

15# 

a 

Crimson Silk Robe 

41 

BoE 

90 

47# 

41# 

a 

Geomoncer's Jerkin 

41 

BoE 

90 

489 

87# 

a 

Geomoncer's Wraps 

41 

BoE 

90 

46# 

94# 

9 

Block Mogeweove Robe 

42 

BoE 

92 

52# 

57# 

I 

Embersllk Robes 

42 

BoE 

92 

52# 

40# 

I 

Embersilk Tunic 

42 

BoE 

92 

51# 

64# 

a 

Red Mogeweove Vest 

43 

BoE 

94 

57# 

99# 

a 

Shodoweave Robe 

43 

BoE 

94 

57# 

38# 

t 

SPELL Increase Shadow Dmg 13 






a 

Sorcerer Drope 

43 

BoE 

94 

58# 

01# 

a 

Sorcerer Robe 

43 

BoE 

94 

54# 

48# 

8 

Silksond Tunic 

44 

BoE 

96 

58# 

88# 

8 

Silksond Wraps 

44 

BoE 

96 

62# 

23# 

to 

Gndercloth Robe 

45 

BoE 

98 

66# 

44# 

► 

SPELL Increase Rre Dmg 16 






to 

Regal Armor 

45 

BoE 

98 

669 

92# 

to 

Regal Robe 

45 

BoE 

98 

67# 

63# 

1 

Stormcloth Vest 

45 

BoE 

98 

659 

97# 

0 

SPELL Increase Healing 26 






11 

Dorkmist Armor 

46 

BoE 

100 

72# 

06# 


GOOD CLOTH CHEST ARMOR continued 


41 Darkmist Wraps 

41 Mistscape Armor 

41 Mistscape Robe 

42 Lunar Roiment 

42 Lunar Vest 

43 Royal 8louse 

43 Royol Gown 

44 Windchaser Robes 

44 Windchaser Wraps 

45 Gossamer Robe 

45 Gossamer Tunic 

N/A Mage Dragon Robe 

46 Bloodwoven Jerkin 

46 Bloodwoven Wraps 

46 Frostweave Robe 

> SPELL Increase Frost Dmg 14 

46 Frostweove Tunk 

b SPELL Increase Frost Dam 14 

45 Hibernol Armor 

46 Hibernal Robe 

47 Cindercloth Vest 

b SPELL Increase Fire Dam 14 

47 Goea's Roiment 

47 Gaeo's Tunic 

47 Runeclotb Robe 

47 Runeclotb Tunk 

48 Illusionary Robe 

48 Illusionary Wraps 

49 Brightcloth Robe 

b SPELL Frost Resist +16, Shadow Resist +15 

49 Venomshroud (hestguard 

49 Venomshroud Silk Robes 

50 Duskwoven Robe 

50 Duskwoven Tunic 

50 Ghostweave Vest 

b SPELL Restores 7 MP Every 5 Sec 

N/A Royal Highmork Vestments 

51 High Arcone Robe 

51 High Arcane Tunic 

51 Necrotic Drape 

51 Necrotic Silk Robes 

52 Arachnidion Armor 

52 Arachnidion Robes 

53 Mystical Armor 

53 Mystkal Robe 

N/A Astoria Robes 

54 Fay Robes 

54 Fay Vest 

54 Highborne Padded Armor 

54 Highborne Robes 

55 Bonecoster's Shroud 

55 Bonecoster's Vest 

55 Coldtouch Phantom Wraps 

b SPELL Arcane Resist +1 3, Frost Resist +20 

55 Wizardweave Robe 


SPELL Arcone Resist +17, Fire Resist +18 
Celestial Silk Robes 
Celestiol Tunk 
Felcloth Robe 

SPELL Increose Shodow Dmg 21 
Zephyr Armor 
Zephyr Robe 
57 Novo Armor 

57 Novo Robes 

58 Demonskin Chestpiece 

58 Demonskin Robes 

59 Elunarion Silk Robes 

59 Elunarion Vest 

59 Empyreal Armor 

59 Empyreol Robe 

60 Eternal (hestguard 
Eternal Wraps 


60 Lkh's Armor 

iO Lkh's Robe 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoE 

BoE 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


100 

100 

100 

103 

103 

105 

105 

107 

107 

109 

109 

109 

111 


111 

111 

113 

113 

113 

113 

113 

115 

115 

117 

117 

117 

120 

120 

120 

120 
122 
122 
122 
122 
124 
124 
126 
126 
128 
128 
12B 
1 28 
128 
130 
130 
130 


132 

132 

132 

132 

132 

134 

134 

136 

136 

139 

139 

139 

139 

140 
140 
140 
140 


679 

709 

769 

759 

829 

849 

879 

919 

949 

939 

90# 

999 

989 

969 


329 

369 

29# 

329 

31# 

41# 

35# 


709 

079 

169 

989 

59# 

51# 

909 

06# 

249 

069 

72# 

589 

269 

539 

659 


049 389 

96# 94# 

05# 61# 


11 # 

019 

09# 

089 

12 # 

139 

209 


159 

31# 

17# 

78# 

71# 

969 

899 


209 029 
239 539 


219 

279 

289 


53# 

11 # 

599 


29# 
22 # 
22 # 
829 
359 
329 
569 
409 
759 
50# 61# 

50# 20# 


519 

579 

569 

62# 


719 

759 

25# 

73# 

849 

949 

089 

029 

069 

979 

169 

01 # 

15# 

21 # 


379 

929 

779 

09# 

309 

299 


339 

999 

539 

389 

B59 

899 

87# 

089 

79# 

22 # 

309 

639 

72# 

33# 

37# 

429 

M9 





>l/\i>u/\kij C-LOin /%iiivtOR 


N/A 

Gomemaster's Robe 

1 

BoA 

3 


19 

1 

Light Magesmith Robe 

4 

None 

12 


69 

1 

Scarlet Initiate Robes 

4 

None 

12 


69 

M/A 

Rax Vest 

5 

BoA 

15 


109 

N/A 

Soft Wool Vest 

5 

BoA 

15 


99 

1 

Tattered Cloth Vest 

5 

None 

15 


99 

1 

Thin Goth Armor 

5 

None 

15 


109 

N/A 

Woodland Robes 

5 

None 

15 


109 

3 

Brown Linen Vest 

8 

None 

23 


319 

3 

Plain Robe 

8 

None 

23 


329 

3 

Snowy Robe 

8 

None 

23 


319 

4 

Spider Web Robe 

9 

None 

26 


469 

4 

Violet Robes 

9 

None 

26 


449 

5 

Knitted Tunk 

10 

None 

29 


569 

N/A 

Worm Winter Robe 

10 

BoA 

29 


559 

N/A 

Well-stitched Robe 

10 

BoA 

29 


559 

5 

Woven Vest 

10 

None 

29 


599 

8 

Double-stitched Robes 

13 

None 

37 

19 

219 

12 

Green Woolen Vest 

17 

None 

47 

29 

169 

12 

Heavy Weave Armor 

17 

None 

47 

29 

249 

12 

Robe of Apprenticeship 

17 

None 

47 

29 

329 

12 

Stonesplinter Rags 

17 

None 

47 

29 

239 

13 

Doloron Wizard's Robe 

18 

None 

49 

29 

579 

17 

Thick Cloth Vest 

22 

None 

56 

49 

549 

17 

White Woolen Dress 

22 

None 

56 

49 

669 

18 

Shimmering Silk Robes 

23 

None 

57 

59 

319 

22 

Podded Armor 

27 

None 

63 

89 

329 

24 

Chromotic Robe 

29 

None 

66 

109 

189 

32 

Burning Robes 

37 

None 

77 

219 

989 


i m' W STANDARD CLOTH CHEST ARMOR < 


32 

Crimson Silk Vest 

37 

None 

77 

209 


32 

Russet Vest 

37 

None 

77 

209 


45 

Embroidered Armor 

SD 

None 

103 

559 

U|( 

45 

Silver Dress Robes 

50 

None 

103 

539 



^ INFERIOR CLOTH CHEST ARMOR 



1 

Acolyte's Robe 

1 

None 

3 


T' 

1 

Acolyle's Robe 

1 

None 

3 


i( 

1 

Apprentice's Robe 

1 

None 

3 


ii 

1 

Apprentice's Robe 

1 

None 

3 


ii 

1 

Apprentice's Robe 

1 

None 

3 


i« 

1 

Neophyte's Robe 

1 

None 

3 


If 

1 

Neophyte's Robe 

1 

None 

3 


ii 

1 

Neophyte's Robe 

1 

None 

3 


If 

1 

Novke's Robe 

1 

None 

3 


If 

1 

Novke's Robe 

1 

None 

3 


If 

1 

Frayed Robe 

4 

None 

11 


<f 

2 

Patchwork Armor 

7 

None 

19 


Mf 

8 

Colko Tunic 

13 

None 

35 


Klf 

12 

Convos Vest 

17 

None 

44 

19 

13f 

18 

Brocade Vest 

23 

None 

54 

39 

3/f 

24 

Cross-stitched Vest 

29 

None 

62 

69 

I3f 

32 

InterlocedVest 

37 

None 

73 

149 

m 

38 

Crochet Vest 

43 

None 

85 

229 

fff 

52 

Twill Vest 

57 

None 

111 

589 

1/f 

61 

1 Mesh Armor 

66 

None 

128 

889 

Jt 




Nightfall Drape 
Featherskin Cape 

50 Blisterbane Wrap 
SPELL Shadaw Resist ^6 
Claak of Fire 

SPELL Oook of Rre, Rre Resist +6 
Dark Phantom Cape 

51 Stoneshield Gook 


BoE 

BoE 


16 

Firebone Cloak 

21 

BoE 

31 

69 

179 

S3 

Cope of the Fire Solomonder 

58 

BoA 

69 

► 

SPELL Rre Resist >5 






► 

SPELL Fire Resist +7 




17 

Glowing Lizordscole Cloak 

22 

BoA 

32 

79 

019 

53 

Mogeflome Gook 

58 

BoE 

69 

19 

Sentry Cloak 

24 

BoE 

34 

89 

639 

P 

SPELL Increase Rre Dorn 13, Rre Resist +10 




20 

Cope of the Brotherhood 

25 

BoA 

35 

99 

409 

54 

Royal Tribunol Gook 

59 

BoA 

70 

23 

Amy's Blonket 

28 

BoE 

37 

139 

319 

55 

Onyxio Scale Gook 

60 

BoE 

72 

24 

Glowing Thresher Cope 

29 

BoA 

38 

159 

239 

► 

SPELL Rre Resist +16 




29 

Tigerstrike Mantle 

34 

BoE 

42 

249 

469 

55 

The Emperor's New Cope 

60 

BoA 

72 

32 

Dork Hooded Cope 

37 

BoE 

45 

319 

599 

56 

Stoneskin Gargoyle Cope 

61 

BoA 

73 

33 

Wing of the Whelping 

38 

BoE 

46 

349 

289 

> 

SPELL AHock Power 20 




34 

Energy Gook 

39 

BoE 

47 

369 

729 

58 

Bloodmoon Gook 

63 

BoA 

75 

► 

SPELL Restores 375-425 Mono (1 Hr Cooldown) 





► 

SPELL Arcane Resist +7 




35 

Icy Gook 

40 

BoE 

48 

379 

889 

58 

Cope of the Block Boron 

63 

BoA 

75 

► 

SPELL Frost Resist +11 






58 

Frostweover Cope 

63 

BoA 

75 

35 

Silky Spider Cope 

42 

BoA 

51 

479 

999 

► 

SPELL Frost Resist +10 




41 

Blockmetol Cope 

46 

BoE 

55 

639 

419 

!N/A I shroud of the Exile | 

63 

BoA 

75 


02« ill 
059 m 
099 aoi 

129 80f 

149 M# 

159 M# 

399 /II 

359 «# 


379 

519 


459 8i| 

529 Oil 

689 841 

649 98# 

699 48# 

19 789 55t , 



:ontinued 



1 # 

10 

10 

10 

10 

10 

10 

10 

10 

10 


610 

950 

800 


120 800 

140 890 

150 940 

390 790 

150 850 

170 380 


150 880 

i20 010 


40 980 

90 480 


80 550 


UMiK ui me reupie ^ miimu 

Fecal Cook 

15 

BoE 

22 

20 

200 

22 

Emblazoned Cook 

27 

BoE 

33 

120 

820 

Fine Leather Cook 

15 

BoE 

22 

20 

670 

N/A 

Engineer's Cook 

27 

BoA 

33 

90 

920 

finely Woven Cloak 

15 

BoA 

22 

20 

130 

22 

Pathfinder Cook 

27 

BoE 

33 

90 

650 

Gustweold Cook 

15 

BoA 

22 

20 

080 

N/A 

Preloty Cope 

27 

BoA 

33 

90 

840 

HorvestClook 

15 

BoE 

22 

20 

640 

22 

Roincoller Cook 

27 

BoE 

33 

90 

820 

long Draping Cope 

15 

BoA 

22 

20 

630 

22 

Slayer's Cope 

27 

BoE 

33 

90 

650 

Mystk Showl 

IS 

BoA 

22 

20 

070 

22 

Wolfmoster Cope 

27 

BoA 

33 

120 

680 

Hot Cloth Cook 

15 

BoE 

22 

20 

110 

23 

Cenorion Cope 

28 

BoE 

34 

100 

620 

Hothorion's Cope 

15 

BoE 

22 

30 

200 

23 

Glimmering Moil Cook 

28 

BoE 

34 

110 

120 

Sower's Cook 

IS 

BoA 

22 

20 

600 

23 

Sage's Cook 

28 

BoE 

34 

110 

200 


: Willow Cape 
Insaibed Leather (look 
Haider's Clock 
War Point Cloak 
Outrunner's Cloak 
Prospedor's Cloak 
Rihiol Cape 
Sear's Cape 


BoE 

BoE 


BoE 

BoE 

BoE 


20 

30 

20 

20 

20 

20 

20 

20 


190 

1S0 

340 

320 

670 

670 

870 

920 


23 Wicked Chain Cook 

24 Ambusher's Cloak 

24 Basilisk Scale dook 

24 Monk's Cloak 

24 Sotyr's Cape 

24 Siren's Cope 

N/A Windsong Drape 
N/A Cloak of the Faith 




, t Boor Hunter's Cape 
< Defender Cloak 
" Desperado Cope 

1 |i Druidk Clock 

1 1 Enchonted Moonstalker Clock 
I SPELL Form of the Moonstalker (Quest) 
G Feyscole Clock 

B Hulking Cloak 
1) Dvecseer's Cloak 


Bo 

Bo 

Bo 

Bof 

BoA 

BoA 

BoE 

BoE 


280 

310 

150 

160 

00 

420 

070 

300 


27 Stormcloud Cloak 

28 Conjurer's Clock 

N/A Garrison Clock 

28 Ghostwolker Cloak 

H/A Grimsteel Cope 

28 Marauder's Cloak 

28 Renegade Cloak 

28 Stonecloth Cope 

N/A Swiftrunner Cope 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


BoE 

BoE 

BoA 

BoE 

BoA 

BoE 

BoE 

BoE 


100 

110 

110 

150 

120 

110 

120 

130 


160 

170 

270 

170 

270 

170 

170 

170 

220 


620 

740 

680 

410 

150 

920 

070 

050 



4# 

tal Acidprool Cook 

18 

BoA 

26 

40 

740 

25 

Cutthroat's Cope 

30 

BoE 

35 

130 

570 


140 

Bandit Cook 

18 

BoE 

26 

40 

180 

25 

Elder's Cook 

30 

BoE 

35 

140 

110 


800 

( 1 Barkeeper's Cook 

18 

BoA 

26 

40 

620 

N/A 

High Apothecory Cook 

30 

BoA 

35 

130 

200 

10 

430 

M Burnished Cook 

18 

BoE 

26 

30 

270 

N/A 

Mourning Shawl 

30 

BoA 

35 

140 

110 

30 

370 

' i Deviote Stole Cook 

18 

BoE 

26 

40 

130 

25 

Pholonx Cook 

30 

BoE 

35 

130 

260 

60 

830 

Pogon Cope 

18 

BoE 

26 

30 

370 

N/A 

Repairmen's Cope 

30 

BoA 

35 

130 

560 

'40 

600 

, ' Stonemason Cook 

18 

BoE 

26 

40 

080 

26 

Ck>ak of Rot 

31 

BoE 

36 

140 

250 

220 

440 

■ " Subterraneon Cope 

18 

BoA 

26 

30 

070 

N/A 

Dworven Guard Cook 

31 

BoA 

36 

220 

220 

580 

970 

1 1 Timberlond Cope 

18 

BoA 

26 

40 

800 

26 

Infiltrator Cook 

31 

BoE 

36 

170 

690 

BB0 

430 . 

; Burroneer's Cope 

19 

BoE 

26 

30 

580 

26 

Pillager's Cook 

31 

BoE 

36 

140 

130 



' Grunt's Cope 

19 

BoE 

26 

30 

530 

26 

Thistlefur Cook 

31 

BoE 

36 

150 

310 



; Miner's Cope 

19 

BoA 

26 

50 

480 

27 

Burning Blade Cope 

32 

BoE 

37 

150 

550 



1 Moonstolker's Cope 

19 

BoE 

26 

30 

530 

27 

Dryod's Cope 

32 

BoE 

37 

160 

360 



Peorl-closped Cook 

19 

BoE 

26 

30 

700 

27 

Heodhunter's Cook 

32 

BoE 

37 

150 

550 



•! Privateer's Cope 

19 

BoE 

26 

50 

560 

27 

Insignio Cook 

32 

BoE 

37 

210 

180 



Block Whelp Cook 

20 

BoE 

27 

50 

190 

27 

Moil Combat Cook 

32 

BoE 

37 

160 

580 


764 

790 

300 

100 

480 

100 

780 

070 

390 


1 (j Scouting Cook 

20 

BoE 

27 

50 

580 

28 

Vibrant Silk Cope 

33 

BoE 

37 

170 

780 

( li Brhtlebark Cope 

21 

BoE 

28 

40 

680 

N/A 

Wotch Moster's Cook 

33 

BoA 

37 

230 

210 

(I; Heavy Woolen Cook 

21 

BoE 

28 

40 

750 

29 

Archer's Cook 

34 

BoE 

38 

230 

820 

1 li Shimmering Cook 

21 

BoE 

28 

50 

120 

29 

Geomoncer's Cook 

34 

BoE 

38 

200 

460 

i f Forest Leather Cook 

22 

BoE 

29 

70 

020 

29 

Knight's Cook 

34 

BoE 

38 

200 

000 

1 1' Fortified Cook 

22 

BoE 

29 

50 

700 

N/A 

Yeti Fur Clook 

34 

BoA 

38 

230 

520 

[ 1' Sanguine Cope 

22 

BoE 

29 

50 

510 

30 

Azure Silk Cook 

35 

BoE 

38 

220 

400 

’ P Wrangler's Cook 

22 

BoE 

29 

50 

380 

► 

SPELL Increose Frost Dorn 6 






I 1 Ancient Cook 

23 

BoE 

30 

90 

160 

30 

Howkeye's Cook 

35 

BoE 

38 

200 

700 

! Hide of Lupos 

23 

BoE 

30 

70 

810 

30 

SporkMell Cook 

35 

BoE 

38 

200 

700 

1 1 Regent's Clook 

23 

BoE 

30 

70 

810 

30 

Twilight Cope 

35 

BoE 

38 

210 

110 

I 1 Spiked Chain Cook 

23 

BoE 

30 

60 

080 

31 

Chief Brigodier Cook 

36 

BoE 

39 

230 

400 

i 1 SpirHClook 

23 

BoE 

30 

60 

550 

31 

Crimson Silk Cook 

36 

BoE 

39 

230 

140 

1 ! SporidCape 

23 

BoA 

30 

60 

300 

► 

SPELL Rre Resist +7 






1 Sunlire Cook 

23 

BoE 

30 

60 

250 

31 

Embersilk Cook 

36 

BoE 

39 

230 

870 

i ’ Lambent Stole Clook 

24 

BoE 

31 

60 

870 

31 

Frost Leather Cook 

36 

BoE 

39 

220 

690 

1 [1 Pirate's Cook 

24 

BoE 

31 

80 

870 

► 

SPELL Increose Frost Dorn 7 






1 ! Sentry's Cope 

24 

BoE 

31 

60 

870 

31 

Sentinel Cook 

36 

BoE 

39 

300 

920 

t Syhon Clook 

24 

BoE 

31 

70 

440 

31 

Witch Doctor's Cook 

36 

BoE 

39 

220 

770 

’ Watcher's Cope 

24 

BoE 

31 

70 

470 

32 

Aurora Cook 

37 

BoE 

41 

250 

360 

J Enchontress Cook 

25 

BoE 

32 

80 

290 

32 

Glyphed Cook 

37 

BoE 

41 

320 

900 

: firemoil Cook 

25 

BoE 

32 

120 

840 

32 

Guardian Cook 

37 

BoE 

41 

250 

360 

1 SPELL Rre Resist +5 






32 

Long Silken Cook 

37 

BoE 

41 

240 

960 

7 Heavy Runed Cook 

25 

BoE 

32 

110 

660 

32 

Nocturnol Cook 

37 

BoE 

41 

250 

040 

: Inferno Cook 

25 

BoE 

32 

80 

310 

32 

SlHhid Scale Cook 

37 

BoE 

41 

250 

040 

-> SPELL Rre Resist +5 






33 

Berserker Cook 

3B 

BoE 

42 

270 

180 

!! Kodo Hide Clook 

25 

BoE 

32 

70 

760 

33 

Elven Cope 

3B 

BoE 

42 

360 

480 

!! Webwing Cook 

25 

BoE 

32 

100 

280 

33 

Silksond Cope 

3B 

BoE 

42 

280 

890 

r Hottleforge Clook 

26 

BoE 

32 

90 

220 

33 

Sorcerer Cook 

38 

BoE 

42 

270 

080 

' Qocik of Night 

26 

BoE 

32 

90 

010 

34 

Captain's Cook 

39 

BoE 

43 

300 

150 

r Dervish Cope 

26 

BoE 

32 

120 

000 

34 

Dorkmist Cope 

39 

BoE 

43 

310 

760 

Feathered Cope 

26 

BoE 

32 

110 

36# 

34 

Rovoger's Cook 

39 

BoE 

43 

290 

21# 



GOOD CLOTH CLOAKS continued 


GOOD CLOTH CLOAKS continued 



, 34 Worden's (look 

35 Lunar Dock 

I 35 Ranger Cloak 

; 35 Regal Clook 

36 Ancient (look 

36 Brigode Cloak 

36 Brilliant Red Cloak 

36 Imperial Leather Qoak 

36 Mistscape Oook 

36 Wolf Rider's Cloak 

37 Assassin's Cape 

37 Blackforge Cape 

I N/A Ceremonial Contour Blanket 

I N/A Cloak of Blight 

' N/A Oorktide Cope 

I 37 Windchaser Cloak 

! 38 Bloodwoven Cloak 

i 38 8onelinkCape 

; 38 RoyolCope 

N/A Scorched Cape 

N/A Storgazer Clook 

38 Tracker's Cloak 

39 Cobalist Cloak 

39 Chompion's Cape 

39 Gossomer Cape 

39 Khon's Clook 

39 Scorposhi Cope 

; 39 Well Oiled Cloak 

i N/A Bottlemoster Cape 

► SPELL Attack Power 10 

40 Goeo's Clook 

40 Gryphon Moil Clook 

, 40 Heroldic Cloak 

' N/A Moster Apothecary Cape 

N/A Medicine Blanket 

N/A Parachute Clook 


SPELL Reduces Fall Speed for 30 Sec (30 Min Cooldown) 


Rogeclow Clook 

40 Warmonger's Clook 

41 Emberscole Cape 

41 Hibernal Clook 

41 Icebrond Cape 

41 Nightscope Clook 

41 Vampiric Cope 

41 Venomshroud Cape 

I 42 Chieftoin's Cloak 

' 42 Thunderscole Cope 

43 Big Voodoo Cloak 

N/A Choinlink Towel 

43 Illusionary Clook 

43 Keeper's Clook 

43 Lord's Cope 

43 Necrotic Cope 

43 Protector Cope 

44 Arochnidion Cope 

44 Duskwoven Cope 

44 Ironhide Cloak 

44 Jodefire Cloak 

44 Righteous Clook 

45 Crusader's Oook 

45 High Arcane Cloak 

45 Proetorion Cloak 

45 Serpentskin Cloak 

45 Wild Leother Cloak 

46 Doemonic Cloak 

46 Ebonhold Cloak 

46 Highborne Cloak 

46 Infernal Cope 

47 Bloodlust Cape 

47 Bonecaster's Cope 

47 Mystical Cope 

47 Pridelord Cope 

47 Spritecoster Cape 

47 Wingveil Clook 

48 Angelic Cloak 

48 8lackveil Cape 

48 Divine Cloak 

48 Fay Clook 


45 

45 

46 
46 
46 
46 
46 

46 

47 

47 

48 
48 
48 
48 
48 
48 

48 

49 
49 
49 
49 

49 

50 
50 
50 
50 

50 

51 
51 
51 

51 

52 
52 
52 
52 
52 

52 

53 
53 
53 
53 


8oE 

8oE 

BoE 

BoE 

BoE 


BoA 

BoA 

BoE 

BoE 

BoE 

BoE 

BoA 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


BoE 

BoE 

BoE 

BoA 

BoA 

BoE 

) 

BoE 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


33# 

32# 

49 

42# 

38# 

49 

32# 

81# 

49 

34# 

07# 

50 

36# 

62# 

50 

44# 

32# 

► 

46# 

77# 

N/A 

36# 

21# 

50 

34# 

07# 

► 

36# 

80# 

SO 

38# 

25# 

50 

40# 

12# 

50 

37# 

69# 

50 

58# 

26# 

50 

36# 

86# 

N/A 

40# 

44# 

N/A 

39# 

74# 

N/A 

42# 

57# 

51 

64# 

37# 

N/A 

63# 

70# 

► 

51# 

49# 

52 

55# 

57# 

52 

42# 

96# 

52 

42# 

97# 

52 

42# 

92# 

52 

42# 

92# 

S3 

44# 

83# 

53 

69# 

85# 

S3 



N/A 

48# 

77# 

► 

49# 

71# 

N/A I 

62# 

07# 

S3 ■ 

47# 

13# 

54 i 

48# 

53# 

54 1 

46# 

96# 

54 1 



55 1 

46# 

36# 

N/A 1 

48# 

03# 

► ! 

76# 

99# 

55 1 

50# 

11# 

56 i 

50# 

07# 

56 1 

52# 

63# 

56 1 

50# 

07# 

56 S 

53# 

47# 

56 V 


Runecloth Cloak 
Celestial Cape 
Impenetrable Qoak 
Stormhide Cloak 
Abyssal Cape 
Brightcloth Cloak 
SPELL Increose Frost Dam 6, 
Chemist's Smock 
Cindercloth Cloak 
SPELL Increase Rre Dam B 
Demonskin Qoak 
Graverot Cope 
Nether Runed Qoak 
Spiritwalker Cloak 
Zephyr Cloak 


SPELL Increose Fire Dam 10 


BoE 

BoE 

BoE 

BoE 

BoE 


Frost & Shadow Resist +7 

55 BoA 

55 BoE 


B79 
929 
859 HI 
85 9 3d 
989 
979 


909 

959 


SPELL Increase Heeling 20 


SPELL Arcane Resist +15 


Archivist Cape 
Kroken Cape 
Lkh's Qook 
Seraphim Cape 


67# 

59# 

63# 

96# 

60# 

58# 

63# 

59# 


95# 

37# 

23# 

31# 

29# 

40# 

ZO# 

19# 


55 

55 

55 

55 

55 

56 
56 
56 
56 

56 

57 
57 
57 
57 

57 

58 
58 
58 
58 

58 

58 

59 
59 
59 


BoE 

BoE 

BoA 

BoA 

BoA 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoE 


BoA 

BoE 

BoE 

BoE 

BoE 

BoA 


BoE 

BoE 

BoE 


60 

60 

61 

61 

61 

61 

61 

62 

62 

62 

62 

62 

63 

63 

63 

63 

63 

63 

64 
64 

64 

65 
65 

65 

66 
66 
66 
66 
66 


949 
369 
909 311 
139 III 
949 2/1 
959 
959 
969 
959 
049 


079 
349 
109 
059 
019 III 
379 131 
169 Ml 
409 111 

169 m 

679 HI 
079 M 
129 lil 
229 /4| 
149 K| 
949 in 
189 Ml 

539 fn 
639 M 
339 3/| 
349 311 
249 531 
369 331 



SB# 

40# 

N/A 

Battered Cloak 

5 BoA 

■PH 


67# 

95# 

N/A 

Battleworn Leather Cape 

5 BoA 

7 

f| 

66# 

67# 

N/A 

Bear Shawl 

5 BoA 

7 

1| 

62# 

49# 

N/A 

Draped Cloak 

5 BoA 

7 

/| 

62# 

49# 

N/A 

Ensign Cloak 

5 BoA 

7 

III 

80# 

63# 

N/A 

Short Duskbot Cape 

5 BoA 

7 

|| 

73# 

45# 

1 

Webbed Cloak 

5 None 

7 

7 | 

70# 

32# 

N/A 

Wine-stoined Qook 

5 BoA 

7 

7 | 

66# 

86# 

1 

Linen Cloak 

6 None 

9 

111 

91# 

44# 

1 

Wispy Clook 

6 None 

9 

III 

90# 

17# 

N/A 

Adept's Qook 

B BoA 

12 

241 

■ 71# 

54# 

3 

Beoded Cloak 

8 None 

12 

24 | 

74# 

68# 

3 

Burnt Leather Cloak 

8 None 

12 

2t| 

73# 

64# 

3 

Charger's Cloak 

8 None 

12 

22| 

92# 

65# 

3 

Journeymon's Clook 

8 None 

12 

241 

75# 

84# 

3 

Primal Cape 

8 None 

12 

22| 

76# 

85# 

N/A 

Sun-beaten Cloak 

8 BoA 

12 

3i| 

81# 

21# 

N/A 

Thunderhorn Cloak 

8 BoA 

12 

3m 

75# 

84# 

3 

Warrior's Clook 

8 None 

12 

23| 

83# 

33# 

4 

Ancestral Clook 

9 None 

13 

32| 

78# 

31# 

4 

Battle Choin Cloak 

9 None 

13 

32| 

1 02# 

54# 

4 

Handstitched Leather Cloak 

9 None 

13 

34| 

01# 

02# 

4 

Infantry Cloak 

9 None 

13 

34| 

87# 

97# 

N/A 

Oil-stained Cloak 

9 BoA 

13 

331 

87# 

36# 

4 

Pioneer Cloak 

9 None 

13 

% 




Seosoned Rghter's Oook 

9 

BoA 

13 


48# 

1 

Rogged Leather Cloak 

3 

None 

4 


2# 

]i Iryaook 

9 

None 

13 


32# 

1 

Flimsy Choin Oook 

5 

None 

7 


7# 

|l Wendigo Fur Cloak 

9 

None 

13 


43# 

1 

Frayed Qoak 

5 

Hone 

7 


4# 

li Discjple's Cloak 

10 

None 

14 


42# 

1 

Loose Choin Cloak 

6 

None 

8 


11# 

Coot Fur aook 

10 

BoA 

14 


53# 

1 

Patchwork Qoak 

6 

None 

8 


7# 

i : GrinlyCope 

10 

None 

14 


41# 

5 

Worn Leother Qoak 

10 

None 

14 


36# 

! Hotive Clook 

10 

None 

14 


43# 

7 

Warped Leather Qoak 

12 

None 

16 


61# 

Ikl OUBbchy's Blanket 

10 

BoA 

14 


45# 

9 

Calico Cloak 

14 

None 

19 


71# 

M Wor Torn Cope 

10 

None 

14 


41# 

10 

Worn Moil Cloak 

15 

None 

20 

1# 

33# 


11 

None 

16 


58# 

11 

Patched Leather Cloak 

16 

None 

21 

1# 

17# 

1 Demon Scarred Cloak 

11 

BoA 

16 


0# 

12 

Loced Mail Cloak 

17 

None 

22 

1# 

69# 


11 

None 

16 


70# 

13 

Canvas Cloak 

18 

None 

23 

1# 

31# 

j| Jester's Cope 

11 

None 

16 


54# 

17 

Rawhide Qoak 

22 

None 

26 

2# 

79# 


11 

BoA 

16 


67# 

18 

Linked Chain Qoak 

23 

None 

27 

3# 

96# 

VI Scout's Cloak 

11 

BoA 

16 


86# 

19 

Brocade Clook 

24 

None 

28 

2# 

81# 

i Warm Cloak 

11 

None 

16 


70# 

23 

Tough Leother Clook 

28 

None 

31 

5# 

82# 

I Ceremonial Leather Cloak 

12 

BoE 

17 


68# 

24 

Reinforced Chain Clook 

29 

None 

31 

7# 

28# 

VI Hondsewn Clook 

12 

BoA 

17 


72# 

25 

Cross-stitched Cloak 

30 

None 

32 

5# 

41# 

T Melroche's Cope 

12 

None 

17 

1# 

01# 

31 

Interloced Cloak 

36 

None 

36 

9# 

81# 

; leinforced Linen Cope 

12 

None 

17 


67# 

32 

Double Mail Clook 

37 

None 

37 

16# 

04# 

I Runk Cloth Cloak 

12 

BoE 

17 


67# 

33 

Hardened Leather Cloak 

38 

None 

37 

13# 

58# 

? Twin TEST Oook 

12 

None 

17 


67# 

41 

Thick Leather Cloak 

46 

None 

45 

26# 

59# 

! Veleron Clook 

12 

None 

17 


70# 

42 

Crochet Clook 

47 

None 

46 

22# 

56# 

1 Brockwoter Qook 

13 

BoE 

19 


91# 

44 

Overlinked Chain Clook 

49 

None 

48 

40# 

90# 

1 Embossed Leather Cloak 

13 

None 

19 

1# 

12# 

47 

Twill Qook 

52 

None 

51 

32# 

58# 

1 Hunting Clook 

13 

None 

19 

1# 

06# 

51 

Smooth Leother Clook 

56 

None 

55 

48# 

64# 

1 lupine Cloak 

13 

None 

19 


84# 

52 

Laminated Scale Clook 

57 

None 

56 

62# 

84# 

1 Mogister's Cloak 

13 

None 

19 


92# 

57 

Mesh Cloak 

62 

None 

60 

53# 

75# 

^ Bwd's Cloak 

14 

None 

20 

1# 

30# 

57 

Strapped Cloak 

62 

None 

60 

68# 

44# 

^ 1 Bloodspottered Cloak 

14 

None 

20 

1# 

01# 

63 

Sterling Chain Cbak 

68 

None 

66 

1 * 06# 

87# 

,1 Soldier's Cloak 

14 

None 

20 

1# 

01# 








II Mystic's Cope 

15 

BoE 

21 

1# 

28# 








VI Rugged Cope 

15 

BoA 

21 

1# 

51# 








II Woolen Cope 

16 

None 

22 

1# 

42# 








17 Dork Leather Cloak 

22 

None 

28 

4# 

08# 








8 Hillman's Cloak 

30 

None 

34 

10# 

27# 









1 CLOTHf OOT A^Ofe 



11 Sjwiersilk Boots 

H Moccosins of the White Hore 
!7 AcidkWolken 

t SPEU Nature Resist +5 

1] Ihoughtcost Boots 

I) Puren's Boots 

6 Mhtwolker Boots 

SI MooiKloth Boots 

it High Priestess Boots 

t SPUL Shadow Resist +10 

SI Ogreseer Tower Boots 

SI Wolfrunner Shoes 

SI The Postmoster's Treods 

SI RreStriders 

I SPELL ItKreose Fire Dorn 17, Fire Resist +15 


BoE 

BoE 


BoE 

BoE 

BoE 

BoE 

BoA 


4B 

52 

55 

63 

73 

82 

92 

97 

97 

97 

100 

103 


9 » 190 

149 31« 


33# 77# 

54# 21# 

80# 66# 
16# 48# 


36# 

43# 


84# 

18# 

25# 

26# 


10 Willow Boots 

1 1 Aboriginal Footwrops 

1 1 Solt-soled Linen Boots 

12 Seer's Boots 

13 Mystk's Slippers 

13 Walking Boots 

14 Buccaneer's Boots 

14 Woolen Boots 


2 # 

2# 42# 


2 # 

2 # 

3# 

3# 

3# 

3# 


37# 

80# 

24# 

24# 


15 

Ritual Sandals 

20 

BoE 

38 

4# 

15# 

16 

Bluegill Sondols 

21 

BoE 

39 

5# 

13# 

16 

Foreman's Boots 

21 

BoE 

39 

4# 

69# 

16 

Shimmering Boots 

21 

BoE 

39 

5# 

08# 

17 

Pagon Shoes 

22 

BoE 

40 

5# 

70# 

18 

Drukjk Sondok 

23 

BoE 

41 

6# 

16# 

N/A 

Kimbro Boots 

23 

BoA 

41 

6# 

15# 

N/A 

Rat Stompers 

23 

BoA 

41 

6# 

34# 

18 

Smoldering Boots 

23 

BoE 

41 

6# 

36# 

18 

Sunfire Boots 

23 

BoE 

41 

6# 

58# 

N/A 

Firewolker Boots 

24 

BoA 

43 

7# 

28# 

19 

Sanguine Sandels 

24 

BoE 

43 

6# 

99# 



; 20 Dark Runner Boots 




1 N/A 

lightheel Boots 

25 

BoA 

1 N/A 

Nimbus Boots 

25 

BoA 

f 21 

Wotcher's Boots 

26 

BoE 

1 22 

Silver-threod Boots 

27 

BoE 

23 

Boots of Oorkness 

28 

BoE 

' ^ 

f 23 

SPELL Increose Shodow Dorn 4 

28 

BoE 

; 23 

Spider Silk Slippers 

28 

BoE 

i 24 

Roincoller Boots 

29 

BoE 

i 26 

Solyr's Boots 

31 

BoE 

1 26 

Siren's Slippers 

31 

BoE 

1 27 

Thistlefur Sondels 

32 

BoE 

I 28 

Elder's Boots 

33 

BoE 


Dryod's Eootpods 

34 

BoE 

29 

Slormcloud Boots 

34 

BoE 

30 

Boots of the Enchanter 

35 

BoE 

30 

Conjurer's Shoes 

35 

BoE 

30 

Stonecloth Boots 

35 

BoE 

N/A 

Ourtfeet Stampers 

36 

BoA 

j; N/A 

Everlost Boots 

36 

BoA 

32 

Geomoncer's Boots 

37 

BoE 

!i N/A 

Junglewolker Sandals 

37 

BoA 

!; 32 

Twilight Boots 

37 

BoE 

i: 33 

Aurora Boots 

38 

BoE 

^ 33 

Embersilk Boots 

38 

BoE 

? N/A 

Kodo Rustler Boots 

38 

BoA 

. 34 

Silksond Boots 

39 

BoE 

;! N/A 

Wingborne Bools 

39 

BoA 

f N/A 

Hellion Boots 

40 

BoA 

r N/A 

Montis Boots 

40 

BoA 

f 35 

Sorcerer Slippers 

40 

BoE 

1 36 

Dorkmist Boots 

41 

BoE 

c 36 

Regol Boots 

41 

BoE 

t N/A 

Dorkspeor Shoes 

42 

BoA 

: 37 

lunor Slippers 

42 

BoE 

, N/A 

Boots of the Mohorishi 

43 

BoA 

i 38 

Mistscope Boots 

43 

BoE 

: 39 

Royal Boots 

44 

BoE 

! 39 

Windchoser Footpads 

44 

BoE 

■ N/A 

Encormine Boots 

45 

BoA 

N/A 

Gnomish Rocket Boots 

45 

BoE 

► 

. N/A 

SPELL Increose Run Speed for 30 Sec 
Goblin Rocket Boots 

45 

BoE 

► 

40 

SPELL Increase Run Speed for 30 Sec 
Gossamer Boots 

45 

BoE 

i 41 

Block Mogeweove Boots 

46 

BoE 

: 41 

Bloodwoven Boots 

46 

BoE 

|42 

Goeo's Slippers 

47 

BoE 

! 42 

Hibernol Boots 

47 

BoE 

43 

Shodoweove Boots 

48 

BoE 

> 

■ 43 

SPELL Increase Shodow Dorn 8 
Venomshroud Boots 

48 

BoE 

i 44 

Cindercloth Boots 

49 

BoE 

► 

N/A 

SPELL Increase Fire Dorn 13 
Gnomish Inventor Boots 

49 

BoA 

44 

Illusionary Boots 

49 

BoE 

45 

Duskwoven Sandals 

50 

BoE 

45 

Necrotic Slippers 

50 

BoE 

45 

Stormcloth Boots 

50 

BoE 

► 

46 

SPELL Increose Nature Dorn 9 
Arochnidion Footpods 

51 

BoE 

47 

High Arcane Boots 

52 

BoE 

48 

Highborne Footpads 

53 

BoE 

N/A 

Roncor Boots 

53 

BoA 

49 

Bonecoster's Boots 

54 

BoE 

N/A 

Hozecover Boots 

54 

BoA 

49 

Mysticol Boots 

54 

BoE 

N/A 

Archoeologist's Quarry Boots 

55 

BoA 

51 

Fay Bools 

56 

BoE 

51 

Runeclolh Boots ‘ 

56 

BoE 


44 

45 

46 

47 

47 

47 

48 
50 
50 

50 

51 

52 

52 

53 
53 

53 

54 
54 
56 
56 

56 

57 
57 
57 
59 

59 

60 
60 
60 
62 
62 
63 
63 
65 

65 

66 
66 
68 
68 


89 

129 

8# 

239 

7# 

769 

7# 

749 

9# 

209 

109 

419 

119 

259 

119 

129 

119 

209 

129 

529 

149 

659 

159 

419 

169 

739 

189 

649 

209 

099 

199 

709 

229 

729 

219 

369 

229 

759 

229 

889 

249 

309 

279 

139 

279 

499 

259 

369 

279 

289 

299 

099 

289 

259 

309 

989 

319 

889 

349 

649 

319 

819 

319 

469 

369 

919 

349 

239 

409 

109 

389 

729 

409 

869 

399 

599 

459 

819 

479 

179 

499 

839 

469 

969 

479 

129 

499 

629 

549 

599 

509 

569 

569 

699 

599 

389 

609 

309 

619 

929 

679 

659 

679 

689 

649 

039 

709 

839 

699 

059 

719 

109 

779 

259 

799 

179 

889 

019 

879 

089 

869 

029 

899 

639 

869 

329 

989 

869 

029 

959 

959 

53# 


52 Feldoth Boots 

^ SPELL IncreoseRreDom 10 

52 Zephyr Boots 

53 Celestial Slippers 

54 Demonskin Boots 
Novo Boots 


BoE 

BoE 


m lt| 

16 # m 

14# Oil 


54 

Omnicost Boots 

59 

BoA 

88 

1' 

17# 


► 

SPELL Increase spell Dorn 1 1 







55 

Elunorion Boots 

60 

BoE 

89 

1 

25# 

73f 

56 

Empyreol Boots 

61 

BoE 

91 

1« 

34# 


56 

Fongdrip Runners 

61 

BoA 

91 

1 

24# 

S3| 

► 

SPELL Nature Resist -t-20 







56 

Necropile Boots 

61 

BoA 

91 

P 

35# 


57 

Eternal Boots 

62 

BoE 

92 

1 

40# 


(IL 

^ lich's Boots 

1 63 

BoE 

94 

1‘ 

47# 

SI 



SIANuf/^KD cloth FOOf nkMOK 





imiii 

Urn 

■■■ 



mi 

IM LEV ARMOR NAME 

LEV 

BIND 

AC 


N/A 

Gomemosler's Slippers 

1 

BoA 

2 


■H 

If 

N/A 

Flax Boots 

5 

BoA 

10 



/i 

N/A 

Snow Boots 

5 

BoA 

10 



If 

N/A 

Soft Fur-lined Shoes 

5 

BoA 

10 



If 

N/A 

Soft Wool Boots 

5 

BoA 

10 



/f 

1 

Tottered Cloth Boots 

5 

None 

10 



If 

1 

Thin Cloth Shoes 

5 

None 

10 



If 

N/A 

Viny Wroppings 

7 

BoA 

14 



m 

N/A 

Dirt-trodden Boots 

8 

BoA 

16 



23f 

4 

Bog Boots 

9 

None 

18 



32f 

4 

Journeymon's Boots 

9 

None 

IB 



32f 

4 

Simple Linen Bools 

9 

None 

18 



32f 

5 

Beaded Sandals 

10 

None 

20 




N/A 

Farmer's Bools 

10 

None 

20 



T3f 

5 

Knitted Sondols 

10 

None 

20 



4lf 

5 

Web-covered Bools 

10 

None 

20 



Iff 

5 

Woven Boots 

10 

None 

20 



fff 

6 

Ancestral Boots 

11 

None 

22 



57| 

6 

Disciple's Boots 

11 

None 

22 



Sif 

7 

Jester's Shoes 

12 

None 

24 



f/f 

N/A 

Cavalier's Boots 

13 

BoA 

25 



Iff 

8 

Linen Boots 

13 

None 

25 



I7f 

8 

Native Sondels 

13 

None 

25 



Uf 

9 

Mogister's Boots 

14 

None 

27 


1# 

Nf 

N/A 

Reconnoissance Boots 

14 

BoA 

27 


1# 

Off 

N/A 

Sondcomber Boots 

14 

BoA 

27 


1# 

Olf 

10 

Runic Cloth Boots 

15 

BoE 

29 


1# 


12 

Heavy Weave Shoes 

17 

None 

32 


1# 

m 

17 

Thick Cloth Shoes 

22 

None 

38 


3# 


22 

Podded Boots 

27 

None 

44 


6# 

151 

32 

Russet Boots 

37 

None 

53 


15# 

3lf 

llL_ 

Embroidered Boots 

1 SO 

None 

71 



41# 





INFERIOR CLOTH FOOT ARMOR 


Frayed Shoes 

4 

None 

8 


3f 

Patchwork Shoes 

10 

None 

19 


29f 

Calico Shoes 

13 

None 

24 


»• 

Convos Shoes 

17 

None 

30 

1# 

13f 

Brocode Shoes 

23 

None 

37 

2# 


Cross-stitched Sondols 

29 

None 

43 

4# 

iff 

Interlaced Boots 

32 

None 

45 

6# 

4lf 

Crochet Boots 

46 

None 

62 

20# 

•if 

Twill Boots 

55 

None 

74 

38# 

S2f 

Mesh Boots 

64 

None 

86 

63# 

JL 


1 


11# 

12# 

05# 

14# 

16# 

15# 

14# 

01# 

22# 

76# 

17# 

94# 

25# 

73# 

34# 

84# 

24# 

53# 

35# 

42# 

40# 

66# 

47# 

07# 


!• 08# 
)• OS# 
1 # 01 # 
1# 29# 

1# 70# 

3# 42# 


IS# 

38# 


I# 99# 


3# 

29# 
58# 
13# 
47# 
89# 
48# 
18# 
52# 
27# 


SUPERIOR CLOTH HAND ARMOR 


) Mogefisl Gloves 

20 

BoE 

38 

3# 

55# 

1 Mot Pilot's Gloves 

32 

BoE 

SO 

13# 

08# 

11 Gloves of Old 

34 

8oE 

52 

15# 

65# 

4 Dreomweove Gbves 

45 

BoE 

68 

39# 

44# 

1 SPEU Increase spell Dorn 9 Random 
f llol'fli Gloves 

52 

BoA 

78 

63# 

82# 

1 SPELL Increose spell Dorn S 
C Gloves of the Atoroi Prophet 

55 

BoA 

82 

76# 

29# 

ii Demonskin Gloves 

57 

BoA 

85 

87# 

97# 

3 hands of the Exalted Herold 

59 

BoA 

88 

94# 

74# 

1 SPELL Increase Healing 30 
i; Honds of Power 

60 

BoA 

89 

99# 

83# 


SmilncreosesiieiDani 13 


GOOD CLOTH HAND ARMOR 








11 Adept's Gloves 

15 

BoE 

28 

1# 

39# 

\^ Brewer's Gbves 

15 

BoA 

28 

1# 

39# 

[ Coppercbth Gbves 

15 

BoE 

28 

1# 

39# 

II Aboriginol Gbves 

16 

BoE 

29 

1# 

63# 

M Wayfaring Gbves 

16 

BoA 

29 

1# 

67# 

II Willow Gbves 

16 

BoE 

29 

1# 

63# 

H heavy Woobn Gbves 

17 

BoE 

31 

1# 

80# 

M Apothecary Gbves 

18 

BoA 

32 

2# 

14# 

U Evergreen Gbves 

18 

BoA 

32 

2# 

11# 

S Seer's Gbves 

18 

BoE 

32 

2# 

15# 

It Mystic's Gbves 

19 

BoE 

33 

2# 

51# 

HA Beerstained Gbves 

20 

BoA 

34 

2# 

80# 

1! Bucconeer's Gbves 

20 

BoE 

34 

2# 

75# 

LA Riding Gbves 

20 

BoA 

34 

2# 

79# 

IS RHuol Gbves 

20 

BoE 

34 

2# 

92# 

17 Gnoil Casting Gbves 
t SPELL Increase spell Dam 3 

22 

BoE 

37 

3# 

69# 

i? Gold-fbcked Gbves 

22 

BoA 

37 

3# 

64# 

Raven's Claws 

22 

BoE 

37 

3# 

70# 

Ip Shimmering Gbves 

22 

BoE 

37 

3# 

93# 

h Pogan Mitts 

23 

BoE 

38 

4# 

45# 

It Seqient Gbves 

23 

BoA 

38 

4# 

18# 

P Smoldering Gbves 

24 

BoE 

39 

4# 

76# 

m! Sunfire Gloves 

24 

BoE 

39 

4# 

97# 

B Druidic Gbves 

25 

BoE 

40 

5# 

32# 

|l Phoenix Gbves 
1 SPELL Increase Fire Oom 5 

25 

BoE 

40 

5# 

26# 

] Enchantress Gbves 

26 

BoE 

41 

6# 

26# 

II Gbves of Meditation 

26 

BoE 

41 

6# 

10# 

1 Sanguine Handwraps 

26 

BoE 

41 

6# 

02# 

3 Silver-thread Gbves 

28 

BoE 

43 

7# 

60# 

3 Watcher's Handwraps 

28 

BoE 

43 

7# 

75# 

It Aiure Silk Gbves 
t SPELL Increase Frost Dorn 6 

29 

BoE 

43 

8# 

15# 

It Honds of Dorkness 
t SPELL Increase Shadow Dorn 5 

29 

BoE 

43 

8# 

24# 

h Soge's Gbves 

29 

BoE 

43 

8# 

24# 

3 Gbves of the Devout 
SPELL Increase Healing 14 

30 

BoE 

44 

9# 

14# 

‘3 Raincoller Mitts 

30 

BoE 

44 

8# 

81# 

l/A Jutebroid Gbves 

31 

BoA 

45 

9# 

65# 

3 Satyr's Handgrips 

31 

BoE 

45 

10# 

17# 

Shilly Mitts 

31 

BoA 

45 

10# 

09# 

5 Sken's Gbves 

31 

BoE 

45 

9# 

65# 

1 Elder's Gbves 

32 

BoE 

46 

10# 

98# 

LA Gbves of Kopebn 

33 

BoA 

47 

11# 

90# 

LA Insubted Sage Gbves 

33 

BoA 

47 

12# 

16# 


M/A 

Zodiac Gbves 

33 

BoA 

47 

12# 

34# 

29 

Dryad's Handwraps 

34 

BoE 

47 

13# 

25# 

29 

Stormcbud Gbves 

34 

BoE 

47 

13# 

47# 

N/A 

Gemmed Gbves 

35 

BoA 

48 

13# 

80# 

H/A 

Pardoc Grips 

35 

BoA 

48 

13# 

79# 

30 

Stonecblh Gbves 

35 

BoE 

48 

13# 

87# 

31 

Conjurer's Gbves 

36 

BoE 

49 

15# 

84# 

32 

Geomoncer's Gbves 

37 

BoE 

51 

18# 

34# 

32 

Twilight Gbves 

37 

BoE 

51 

16# 

84# 

33 

Embersilk Mitts 

38 

BoE 

52 

19# 

04# 

34 

Aurora Gbves 

39 

BoE 

53 

21# 

07# 

35 

Engineering Gbves 

40 

BoE 

55 

21# 

36# 

35 

Revelosh's Gbves 

40 

BoA 

55 

21# 

46# 

35 

Silksand Gbves 

40 

BoE 

55 

22# 

62# 

35 

Sorcerer Gbves 

40 

BoE 

55 

21# 

30# 

36 

Darkmist Handguords 

41 

BoE 

56 

23# 

11# 

37 

Crimson Silk Gbves 

42 

BoE 

57 

25# 

69# 

► 

SPELL Increase Fire Dam 8 






37 

Regal Gbves 

42 

BoE 

57 

24# 

55# 

38 

Black Mogeweave Gbves 

43 

BoE 

59 

28# 

59# 

► 

SPELL Increase spell Dam 8 






38 

Lunar Handwraps 

43 

BoE 

59 

28# 

19# 

38 

Mistscape Gbves 

43 

BoE 

59 

27# 

95# 

39 

Royal Gbves 

44 

BoE 

60 

30# 

87# 

39 

Stormcbth Gbves 

44 

BoE 

60 

28# 

75# 

► 

SPELL Increase spell Dam 8 






39 

Windchaser Handguards 

44 

BoE 

60 

28# 

77# 

40 

Bloodwoven Mitts 

45 

BoE 

61 

31# 

56# 

40 

Red Mageweave Gbves 

45 

BoE 

61 

32# 

75# 

► 

SPELL Increase spell Dam 5 






40 

Shadoweave Gbves 

45 

BoE 

61 

33# 

34# 

► 

SPELL Increase Shadow Dorn 10 






41 

Gossomer Gbves 

46 

BoE 

63 

35# 

60# 

N/A 

Skilled Handling Gbves 

46 

BoA 

63 

33# 

81# 

42 

Gaea's Hondwrops 

47 

BoE 

64 

38# 

20# 

42 

Hibernal Gbves 

47 

BoE 

64 

36# 

22# 

44 

Illusionary Gbves 

49 

BoE 

67 

43# 

17# 

44 

Venomshroud Mitts 

49 

BoE 

67 

44# 

81# 

45 

Necrotic Gbves 

50 

BoE 

68 

45# 

52# 

N/A 

Quinlis' Research Gbves 

50 

BoA 

68 

44# 

57# 

N/A 

Wingcrest Gbves 

50 

BoA 

68 

48# 

26# 

46 

Arochnidbn Gbves 

51 

BoE 

69 

52# 

23# 

46 

Duskwoven Gbves 

51 

BoE 

69 

47# 

58# 

47 

High Arcone Gbves 

52 

BoE 

71 

53# 

36# 

47 

Frostweove Gbves 

53 

BoE 

72 

54# 

71# 

► 

SPELL Increose Frost Dam 13 






48 

Highborne Gbves 

53 

BoE 

72 

55# 

36# 

49 

Brightcbth Gbves 

54 

BoE 

73 

60# 

66# 

► 

SPELL Frost Resist +12, Shadow Resist +1 1 






49 

Cindercbth Gbves 

54 

BoE 

73 

59# 

55# 

► 

SPELL Increase Fire Dorn 10 






49 

Ghostweave Gbves 

54 

BoE 

73 

60# 

87# 

► 

SPELL Increased Mona Regen 






49 

Mysticol Gbves 

54 

BoE 

73 

56# 

89# 

49 

Silkweb Gbves 

54 

BoA 

73 

58# 

86# 

50 

Fay Gbves 

55 

BoE 

75 

65# 

67# 

50 

Runecbth Gbves 

55 

BoE 

75 

66# 

17# 

► 

SPELL Increose spell Dorn 6 






51 

Bonecaster's Gbves 

56 

BoE 

76 

65# 

17# 

52 

Zephyr Gbves 

57 

BoE 

77 

70# 

87# 

53 

Celestial Handwraps 

58 

BoE 

79 

78# 

54# 

N/A 

Freewind Gbves 

59 

BoA 

80 

75# 

30# 

54 

Nova Gbves 

59 

BoE 

80 

82# 

71# 

55 

Demonskin Handwraps 

60 

BoE 

81 

83# 

22# 

56 

Empyreal Gbves 

61 

BoE 

83 

90# 

85# 

57 

Darkbind Fingen 

62 

BoA 

84 

86# 

98# 

► 

SPELL Shodow Resist +20 






57 

Dorkshode Gbves 

62 

BoA 

84 

87# 

17# 

► 

SPELL Arcane Resist +15, Shodow Resist +10 





57 

Elunorian Handgrips 

62 

BoE 

84 

93# 

42# 

58 

Eternal Gbves 

63 

BoE 

85 

99# 

87# 

58 

Uch's Gbves 

63 

BoE 

85 

99© 

46# 









N/A 

Flox Gloves 

5 8oA 

9 

5# 

10 

Runk Cloth Gloves 

15 

BoE 

27 


li| - 

N/A 

Outfitter Gloves 

5 BoA 

9 

4# 

12 

Heovy Weave Gloves 

17 

None 

29 

)# 

I3f 1 

N/A 

Rabbit Hondler Gloves 

5 BoA 

9 

4# 

17 

Thick Cloth Gloves 

22 

None 

35 

2# 

21| ' 

1 

Tottered Cloth Gloves 

5 None 

9 

5# 

22 

Padded Gloves 

27 

None 

40 

4# 

134 

1 

Thin doth Gloves 

5 None 

9 

4# 

32 

Russet Gloves 

37 

None 

48 

10# 

331 

N/A 

Viny Gloves 

5 BoA 

9 

5# 

45 

Embroidered Gloves 

50 

None 

65 

28# 

n 

N/A 

Netted Gloves 

8 BoA 

14 

16# 









N/A Gordening Gloves 

4 Journeyman's Gloves 

5 Beaded Gloves 

5 Heavy Linen Gloves 



5 

Woven Gloves 

10 

None 

18 

30# 

1 

Frayed Gloves 

3 

None 

5 


1# 

6 

Disciple's Gloves 

11 

None 

20 

37# 

2 

Patchwork Gloves 

7 

None 

12 


7f 

6 

Fingerless Gloves 

11 

None 

20 

35# 

10 

Colko Gloves 

15 

None 

25 


531 

7 

Ancestrol Gloves 

12 

None 

21 

48# 

14 

Convas Gloves 

19 

None 

30 

1# 

oil 

N/A 

Solmo's Oven Mitts 

12 

BoA 

21 

47# 

20 

Brocade Gloves 

25 

None 

36 

2# 

134 

N/A 

Wooly Mittens 

12 

BoA 

21 

48# 

21 

Cross-stitched Gloves 

26 

None 

37 

2# 

474 

8 

Jester's Gloves 

13 

None 

23 

56# 

28 

Interloced Gloves 

33 

None 

42 

4# 

934 

8 

Native Handwrops 

13 

None 

23 

60# 

43 

Crochet Gloves 

48 

None 

59 

16# 

304 

9 

Magister's Gloves 

14 

None 

25 

72# 

53 

Twill Gloves 

58 

None 

71 

30# 

034 

N/A 

WeHdrip Gloves 

14 

BoA 

25 

67# 

{58 

J Mesh Gloves 

63 

None 

77 , 

37# 




49 

Eye of Flame 

55 

BoE 

“llT i 

1 50# 

73# 

► 

SPELL Increose Rre Dorn 25, Rre Resist +15 






54 

Circle of Flome 

59 

BoA 

125 1 

l> 92# 

92# 

► 

SPELL Rre Resist + 1 5, Chonnek 300 HP to MP on Use 





N/A 

Cop of the Scarlet Sovont 

62 

BoA 

131 3 

! 29# 

07# 

► 

SPELL Increase Dam ond healing by spells + 

18 













SlilM KlOK C 1 OIM HI Al 



1 









M LEV ARMOR NAJNE LEV RIND AC VENDOR PURCHASE VALUEH 

27 

Holy Shroud 

32 

BoE 

65 

19# 

82# 

P 

SPELL Increase Heeling 30 






30 

Embolmed Shroud 

35 

BoA 

69 

26# 

89# 

32 

Electromognetic Gigoflux Reoctivator 

37 

BoA 

73 

31# 

72# 

P 

SPELL Deok 147-167 Nature dom/Shields User 





35 

Corpseshroud 

40 

BoE 

7B 

37# 

75# 

38 

Popol Fez 

43 

BoE 

84 

48# 

85# 

P 

SPELL Increose Heeling 20 






39 

Miner's Hat of the Deep 

44 

BoE 

86 

52# 

36# 

39 

Whitemone's Chopeou 

44 

BoA 

86 

53# 

56# 

42 

Cassandra's Groce 

47 

BoE 

92 

68# 

79# 

P 

SPELL Increose Heeling 30 






44 

Bod Mojo Mask 

49 

BoA 

95 

78# 

58# 

P 

SPELL Increose Shadow Dam 8 






N/A 

Green Lens 

49 

BoE 

95 

77# 

70# 

46 

Soulcotcher Holo 

51 

BoE 

99 

86# 

64# 

N/A 

Gemburst Crclet 

54 

BoA 

105 1 

06# 

34# 

50 

Chief Architect's Monocle 

55 

BoA 

107 1 

11# 

91# 

55 

Starfire fiaro 

60 

BoA 

116 1 

43# 

68# 

P 

SPELL Fire Resist +10 






56 

The Postmaster's Bond 

61 

BoA 

118 1 

63# 

67# 

P 

SPELL Molown's Roily 






57 

Dreodmoster's Shroud 

62 

BoA 

120 1 

72# 

48# 

P 

SPELL Increose spell Dorn 12 






57 

Mooncloth Grclet 

62 

BoE 

120 1 

66# 

93# 

In/a 

1 Crown of Coer Darrow | 

63 

BoA 

122 j 1 

74# 

69# 

1 ^ 

J SPELL Frost Resist +15 | 

. 

. 

1 




N/A Flying Tiger Goggles 
N/A Shadow Goggles 
N/A Dreod Mage Hoi 


N/A 

Green Tinted Goggles 

30 

BoE 

57 

14# 

101 

26 

Soge's Grclet 

31 

BoE 

59 

14# 

101 

26 

Watcher's Cop 

31 

BoE 

59 

15# 

321 

27 

Raincoller Cop 

32 

BoE 

60 

15# 

HI 

27 

Siren's Circlet 

32 

BoE 

60 

15# 

57« 

38 

Enchanter's Cowl 

33 

BoE 

61 

18# 

101 

28 

Satyr's Cap 

33 

BoE 

61 

17# 

Oil 

29 

Elder's Hot 

34 

BoE 

62 

18# 

75« 

29 

Shadow Hood 

34 

BoE 

62 

19# 

991 

P 

SPELL Increase Shadow Dorn 4 






N/A 

Bright-Eye Goggles 

35 

BoE 

62 

21# 

05# 

30 

Stormcloud Cowl 

35 

BoE 

62 

22# 

I3| 

30 

Thktiefur Cop 

35 

BoE 

62 

22# 

»| 

31 

Conjurer's Cap 

36 

BoE 

64 

23# 

03« 

31 

Cowl of Necromoncy 

36 

BoE 

64 

23# 

57# 

31 

Dryod's Headband 

36 

BoE 

64 

23# 

io« 

32 

Craftsman's Monocle 

37 

BoE 

66 

26# 

321 

32 

Nimor's Tribol Heoddress 

37 

BoE 

66 

26# 

03« 

32 

Silk Wizord Hat 

37 

BoE 

66 

27# 

20# 

33 

Circlet of the Order 

38 

BoE 

68 

29# 

201 

33 

Slonecloth Circlet 

38 

BoE 

68 

27# 

w# 

33 

Twilight Cowl 

38 

BoE 

68 

27# 

17# 

34 

Augurol Shroud 

39 

BoE 

69 

30# 

13# 

34 

Aurora Cowl 

39 

BoE 

69 

31# 

49| 

35 

RrsI Mate Hat 

40 

BoE 

71 

34# 

«# 

35 

Geomancer's Cap 

40 

BoE 

71 

34# 

12# 

35 

living Cowl 

40 

BoE 

71 

34# 

63# 

36 

Embersilk Coronet 

41 

BoE 

73 

35# 



► SPELL Fire Resist +17 

N/A Goblin Construction Helmet 

► SPELL Fire Protection, Fire Resist +1 5 

36 Holy Diadem 

36 Sorcerer Circlet 

N/A Gnomish Goggles 

37 Regal Wizard Hot 

37 SilksondGrclet 

37 Thinking Cop 

N/A SPELLpower Goggles Xtreme 

P SPELL Increose spell Oom 11 

I N/A I Cotseye Ultro Goggles 
! ► I SPELL Increoses Stealth Detect by 1 8 


35# I7« 

35# 541 

34# 241 

39# 29« 

36# it« 
39# 459 

38# S2« 

40# HI 

43# 914 








4# 

08# 

7# 

22# 

12# 

85# 

14# 

10# 

14# 

10# 

IS# 

32# 

IS# 

88# 

IS# 

57# 

18# 

10# 

17# 

86# 

18# 

75# 

19# 

99# 

21# 

05# 

22# 

IS# 

22# 

S8# 

23# 

8S# 

23# 

S7# 

23# 

16# 

26# 

32# 

26# 

03# 

27# 

20# 

29# 

26# 

27# 

09# 

27# 

17# 

30# 

13# 

31# 

49# 

34# 

49# 

34# 

42# 

34# 

63# 

35# 

S9# 

34# 

78# 

35# 

17# 

35# 

S4# 

34# 

24# 

39# 

29# 

36# 

68# 

39# 

45# 

38# 

52# 

40# 

88# 

43# 

98# 


S 


Dorkmist Wizard Hat 

44 

BoE 

78 

44# 

51# 

N/A 

Moster Engineer's Goggles 

58 

BoE 

102 

17# 

39# 

Mislscope Wizard Hat 

44 

BoE 

78 

45# 

44# 

53 

Zephyr Cover 

58 

BoE 

102 

“ 14# 

76# 

lunor Coronet 

45 

BoE 

80 

49# 

14# 

54 

Bonecaster's Crown 

59 

BoE 

104 

20# 

64# 

loyal Heodbond 

45 

BoE 

80 

50# 

91# 

54 

Runecloth Heodbond 

59 

BoE 

104 

< 13# 

58# 

Block Mogeweove Heodbond 

46 

BoE 

82 

54# 

21# 

H/A 

Bloodsoil Admiral's Hat 

60 

BoE 

106 

28# 

95# 

Deepdive Helmet 

46 

BoE 

82 

52# 

27# 

► 

SPELL Summon Blood Porrot 






SPELL Allows Underwater Breathing 






55 

Novo Grclet 

60 

BoE 

106 

< 20# 

11# 

lose Colored Goggles 

46 

BoE 

82 

51# 

69# 

56 

Celestial Gown 

61 

BoE 

107 

35# 

41# 

Windchoser Coronet 

46 

BoE 

82 

52# 

70# 

N/A 

Crown of the Penitent 

61 

BoA 

107 

32# 

50# 

Gnomish Mind Control Cop 

47 

BoE 

83 

55# 

20# 

► 

SPELL Auro of Penitence 






SPELL Attempts to Mind Control a Humanoid for 20 sr 





N/A 

Shawn's Super Special Swami Hat 

61 

BoE 

107 

35# 

84# 

Goblin Rocket Helmet 

47 

BoE 

83 

58# 

34# 

56 

Wizordweave Turban 

61 

BoE 

107 

27# 

68# 

SPELL Use: Stuns Player, Mezs Enemy for 30 sec 





P 

SPELL Arcane & Fire Resist +18 






Gossamer Headpiece 

47 

BoE 

83 

57# 

47# 

57 

Demonskin Grclet 

62 

BoE 

109 

37# 

12# 

IdmlroTs Hat 

48 

BoE 

85 

60# 

07# 

57 

Empyreal Diodem 

62 

BoE 

109 

. 42# 

58# 

SPELL Incenses Stamina of Party Members by 1 0 





58 

Elunarion Diadem 

63 

BoE 

111 

46# 

61# 

Bloodwoven Mask 

48 

BoE 

85 

59# 

87# 

58 

Lich's Crown 

63 

BoE 

111 

- 48# 

66# 

Hibernal Cowl 

48 

BoE 

85 

59# 

80# 

59 

Eternol Gown 

64 

BoE 

113 

56# 


led Mogeweove Headband 

48 

BoE 

85 

60# 

75# 








Slormcloth Heodbond 
SPELL Increase Nature Dam 8 

48 

BoE 

85 

60# 

52# 


^ STANDARD CLOT 

\D 

ARMOR 


Goeo's Circlet 

49 

BoE 

87 

65# 

99# 









Shodoweove Mosk 

49 

BoE 

87 

67# 

90# 

nn 

ARMOR NAME 

LEV 

MMn 

AC V 



SPELL Increase Shadow Dam 14 






N/A 

Gomemoster Hood 

1 

BoA 

2 


1# 

Dteomweave Circlet 

50 

BoE 

88 

71# 

61# 

15 

Lucky Fishing Hat 

20 

None 

42 

2# 

44# 

SPELL Increase spell Dorn 8 






► 

SPELL Fishing Skill +5 






lllusionary Coronet 

50 

BoE 

88 

69# 

54# 

24 

Azure Silk Hood 

29 

None 

54 

7# 

45# 

Speedy Racer Goggles 

50 

BoA 

88 

67# 

45# 

N/A 

Hooded Cowl 

30 

BoA 

55 

8# 

01# 

Venomshroud Mask 

50 

BoE 

88 

71# 

66# 

27 

Silk Heodbond 

32 

None 

57 

9# 

99# 

Duskwoven Cowl 

51 

BoE 

90 

76# 

61# 

32 

Russel Hal 

37 

None 

63 

15# 

84# 

High Arcane Grcle 

53 

BoE 

94 

86# 

39# 

38 

While Bondil Mask 

43 

None 

73 

26# 

19# 

NecaHc Crown 

53 

BoE 

94 

81# 

78# 

45 

^ Embroidered Hal 

50 

None 

84 

43# 

88# 



SPELL Increase spell Dam 14 
Lrochnidian Circlet 
Hokkar'i Shroud 
Mystical Crown 
Fey Wreath 
Highborne bown 
Fekloth Hood 

SPELL Increase Shadow Dam 18 


BoE 

BoE 

BoE 


97 

97 

97 

100 

100 


CLOTH LEG ARMOR 



' Dorkweove Breeches 
! Leech Pants 
' Blighted Leggings 
' SPELL Increase Shadow Dam 6 
' Necromancer Leggings 
> SPELL Increase Shadow Dorn 6 
I" Sloneweover Leggings 
j : SPELLshock Leggings 
SPELL Increose spell Dorn 12 
’ Dolewind Trousers 
Kl of the Atal'ai Prophet 
ni Boinstrider Leggings 
r; Haunting Specter Leggings 
: ^ Mooncloth Leggings 
I Skyshroud Leggings 
‘ SPELL Increose spell Dorn 17 
: Skullsinoke Pants 

SPELL Rre Resist +10, Shadow Resist +S 
i The Postmaster’s Trousers 
WoHsheor Leggings 

: Spifitshroud Leggings 


369 20# 


BoA 

BoE 


109 

IIS 

IIS 

119 

121 

125 


127 

131 


SO# 

09# 

28# 

52# 

SO# 

65# 

81# 

92# 


94# 

62# 

IS# 

02 # 

37# 

81# 

13# 

30# 


IS# 85# 

17# 46# 

98# 80# 

23# 44# 



6# 82# 
16# 03# 

39# 37# 


GOOD CLOTH LEG ARMOR 



5 

Journeyman's Pants 

10 

BoE 

26 


94# 1 

6 

Beaded Britches 

11 

BoE 

29 

1# 

H 

6 

Foreman Pants 

11 

BoE 

29 

1# 

19# i 

7 

Disciple's Pants 

12 

BoE 

31 

1# 

H 

N/A 

Rancher’s Trousers 

12 

BoA 

31 

1# 

62# 1 

8 

Ancestral Woollies 

13 

BoE 

34 

2# 

02# 1 

9 

Handstitched Linen Britches 

14 

BoE 

37 

2# 

26# 1 

9 

Jester's Britches 

14 

BoE 

37 

2# 

27# 1 

9 

Native Pants 

14 

BoE 

37 

2# 

36# 1 

N/A 

Leggings of the People's Militia 

IS 

BoA 

39 

2# 

82# I 

11 

Mogister's Pants 

16 

BoE 

41 

3# 

33# 1 

11 

Runic Loincloth 

16 

BoE 

41 

3# 

33# I 

12 

Aboriginal Loincloth 

17 

BoE 

43 

3# 

78# 1 

N/A 

Lucky Trousers 

17 

BoA 

43 

3# 

62# 1 

N/A 

Ghastly Trousers 

18 

BoA 

45 

4# 

25# 1 

13 

Silk-threaded Trousers 

18 

BoE 

45 

4# 

34# I 

N/A 

Stamped Trousers 

18 

BoA 

45 

4# 

44# 1 

13 

Willow Pants 

18 

BoE 

45 

4# 

31# 

14 

Mystic's Woolies 

19 

BoE 

46 

4# 

72# 

N/A 

Scorab Trousers 

20 

BoA 

48 

5# 

41# , 

15 

Scarecrow Trousers 

20 

BoE 

48 

5# 

72# 

N/A 

Sea Dog Britches 

20 

BoA 

48 

5# 

55# 

15 

Seafarer's Pantaloons 

20 

BoE 

48 

5# 

57# 

IS 

Seer's Pants 

20 

BoE 

48 

5# 

65# 

16 

R'ltual Kilt 

21 

BoE 

50 

6# 

76# 

17 

j Buccaneer's Pants 

22 

BoE 

51 

7# 

38# 





GOOD C I OTH LLG ARMOR continued 


Cl 


GOOD CLOTH LLG ARMOR continued 


17 

Heavy Woolen Pants 

22 

BoE 

51 

7# 

43# 

51 

Mystical Leggings 

56 

BoE 

106 

289 

OU4 

331 

14 

Colorful Kilt 

24 

BoE 

54 

9# 

35# 

52 

Bonecoster's Sarong 

57 

BoE 

108 

43# 


19 

Shimmering Trousers 

24 

BoE 

54 

9# 

20# 

52 

Runecloth Pants 

57 

BoE 

108 

35# 

3381 

20 

Pogon Britches 

25 

BoE 

56 

10# 

41# 

53 

Brightcloth Pants 

58 

BoE 

110 

54# 

1# 

; 20 

Phoenix Pants 

25 

BoE 

56 

10# 

76# 

► 

SPELL Frost Resist -hi 7, Shadow Resist -rl6 






■: ► 

SPELL Increose Fire Dorn 6 






53 

Foy Trousers 

58 

BoE 

110 

57# 

31* 

i 21 

Smoldering Pants 

26 

BoE 

57 

12# 

11# 

53 

Ghostweove Pants 

58 

BoE 

110 

43# 

14 

■! ► 

SPELL Increase Rre Dorn 8 






► 

SPELL Restores 7 MP Every 5 sec 






! 21 

Sunfire Ponts 

26 

BoE 

57 

12# 

75# 

54 

Celestial Kilt 

59 

BoE 

112 

65# 

3H 

22 

Druidic Leggings 

27 

BoE 

58 

13# 

28# 

55 

Demonskin Sarong 

60 

BoE 

114 

67# 

on 

23 

Azure Silk Pants 

28 

BoE 

60 

14# 

94# 

N/A 

Whispersilk Leggings 

60 

BoA 

114 

68# 

131 

► 

SPELL Increose Frost Dorn 6 






► 

SPELL Increose spell Dorn 8 






23 

Enchantress Ponts 

28 

BoE 

60 

15# 

28# 

55 

Zephyr Leggings 

60 

BoE 

114 

66# 

n* 

23 

Gaze Dreamer Pants 

28 

BoA 

60 

15# 

49# 

56 

Necropile Leggings 

61 

BoA 

116 

81# 

!ii; 

24 

Humbert's Ponts 

29 

BoE 

61 

17# 

03# 

56 

Novo Leggings 

61 

BoE 

116 

66# 

n* 

24 

Sanguine Trousers 

29 

BoE 

61 

16# 

15# 

57 

Elunorion Sarong 

62 

BoE 

118 

87# 

31 *' 

25 

Silver-thread Pants 

30 

BoE 

62 

18# 

21# 

58 

Empyreol Leggings 

63 

BoE 

119 

01# 

03* 

25 

Wotcher's Leggings 

30 

BoE 

62 

17# 

10# 

58 

Eternol Sarong 

63 

BoE 

119 

00# 

«* 

' N/A 

Pious Legwraps 

31 

BoA 

63 

20# 

33# 

59 

Lich's Leggings 

64 

BoE 

121 

09# 

31* 

; 26 

Roincoller Pants 

31 

BoE 

63 

20# 

06# 








! N/A 

Swomplond Trousers 

31 

BoA 

63 

19# 

74# 








i N/A 

Socred Buriol Trousers 

32 

BoA 

64 

22# 

43# 

A 

M STANDARD CLOTH LEG ARMOR 




27 Soge's Pants 

N/A Night Wotch Pantaloons 

28 Sotyr’s leggings 

28 Siren's Pants 

29 Elder's Ponts 

N/A Artisan's Trousers 

N/A Dryleof Pants 

30 Thistlefur Pants 

31 Dryad's Leggings 

31 Stormcloud Trousers 

32 Conjurer's Breeches 

32 Stonecloth Britches 

34 Geotnancer's Trousers 

34 Twilight Pants 

35 Aurora Ponts 

35 Embersilk Leggings 

36 Black Mogeweove Leggings 

37 Shodoweave Pants 

y SPELL Increase Shadow Dam 1 3 
37 Silksand Legwraps 

37 Sorcerer Pants 

38 Darkmist Pants 

38 Red Mogeweove Pants 

y SPELL Increose spell Dorn 7 



BoE 

BoA 

BoE 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


22 # 

24# 

24# 

23# 

26# 

29# 

28# 

27# 

30# 

31# 

35# 

34# 

39# 

38# 

45# 


53# 

50# 

54# 

52# 


03# 

85# 

71# 

55# 

77# 

55# 

05# 

54# 

76# 

67# 

24# 

10 # 

01 # 

99# 

84# 

76# 

32# 

76# 

16# 

26# 

13# 

84# 


1 

Webbed Ponts 

3 

None 

8 


<* 

N/A 

Dworven Cloth Britches 

5 

BoA 

13 


II* 

N/A 

Ripped Pants 

5 

BoA 

13 


•01 

N/A 

Sedgeweed Britches 

5 

BoA 

13 


1* 

N/A 

Topered Pants 

5 

BoA 

13 


1* 

1 

Tattered Cloth Ponts 

5 

None 

13 


1* 

1 

Thin Cloth Pants 

5 

None 

13 


10* 

2 

Simple Linen Pants 

7 

None 

18 


33* 

3 

Solliden's Trousers 

8 

None 

20 


311 

N/A 

Sturdy Cloth Trousers 

8 

BoA 

20 


33* 

5 

Brown Linen Ponts 

10 

None 

25 


u« 

5 

Knitted Pants 

10 

None 

25 


33* 

N/A 

Urchin's Ponts 

10 

BoA 

25 


m 

5 

Woven Ponts 

10 

None 

25 


31* 

N/A 

Loce Ponts 

12 

BoA 

30 


13* 

10 

Simple Kilt 

15 

None 

37 

1# 

M* 

12 

Heovy Weave Ponts 

17 

None 

41 

2# 

331 

17 

Thick Cloth Pants 

22 

None 

49 

4# 

33* 

22 

Podded Pants 

27 

None 

55 

8# 

31* 

32 

Russet Pants 

37 

None 

67 

20# 

43* 

34 

Crimson Silk Pontoloons 

39 

None 

71 

24# 

301 

L45 

j Embroidered Pants 

50 

None 

91 , 

55# 

70* 


; 39 

: ► 

40 
' 40 

neyuo myymy) 

Stormcloth Pants 
SPELL Increase Nature Dorn 6 
Lunar Leggings 
Mists(Qp6 Ponts 

44 

45 
45 

BoE 

BoE 

BoE 

84 

86 

86 


OZ9 

57# 

61# 

67# 

oew 

29# 

94# 

83# 








41 

Pole Leggings 

46 

BoE 

88 


69# 

97# 

*1 

^ INKRIOK 

lOTH LEG ARMOR 


f 

41 

Royal Trousers 

46 

BoE 

88 


72# 

28# 

T 

A. ~ 

_ 

- 


■ — 


. 41 

Windchoser Woolies 

46 

BoE 

88 


67# 

64# 

Q 

LEV ARMOR NAME 

LEV 

BIND 

AC VE 

NDOR PURCHA 

Ml 

1 42 

Gossomer Ponts 

47 

BoE 

90 


76# 

35# 

1 

Acolyte's Ponts 

1 

None 

3 


II 

43 

Bloodwoven Pants 

48 

BoE 

92 


80# 

13# 

1 

Apprentice's Ponts 

1 

None 

3 


If 

44 

Cindercloth Leggings 

49 

BoE 

93 


87# 

65# 

1 

Brawler's Ponts 

1 

None 

3 


I* 

► 

SPELL Increose Fire Dorn 11 







1 

Footpad's Pants 

1 

None 

3 


II 

44 

Hibernol Pants 

49 

BoE 

93 


84# 

36# 

1 

Neophyte's Pants 

1 

None 

3 


II 

45 

lllusionory Ponts 

50 

BoE 

95 


93# 

41# 

1 

Novice's Ponts 

1 

None 

3 


II 

N/A 

Drogonllight Leggings 

51 

BoA 

97 


95# 

89# 

1 

Recruit's Ponts 

1 

None 

3 


II 

46 

Goeo's leggings 

51 

BoE 

97 


04# 

48# 

1 

Recruit's Ponts 

1 

None 

3 


II 

47 

Venomshroud Leggings 

52 

BoE 

99 


09# 

55# 

1 

Rugged Trapper's Pants 

1 

None 

3 


II 

48 

Duskwoven Pants 

53 

BoE 

101 


07# 

74# 

1 

Squire's Pants 

1 

None 

3 


II 

49 

High Arcane Ponts 

54 

BoE 

103 


- 20# 

80# 

1 

Squire's Ponts 

1 

None 

3 


II 

49 

Necrotic Britches 

54 

BoE 

103 


16# 

46# 

1 

Thug Pants 

1 

None 

3 


II 

50 

Arochnidion Legguords 

55 

BoE 

105 


32# 

36# 

1 

Thug Ponts 

1 

None 

3 


II 

50 

Felcloth Pants 

55 

BoE 

105 


31# 

40# 

1 

Trapper's Pants 

1 

None 

3 


II 

► 

SPELL Increase Shodow Dorn 15 







1 

Frayed Ponts 

2 

None 

5 


II 

50 

Senior Designer's Pontoloons 

55 

BoA 

105 


25# 

27# 

3 

Potchwork Pants 

8 

None 

19 


201 

N/A 

Treetop Leggings 

55 

BoA 

105 


23# 

92# 

6 

Calico Pants 

11 

None 

26 


511 

50 

Wizordweove Leggings 

55 

BoE 

105 


24# 

41# 

15 

Convos Ponts 

20 

None 

43 

2# 

171 

► 

SPELL Arcone iFire Resist -r 16 







16 

Brocade Pants 

21 

None 

45 

2# 

571 

51 

Gndercloth Ponts 

56 

BoE 

106 


34# 

80# 

22 

Cross-stitched Pants 

27 

None 

52 

5# 

401 

► 

SPELL Increose Rre Dorn IS 







34 

Interlaced Pants 

39 

None 

67 

16# 

921 

51 

Frostweove Pants 

56 

BoE 

106 


34# 

36# 

40 

Crochet Pants 

45 

None 

77 

25# 

911 

► 

SPELL Increase Frost Dorn 15 







54 

Twill Pants 

59 

None 

101 

65# 

171 

51 

Highborne Pants 

_ 56 

BoE 

106 


36# 

83# 

62 

j Mesh Ponts 

67 

None 

114 

92© 

111 



CLOTH SHOULDER ARMOR 




i SPELL Increase spell Dmg 2 

: Slane-encrusted Pads 27 

' SPELL Restores 3 HP Every 4 sec 

; fetoe Mantle 28 

Bctwing Mantle 32 

1 Serylline Pads 36 

! Pods of the Venom Spider 38 

: floineseer Mantle 47 

‘ SPELL Increase Fire Dmg 8 

Eider Wiiord's Mantle 56 

|j SPELL Increase spell Dmg 5 

|: loreol Mantle 57 

I SPELL Increose Frost Dmg 1 7, Frost Resist +1 0 
: Soulstealer Mantle 60 

S Mooncloth Shoulders 61 

! >nderseerMontle 61 


4# 

10 # 

10 # 

9# 

9# 

9# 

10 # 

23# 

31# 

32# 

60# 

55# 

60# 

59# 

93# 

64# 

25# 

55# 

29# 

43# 

30# 

78# 


7l:[^!I.UiV!IIM 

1 # 

1 # 

1 # 

1 # 

1 # 

1 # 

1 # 

1 # 

1 # 

1 # 

I# 

1 # 

1 # 

I# 

1 # 
20 # 
51# 
17# 
57# 


2 # 

2 # 

5# 46# 

16# 92# 


8oA 

BoF 

BoA 


107 

109 

109 


13# 

20 # 

27# 

34# 

65# 


04# 

41# 

65# 

53# 

98# 


23# 55# 


43# 

58# 

64 # 


15# 

40# 

22 # 



98# 

17# 


iucconeer's Mantle 

22 

BoF 

44 

5# 

51# 


26 

BoE 

49 

9# 

64# 


26 

BoE 

49 

9# 

29# 

It blbor Mantle 

26 

BoA 

49 

9# 

33# 


26 

BoA 

49 

8# 

92# 

! Enchantress Mantle 

27 

BoF 

50 

10# 

38# 

1 Rose Mantle 

27 

BoA 

50 

10# 

03# 

! Songuine Mantle 

27 

BoE 

50 

9# 

97# 

1 Desert Shoulders 

28 

BoA 

51 

10# 

62# 

Ml Ghostly Mantle 

28 

BoA 

51 

11# 

19# 

|i l Silr Mantle of Gomn 

28 

BoA 

51 

11# 

53# 

fj Wotcher's Montle 

28 

BoE 

51 

II# 

67# 

|h Roincaller Mantle 

29 

BoF 

52 

11# 

79# 

Silver-thread Amice 

29 

BoE 

52 

12# 

64# 

:S Deoth Speaker Mantle 

30 

BoA 

53 

13# 

10# 

]VL Fairywing Mantle 

30 

BoA 

53 

14# 

11# 

liS Soge's Mantle 

30 

BoE 

53 

13# 

71# 

||/1 Foerie Mantle 

32 

BoA 

55 

16# 

22# 

' a Sotyr's Mantle 

32 

BoF 

55 

16# 

00# 

IB . Siren's Amice 

32 

BoE 

55 

15# 

99# 

>1 Oder's Montle 

33 

BoE 

56 

18# 

18# 

W Monde of Woe 

33 

BoA 

56 

17# 

12# 

VI Moonlit Amice 

33 

BoA 

56 

17# 

10# 

M Polm Frond Mantle 

34 

BoA 

57 

18# 

75# 

8 Ihistlefur Montle 

34 

BoE 

57 

20# 

60# 

1 Bloodmage Mantle 

35 

BoA 

58 

21# 

84# 

B Dryad's Amice 

35 

BoE 

58 

21# 

94# 

H Montle of Honor 

35 

BoA 

58 

21# 

02# 

1 1 Stormcloud Mantle 

35 

BoE 

58 

22# 

23# 

11 ^ Conjurer's Mantle 

36 

BoE 

59 

23# 

94# 

> H Green Silken Shoulders 

36 

BoE 

59 

23# 

23# 

r Stonecloth Fpoulets 

36 

BoE 

59 

22# 

98# 

1 S Azure Shoulders 

38 

BoE 

62 

27# 

91# 

1 F SPELL Inaeose Frost Dmg 8 






B Oimson Silk Shoulders 

38 

BoE 

62 

27# 

81# 

I B Geomoncer's Spoulders 

38 

BoE 

62 

26# 

98# 

I S Mantle of Doon 

38 

BoA 

62 

29# 

38# 

B hrilighi Mantle 

38 

BoE 

62 

27# 

49# 

B ^ Aurora Mantle 

39 

BoE 

64 

30# 

36# 

B Embersilk Mantle 

39 

BoE 

64 

30# 

97# 

' B Silksond Shoulder Pads 

40 

BoE 

66 

34# 

06# 

B Sorcerer Mantle 

41 

BoE 

67 

34# 

64# 

B Regal Mantle 

42 

BoE 

69 

37# 

10# 

i Dorkmist Mantle 

43 

BoE 

71 

40# 

75# 

B Mhtscape Montle 

43 

BoE 

71 

42# 

08# 

In Lunar Montle 

44 

BoE 

72 

44# 

67# 

,1 Royol Amice 

45 

BoE 

74 

50# 

37# 



40 

Windchoser Amice 

45 

BoE 

74 

46# 

79# 

41 

Black Mogeweave Shoulders 

46 

BoE 

75 

54# 

79# 

41 

Gossamer Shoulderpods 

46 

BoE 

75 

49# 

93# 

42 

Bloodwoven Pads 

47 

BoE 

77 

56# 

06# 

42 

Red Mogeweove Shoulders 

47 

BoE 

77 

53# 

91# 

42 

Shadoweave Shoulders 

47 

BoE 

77 

59# 

38# 

► 

SPELL Increase Shadow Dmg 10 






43 

Gaea's Amice 

48 

BoE 

78 

63# 

74# 

43 

Hibernal Montle 

48 

BoE 

78 

58# 

90# 

44 

Illusionary Mantle 

49 

BoE 

80 

65# 

23# 

44 

Stormcloth Shoulders 

49 

BoE 

80 

66# 

20# 

► 

SPELL Increase Shodow Dmg 13 






44 

Venomshroud Montle 

49 

BoE 

80 

67# 

45# 

45 

Necrotic Monde 

50 

BoE 

82 

67# 

25# 

46 

Duskwoven Amice 

51 

BoE 

83 

71# 

65# 

47 

Arochnidion Pauldrons 

52 

BoE 

85 

75# 

68# 

47 

High Arcone Mantle 

52 

BoE 

85 

80# 

34# 

47 

Kentic Amice 

52 

BoA 

85 

75# 

66# 

49 

Highborne Pauldrons 

54 

BoE 

88 

88# 

36# 

50 

Mystical Mantle 

55 

BoE 

90 

96# 

03# 

51 

Bonecaster's Spoulders 

56 

BoE 

91 

96# 

28# 

M/A 

Orchid Amice 

56 

BoA 

91 

95# 

74# 

52 

Foy Amice 

57 

BoE 

93 1 

11# 

08# 

N/A 

Azure Moon Amice 

58 

BoA 

94 1^ 

07# 

38# 

54 

Celestial Pauldrons 

59 

BoE 

96 1 

12# 

71# 

N/A 

Crystal Breeze Mantle 

59 

BoA 

96 1# 

15# 

41# 

54 

Zephyr Pods 

59 

BoE 

96 1 

18# 

76# 

55 

Nova Mantle 

60 

BoE 

98 1» 

28# 

45# 

65 

Demonskin Epaulets 

61 

BoE 

99 1 

32# 

04# 

56 

Necropile Mantle 

61 

BoA 

99 1* 

36# 

39# 

56 

Runecloth Shoulders 

61 

BoE 

99 1 

25# 

70# 

57 

Deodwalker Mantle 

62 

BoA 

101 1^ 

42# 

18# 

57 

Elunorian Spoulders 

62 

BoE 

101 1 

41# 

14# 

57 

Empyreol Montle 

62 

BoE 

101 1# 

34# 

01# 

57 

Felcloth Shoulders 

62 

BoE 

101 1 ' 

35# 

09# 

► 

SPELL Increose Shadow Dmg 1 5 






58 

Eternal Spoulders 

63 

BoE 

102 1» 

50# 

86# 

58 

Lkh's Mantle 

63 

BoE 

102 1 

50# 

24# 


o 


STANDARD CLOTH SHOULDER ARMOR 



16 

Aboriginal Shoulder Pods 

21 

None 

40 

2# 

86# 

16 

Seer's Mantle 

21 

None 

40 

3# 

01# 

17 

Double-stitched Woolen Shoulders 

22 

None 

42 

3# 

31# 

17 

Mysdc's Shoulder Pads 

22 

None 

42 

3# 

46# 

18 

Rituol Amice 

23 

None 

43 

3# 

96# 

19 

Pogon Mantle 

24 

None 

44 

4# 

33# 

19 

Reinforced Woolen Shoulders 

24 

None 

44 

4# 

25# 

,19 

Shimmering Amice 

24 

None 

44 

4# 

11# 



15 (anvos Shoulderpods 

17 Brocode Shoulderpods 

23 Cross-stitched Shoulderpods 

30 Interlaced Shoulderpods 

44 (rochet Shoulderpods 

51 Twill Shoulderpods 

64 Mesh Mantle 




18 

Keller s Girdle 

23 

BoE 

37 

5# 

24« 

24 

Beltof Arugol 

29 

BoA 

43 

10# 

00# 

32 

Sutorn's Ring 

37 

BoE 

50 

21# 

47# 

36 

Deuthmoge Sash 

41 

BoA 

55 

29# 

10# 

48 

Downspire Cord 

53 

BoA 

71 

68# 

65# 

48 

Serenity Belt 

53 

BoE 

71 

68# 

65# 

53 

Sosh of the Burning Heart 

58 

BoA 

78 

91# 

53# 

> 

SPELL Increase Fire Dmg 8 






54 

Grimgore Noose 

59 

BoA 

79 

94# 

01# 

56 

Clutch of Andros 

61 

BoA 

82 1 

09# 

50# 

56 

j Dustfeother Sash 

61 

BoA 

82 1 

02# 

51# 









AjOoii CLOi 

iH WAIST ARMOR 










IM LEV ARMOR NAME LEV UNO AC VENDOR PURCHASE VALUE 1 

10 

Aboriginol Sosh 

15 

hoc 

h 

1# 

39# 

N/A 

Coptoin Sander's Sosh 

15 

BoA 

25 

1# 

45# 

N/A 

Foreman Belt 

15 

BoA 

25 

1# 

34# 

N/A 

Jackseed Bell 

15 

BoA 

25 

1# 

38# 

10 

Rot Cloth Beh 

15 

BoE 

25 

1# 

40# 

11 

Willow Belt 

16 

BoE 

26 

1# 

62# 

12 

Mystic's Bell 

17 

BoE 

28 

1# 

88# 

13 

Girdle of Nobility 

18 

BoE 

29 

2# 

09# 

13 

Seer's Beh 

IB 

BoE 

29 

2# 

21# 

14 

Rlluol Belt 

19 

BoE 

30 

2# 

42# 

IS 

Buccaneer's Cord 

20 

BoE 

31 

2# 

81# 

N/A 

Grosslond Sosh 

20 

BoA 

31 

2# 

74# 

N/A 

Relk Hunter Bell 

20 

BoA 

31 

2# 

84# 

15 

Wise Man's Bell 

20 

BoE 

31 

2# 

78# 

16 

Jewel-encrusted Sosh 

21 

BoE 

32 

3# 

31# 

16 

Pagan Bell 

21 

BoE 

32 

3# 

12# 

17 

Druidic Sosh 

22 

BoE 

33 

3# 

61# 

17 

Lesser Belt of the Spire 

22 

BoE 

33 

3# 

90# 

17 

Shimmering Sosh 

22 

BoE 

33 

3# 

63# 

18 

Torontulo Silk Sosh 

23 

BoE 

34 

4# 

24# 

19 

Brimstone Beh 

24 

BoE 

35 

4# 

69# 

19 

Sunfire Beh 

24 

BoE 

35 

4# 

61# 

20 

GhomoMo's Bind 

25 

BoA 

36 

5# 

22# 

20 

Sanguine Belt 

25 

BoE 

36 

5# 

24# 

21 

Enchoniress Sash 

26 

BoE 

37 

6# 

35# 

22 

Nightwind Beh 

27 

BoE 

37 

6# 

84# 

22 

Silverthreod Sosh 

27 

BoE 

37 

6# 

81# 

22 

Watcher's Gnch 

27 

BoE 

37 

6# 

47# 

23 

Roincoller Cord 

28 

BoE 

38 

7# 

56# 

23 

Wizard's Bell 

28 

BoE 

38 

7# 

49# 

24 

Dreomer's Beh 

29 

BoE 

39 

8# 

30# 

24 

Soge's Sosh 

29 

BoE 

39 

8# 

12# 

25 

Satyr's Cord 

30 

BoE 

40 

9# 

35# 

25 

Siren's Sash 

30 

BoE 

40 

8# 

64# 

26 

Beaded Raptor Collar 

31 

BoE 

41 

9# 

53# 

26 

Elder's Sosh 

31 

BoE 

41 

10# 

12# 

27 

Thistlefur Belt 

32 

BoE 

41 

10# 

42# 

1 28 

Dryod's Sash 

33 

BoE 

42 

11# 

96# 

28 

Slormcloud Sosh 

33 

BoE 

42 

12# 

34# 


r 


Conjurer's Gnrh 
Stoneclolh Belt 
Azure Silk Bell 
SPELL 15X Increoserl Swim Speed 


13« 

12# 


6B# 

76 # 

88 # 


30 

Crimson Silk 8elt 

35 

BoE 

43 

15# 

03# 

31 

Geomoncer's Cord 

36 

BoE 

44 

16# 

38# 

N/A 

UlocSosh 

36 

BoA 

44 

15# 

60# 

31 

Spider 8eh 

36 

BoE 

44 

15# 

24# 

> 

SPELL Use: Removes Root/Makes You Immune lor 5 sec 





31 

Twilight Belt 

36 

BoE 

44 

15# 

60# 

32 

Aurora Sosh 

37 

BoE 

46 

16# 

97# 

32 

Embersilk Cord 

37 

BoE 

46 

17# 

89# 

34 

Earthen Silk Belt 

39 

BoE 

48 

20# 

17# 

34 

Silksond Girdle 

39 

BoE 

48 

21# 

25# 

34 

Sorcerer Sosh 

39 

BoE 

48 

21# 

39# 

35 

Monogrommed Sosh 

40 

BoA 

49 


0# 

35 

Regal Sosh 

40 

BoE 

49 

22# 

03# 

35 

Star Beh 

40 

BoE 

49 

21# 

20# 

P 

SPELL Increase SPELL Dmg 6 






36 

Dorkmist Girdle 

41 

BoE 

50 

23# 

46# 

N/A 

Rozzeric's Customized Seotbeh 

41 

BoA 

50 

23# 

88# 

N/A 

Teocher's Sosh 

41 

BoA 

50 

23# 

27# 

36 

Lunor Belt 

42 

BoE 

52 

26# 

28# 

37 

Mistscape Sosh 

42 

BoE 

52 

26# 

16# 



38 

Windchflser Gnch 

43 

BoE 

53 

27# 

m 

39 

RoyolSosh 

44 

BoE 

54 

30# 


N/A 

Scorching Sosh 

44 

BoA 

54 

31# 

ifi 

► 

SPELL increose Rre Dmg 8 






40 

Bloodwoven Cord 

45 

BoE 

55 

31# 

Ml' 

N/A 

Swashbuckler Sosh 

45 

BoA 

55 

31# 


41 

Gossamer Beh 

46 

BoE 

56 

33# 

ill 

42 

Goeo's Beh 

47 

BoE 

58 

35# 

m 

42 

Hibernal Sosh 

47 

BoE 

58 

36# 

77# 

N/A 

Shodowy Beh 

47 

BoA 

58 

36# 

Oil 

43 

Illusionary Sosh 

48 

BoE 

59 

41# 

»l 

43 

Venomshroud Woistbond 

48 

BoE 

59 

42# 

ill 

44 

Duskwoven Sosh 

49 

BoE 

60 

42# 

201 

45 

Necrotic Waistband 

50 

BoE 

61 

46# 

2H 

46 

Arochnidion Girdle 

51 

BoE 

62 

51# 

311 

46 

High Arcane Sosh 

51 

BoE 

62 

51# 

071 

46 

Runecloth Bell 

51 

BoE 

62 

51# 

121 

47 

Mystical Belt 

52 

BoE 

64 

51# 

ill 

48 

Ghostweove Bell 

53 

BoE 

65 

57# 

m 

P 

SPELL Restores 7 MP Every 5 sec 






48 

Highborne Cord 

53 

BoE 

65 

55# 

III 

49 

Bon'thok Sosh 

54 

BoA 

66 

56# 

III 

49 

Fay Sosh 

54 

BoE 

66 

56# 

171 

50 

Bonecoster's Waistband 

55 

BoE 

67 

61# 

Ml 

51 

Celestial Bell 

56 

BoE 

68 

68# 

iH 

51 

Zephyr Sosh 

56 

BoE 

68 

67# 

til 

N/A 

Brentwood Sosh 

58 

BoA 

71 

71# 

721 

53 

Demonskin Beh 

58 

BoE 

71 

76# 

ill 

53 

Novo Beh 

58 

BoE 

71 

71# 

m 

N/A 

Turquoise Sosh 

58 

BoA 

71 

71# 

721 

N/A 

Volconion Sosh 

58 

BoA 

71 

73# 

ill 

55 

Elunorion Beh 

60 

BoE 

73 

85# 

lil 

55 

Empyreal Sosh 

60 

BoE 

73 

81# 

HI 

56 

Eternal Cord 

61 

BoE 

74 

85# 

ill 

57 

1^'sSash 

62 

BoE 

76 

89# 

3il 




SiANDAKD CLOin Wmsi AK/VIUK 


Cl 


} CLOTH WAIST ARMOR 


N/A 

flax Belt 

5 

BoA 

8 


i| 

N/A 

Soft Wool Belt 

5 

BoA 

8 


i| 

1 

Tattered Cloth Bell 

5 

None 

8 


i| 

1 

Thin Cloth Belt 

5 

None 

8 


i| 

4 

Bended Cord 

9 

None 

15 


211 

4 

Bonecosler Sosh 

9 

None 

15 


221 

4 

Journeyman's Beh 

9 

None 

15 


231 

4 

Linen Belt 

9 

None 

15 


221 

N/A 

Red Linen Sosh 

9 

BoA 

15 


211 

5 

Ancestral Belt 

ID 

None 

16 


2H 

N/A 

Oirtwood Belt 

10 

BoA 

16 


271 

5 

Disciple's Sosh 

10 

None 

16 


2H 

5 

Knitted Beh 

10 

None 

16 


211 

5 

Woven Belt 

10 

None 

16 


211 

N/A 

Apprentice Sosh 

12 

BoA 

19 


ii| 

7 

Jester's Cord 

12 

None 

19 


ill 

7 

Native Sosh 

12 

None 

19 


i7| 

8 

Mogisler's Beit 

13 

None 

21 


ill 

9 

Runic Goth Beh 

14 

BoE 

22 


i7| 

12 

Heavy Weave Belt 

17 

None 

26 

1# 

lil 

17 

Thick Cloth Belt 

22 

None 

31 

2# 

lil 

22 

Podded Belt 

27 

None 

36 

4# 

II# 

32 

Russel Beh 

37 

None 

43 

10# 

IS# 

45 

Embroidered Belt 

50 

None 

58 

28# 



3 

Patchwork Beh 

B 

None 

12 


M 

9 

Calico Beh 

14 

None 

21 


ii# 

13 

Convos Belt 

18 

None 

26 


Sil 

16 

Brocode Bell 

21 

None 

29 

1# 

321 

25 

Goss-stitched Belt 

30 

None 

36 

3# 

iil 

29 

InteHoced Beh 

34 

None 

38 

5# 

211 

37 

Gochel Beh 

42 

None 

47 

9# 

iil 

48 

Twill Belt 

53 

None 

58 

22# 

77# 

63 

. Mesh Beh 

68 

None 

74 

51# 

W| 





31« 
31 • 
339 
3S9 
369 
369 
419 
429 
429 
469 
519 
519 
519 
519 
579 

559 

569 

569 

619 

689 

679 

719 

769 

719 

719 

739 

859 

819 

859 

899 


49 

59 


219 

229 

239 

229 

219 

289 

279 

289 

299 

299 

449 

499 

479 

619 

679 

159 

169 

199 

959 


19 

109 

459 

869 

329 

659 

219 

859 

779 


imitlirim Brocers 

22 

BoE 

28 

49 

64# 

Glowing Magical Bracelets 

31 

BoE 

35 

129 

16# 

Forgotten Wraps 

46 

BoE 

48 

41# 

33# 

Aristoaotic Cuffs 

54 

BoE 

57 

749 

63# 

. Manacle Cuffs 

55 

BoA 

58 

79# 

39# 

^ FUeweave Cuffs 

57 

BoA 

60 

86# 

06# 

SPELL Rre Resist +10 






loorfoll Bracers 

57 

BoA 

60 

81# 

19# 

' Foeerol Cuffs 

59 

BoA 

62 

91# 

91# 

^ SPELL Shadow Resist +10 






: Wyrmtlialok's Shackles 

60 

BoA 

63 

95# 

05# 

i jli9lnl Cuffs 

62 

BoE 

65 ! 1 

12# 

91# 

1^ 


V . t.'ISf 

^RM 



; 


EuVUMOR NAME LEV BIND AC VENDOR PURCHASE VALUE 

r Wiow Bracers 

15 

BoE 

20 

1# 

47# 

r Mystic's Bracelets 

17 

BoE 

21 

1# 

89# 

■ Seer's Cuffs 

17 

BoE 

21 

1# 

89# 

r Oystolline Cuffs 

18 

BoA 

22 

2# 

08# 

. feotherbeod Brocers 

18 

BoA 

22 

2# 

05# 


18 

BoE 

22 

2# 

19# 

■I rmherlond Armguards 

18 

BoA 

22 

2# 

13# 

U Ivcconeer's Bracers 

19 

BoE 

23 

2# 

38# 

^ Pagan Bands 

19 

BoE 

23 

2# 

51# 

^ Shimmering Brocers 

20 

BoE 

24 

2# 

95# 

, Druidic Bracers 

21 

BoE 

25 

3# 

17# 

f ' Sunfire Bracers 

23 

BoE 

26 

4# 

33# 

[' Endiontress Bracelets 

25 

BoE 

28 

5# 

50# 

(j Sanguine Cuffs 

25 

BoE 

28 

5# 

28# 

Hotelier's Cuffs 

26 

BoE 

28 

6# 

31# 

; Slver-lhreod Cuffs 

27 

BoE 

29 

6# 

81# 

/ lingerbane Bracers 

28 

BoE 

30 

7# 

68# 

1 loincaller Cuffs 

28 

BoE 

30 

7# 

17# 

; Sage's Brocers 

28 

BoE 

30 

7# 

44# 

1 Satyr's Bands 

29 

BoE 

30 

8# 

37# 

: Siren's Bracelets 

30 

BoE 

31 

8# 

71# 

1 Ihistlefur Bands 

30 

BoE 

31 

9# 

25# 

• Elder's Bracers 

31 

BoE 

32 

10# 

31# 

j Dryad's Bracelets 

32 

BoE 

32 

10# 

46# 

! Frost Brocers 

33 

BoE 

33 

11# 

97# 

' SPELL Frost Resist +7 






1 Spidertank Oilrag 

33 

BoA 

33 

11# 

54# 

1 siormcloud Wristbands 

33 

BoE 

33 

11# 

98# 

; Slonecloth Bindings 

34 

BoE 

33 

12# 

85# 

' Conjurer's Brocere 

35 

BoE 

34 

14# 

29# 

Geomencer's Brocers 

35 

BoE 

34 

15# 

10# 

^ Gallon Cuffs 

36 

BoA 

35 

16# 

65# 

{ hrilight Cuffs 

36 

BoE 

35 

15# 

54# 

9 Dorkspeor Cuffs 

37 

BoA 

35 

17# 

94# 

r Embersilk Bracelets 

37 

BoE 

35 

17# 

31# 

r Aurora Brocers 

38 

BoE 

36 

19# 

58# 

I ' Silksand Bracers 

38 

BoE 

36 

19# 

19# 

■ Arcone Runed Bracers 

39 

BoA 

37 

19# 

86# 

ri Condor Brocers 

39 

BoA 

37 

19# 

47# 

1' Sorcerer Bracelets 

39 

BoE 

37 

19# 

64# 

. Dorkmisl Bands 

40 

BoE 

38 

22# 

94# 

i' Eodiont Silver Bracers 

40 

BoA 

38 

22# 

02# 

: lunar Bindings 

41 

BoE 

39 

23# 

72# 

. legol Cuffs 

41 

BoE 

39 

23# 

71# 

Enchonted Stonecloth Brocers 

42 

BoA 

40 

25# 

87# 

' Mistscope Bracers 

42 

BoE 

40 

26# 

83# 

! Eoyol Bands 

43 

BoE 

41 

28# 

48# 

j i Windchaser Cuffs 

43 

BoE 

41 

26# 

44# 

Iloodwoven Bracers 

44 

BoE 

42 

29# 

00# 

(1 Gossomer Bracers 

45 

BoE 

43 

31# 

06# 

^ Shodowy Bracers 

45 

BoA 

43 

30# 

82# 

• SPELL Increase ShodowOmg 3 






11 , Moodband Bracers 

46 

BoA 

44 

35# 

63# 

Goeo's Cuffs 

46 

BoE 

44 

34# 

86# 

FNlkiw Wristbands 

47 

BoA 

45 

36# 

66# 

1 Hknal Bracers 

47 

BoE 

45 

35# 

94# 


Venomshroud Armguards 

47 

BoE 

45 

38# 

36# 

Illusionary Bonds 

48 

BoE 

46 

40# 

04# 

Necrotic Bracers 

49 

BoE 

47 

42# 

06# 

Arachnidion Bracelets 

50 

BoE 

48 

48# 

30# 

Duskwoven Bracers 

50 

BoE 

48 

47# 

39# 

Scorched Bonds 

50 

BoA 

48 

45# 

46# 

High Arcane Brocers 

51 

BoE 

49 

49# 

97# 

Highborne Bracelets 

52 

BoE 

50 

55# 

55# 

Bonecoster's Bindings 

53 

BoE 

50 

54# 

51# 

Mystical Bracers 

53 

BoE 

50 

57# 

18# 

Breezecloud Bracers 

54 

BoA 

51 

57# 

76# 

Fay Cuffs 

54 

BoE 

51 

61# 

30# 

Celestial Bindings 

55 

BoE 

52 

65# 

24# 

Shinle's Nozzle Wiper 

55 

BoA 

52 

63# 

34# 

Zephyr Bands 

56 

BoE 

53 

66# 

37# 

Demonskin Bracelets 

57 

BoE 

54 

68# 

55# 

Incendic Brocers 
SPELL Fire Resist +14 

57 

BoA 

54 

67# 

66# 

Elunorion Cuffs 

58 

BoE 

55 

75# 

75# 

Novo Bracers 

58 

BoE 

55 

78# 

50# 

Empyreal Brocers 

60 

BoE 

57 

85# 

30# 

Eternal Bindings 

61 

BoE 

58 

89# 

62# 

Necropile Cuffs 

61 

BoA 

58 

89# 

65# 

Lich's Bracers 

62 

BoE 

59 

m- 



N/A 

Flax Bracers 

5 

BoA 

6 


4# 

N/A 

Stemleof Brocers 

5 

BoA 

6 


5# 

1 

Tattered Cloth Bracers 

5 

None 

6 


4# 

1 

Thin Cloth Brocers 

5 

None 

6 


4# 

3 

Beaded Cuffs 

8 

None 

10 


16# 

3 

Ghostly Bracers 

8 

None 

10 


15# 

3 

Journeymen's Brocers 

8 

None 

10 


15# 

4 

Ancestral Bracers 

9 

None 

11 


22# 

5 

Disciple's Brocers 

10 

None 

13 


29# 

N/A 

Elostic Wristguords 

10 

BoA 

13 


29# 

N/A 

Heavy Cord Bracers 

10 

BoA 

13 


28# 

N/A 

Ivy-weove Brocers 

10 

BoA 

13 


29# 

5 

Knitted Bracers 

10 

None 

13 


29# 

5 

Silver-lined Bracers 

10 

None 

13 


28# 

5 

Woven Brocers 

10 

None 

13 


29# 

N/A 

Cord Bracers 

11 

BoA 

14 


35# 

6 

Native Bonds 

11 

None 

14 


36# 

7 

Green Linen Brocers 

12 

None 

15 


45# 

7 

Jester's Bonds 

12 

None 

15 


44# 

N/A 

Quilted Bracers 

12 

BoA 

15 


46# 

7 

Runic Cloth Bracers 

12 

BoE 

15 


47# 

9 

Aboriginal Bonds 

14 

None 

17 


70# 

N/A 

Bracers of the People's Militio 

14 

BoA 

17 


72# 

9 

Mogister's Bracers 

14 

None 

17 


71# 

12 

Heavy Weave Bracers 

17 

None 

20 

1# 

15# 

17 

Thick Cloth Brocers 

22 

None 

24 

2# 

17# 

22 

Podded Bracers 

27 

None 

28 

4# 

20# 

32 

Russet Bracers 

37 

None 

34 

10# 

99# 

45 

Embroidered Brocers 

50 

None 

45 

28# 

73# 




Frayed Brocers 

5 

None 

6 


3# 

Patchwork Brocers 

9 

None 

11 


14# 

Calico Brocers 

12 

None 

14 


30# 

Convos Brocers 

19 

None 

21 


99## 

Brocade Bracers 

22 

None 

23 

1# 

52# 

Cross-stitched Brocers 

28 

None 

27 

3# 

03# 

Interloced Bracers 

38 

None 

33 

7# 

74# 

Crochet Bracers 

44 

None 

38 

11# 

89# 

Twill Bracers 

54 

None 

46 

24# 

31# 

Mesh Bracers 

65 

None 

55 

41# 

33# 



N/A 

8reostplote of Bloodthirst 

62 

BoA 

286 3 

519 

929 

N/A 

Bane-studded Leather 

25 

BoA 

118 


139 


► 

SPELL Adds 2% CrH and IX Dodge 






N/A 

Dry Moss Tunic 

25 

BoA 

118 


139 

Ul 








20 

Scouting Tunk 

25 

BoE 

118 


149 

19 








21 

Forest Leather Chestpiece 

26 

BoE 

123 


159 

H 


^ SUPEklOR LEATHER CHkSf 

ARMOR 



1 

Moonstolker's Gown 
Panther Armor 

26 

27 

BoE 

BoA 

123 

128 


149 

169 

19 

19 









Br'rstlebark Blouse 

28 

BoE 

132 


179 

M 

rr 


LEV 

RIND 

AC VENDO 

nn!H!P 


1 N/A 

Grizzly Tunic 

28 

BoA 

132 


199 

39 

17 

Slarsight Tunic 

22 

8oE 

116 

119 

379 

23 

Pirate's Rag 

28 

BoE 

132 


189 

5S# 

19 

Blackened Oelios Armor 

24 

BoA 

126 

149 

679 

N/A 

Brownhide Armor 

29 

BoA 

137 


199 

19 

N/A 

Tunic of Westfall 

24 

BoA 

126 

149 

129 

N/A 

Raptorbone Armor 

29 

BoA 

137 


209 

)9 

20 

Gloomshroud Armor 

25 

BoE 

130 

1S9 

539 

► 

SPELL Adds 30 Attock Power Vs. Beasts 







30 

Spirewind Fetter 

35 

BoE 

154 

419 

619 

24 

Wrongler's Wraps 

29 

BoE 

137 


199 

19 

31 

Wolffeor Tunic 

36 

BoE 

158 

499 

689 

25 

Dervish Tunk 

30 

BoE 

121 


239 

39 

34 

Quilword Harness 

39 

BoE 

171 

619 

919 

N/A 

Ninja Armor 

30 

BoA 

121 


229 

m 

44 

Jinxed Hoodoo Skin 

49 

BoA 

211 ]* 

329 

419 

N/A 

Ribbed Breostplote 

30 

BoA 

121 


229 

«♦ 

45 

Feothered Breastplate 

50 

BoE 

214 

449 

789 

N/A 

Snapbrook Armor 

30 

BoA 

121 


239 

!9 

46 

Cow King's Hide 

51 

BoE 

218 1« 

519 

679 

26 

Green Leother Armor 

31 

BoE 

125 


239 

Ml 

► 

SPELL Arcane, Rre, Frost, Noture & Shadow Resist -t-IO 





26 

Kodo Hide Chestguord 

31 

BoE 

125 


239 

39 

48 

Flomestrider Robes 

53 

BoA 

227 1 

669 

599 

27 

Emblazoned Chestpiece 

32 

BoE 

129 


289 

19 

► 

SPELL Fire Resists 10 






27 

Pathfinder Vest 

32 

BoE 

129 


«9 

19 

50 

Worbeor Horness 

55 

BoE 

235 1 * 

979 

179 

28 

Cenorion Chestguord 

33 

BoE 

132 


289 

59 

52 

Stormshroud Armor 

57 

BoE 

243 2 

099 

669 

28 

Monk's Vest 

33 

BoE 

132 


309 

59 

► 

SPELL Adds 2XCrH 






28 

Raptor Hide Harness 

33 

BoE 

132 


309 

19 

53 

Ironfeother Breostplole 

58 

BoE 

247 2 

369 

509 

29 

Cutthroat's Vest 

34 

BoE 

136 


319 

351 

53 

Songbird Blouse 

58 

BoA 

247 2 

199 

729 

29 

Thick Murloc Armor 

34 

BoE 

136 


329 

III 

55 

Living Breostplote 

60 

BoE 

254 2 

479 

769 

30 

Dusky Leather Armor 

35 

BoE 

140 


379 

59 

► 

SPELL Increase Healing 24, Nature Resist -r-IO 





30 

Green Whelp Armor 

35 

BoE 

140 


379 

79 

56 

Codoverous Armor 

61 

BoA 

258 2 • 

509 

489 

► 

SPELL 5X Chonce to Sleep Attackers (30 sec) 







► 

SPELL Attock Power 60 






30 

Guardion Armor 

35 

BoE 

140 


349 

79 

56 

Nightbroce Tunic 

61 

BoA 

258 2' 

509 

489 

30 

Infiltrotor Armor 

35 

BoE 

140 


369 

59 

► 

SPELL Attock Power 50, Fire & Shadow Resist +10 





31 

Heodhunler's Armor 

36 

BoE 

144 


379 

19 

57 

Tombstone Breostplote 

62 

BoA 

262 2 

689 

089 

31 

Insignia Chestguord 

36 

BoE 

144 


409 

39 

► 

SPELL Adds 2XCrit 






32 

Ghostwolker Rags 

37 

BoE 

148 


419 

79 

58 

Drogonstolker Tunic 

63 

BoA 

266 3 

019 

739 

33 

Archer's Jerkin 

38 

BoE 

152 


499 

39 

► 

SPELL Increase spell Dmg 9 

1 





35 

Hawkeye's Tunic 

40 

BoE 

158 


529 

511 








35 

Sentinel Breostplote 

40 

BoE 

158 


549 

29 








36 

Glyphed Breastplate 

41 

BoE 

162 


609 

59 


Jff c.oon It \i i 

1 ^-riEsi HKMOk 



D 3 I 

Nightscape Tunic 
Witch Doctor's Silk Robes 

41 

41 

BoE 

BoE 

162 

162 


599 

569 

711 

79 








• 37 

Nocturnol Tunic 

42 

BoE 

166 


619 

39 

m 

ARMOR NAME 

uv 


AC VENDOl 


Tirnni 

1 38 

Big Voodoo Robe 

43 

BoE 

170 


729 

79 

5 

Brood Mother (oropoce 

10 

Bot 

61 

19 

199 

38 

Elven Armor 

43 

BoE 

170 


709 

711 

5 

Sleek Feathered Tunic 

10 

BoE 

61 

19 

199 

N/A 

Raptor Hunter Tunk 

43 

BoA 

170 


729 

711 

6 

Burnt Leather Vest 

11 

BoE 

66 

19 

559 

39 

Warden's Wrops 

44 

BoE 

173 


719 

59 

6 

Primal Wraps 

11 

BoE 

66 

19 

499 

40 

Ranger Tunk 

45 

BoE 

177 


819 

29 

7 

Embossed Leather Vest 

12 

BoE 

72 

19 

929 

40 

Wild Leather Vest 

45 

BoE 

177 


809 

021 

N/A 

Soft Leather Tunic 

12 

BoA 

72 

29 

019 

41 

Imperial Leather Breostplote 

46 

BoE 

181 


909 

19 

N/A 

Footman Tunk 

13 

BoA 

77 

29 

439 

41 

Wolf Rider's Padded Armor 

46 

BoE 

181 


839 

59 

8 

Hard Growler Carapace 

13 

BoE 

77 

29 

529 

42 

Assassin's Tunic 

47 

BoE 

185 


909 

19 

8 

Pioneer Tunic 

13 

BoE 

77 

29 

349 

N/A 

Surveyor's Tunic 

48 

BoA 

188 

1 

029 

39 

8 

Riverpaw leother Vest 

13 

BoE 

77 

29 

499 

43 

Tracker's Tunic 

48 

BoE 

188 

1 

029 

79 

8 

Tribal Vest 

13 

BoE 

77 

29 

509 

44 

Scorpashi Breostplote 

49 

BoE 

192 

1 

049 

19 

10 

Gnoll War Harness 

15 

BoE 

87 

39 

479 

45 

Cobalist Chestpiece 

50 

BoE 

195 

1 

129 

09 

10 

Gypsy Tunic 

15 

BoE 

87 

39 

639 

46 

Heraldic Breostplote 

51 

BoE 

199 

1 

279 

29 

N/A 

Spore-covered Tunic 

15 

BoA 

87 

39 

689 

46 

Rageclow Chestguord 

51 

BoE 

199 

1 

199 

29 

11 

Grizzly Jerkin 

16 

BoE 

93 

49 

149 

47 

Vampiric Armor 

52 

BoE 

202 

1 

269 

59 

12 

Fine Leather Tunic 

17 

BoE 

98 

49 

619 

48 

Chieftoin's Breastplate 

53 

BoE 

206 

1 

349 

19 

12 

Hunting Tunic 

17 

BoE 

98 

49 

849 

49 

Keeper's Armor 

54 

BoE 

210 

1 

429 

021 

13 

Ceremoniol Leather Harness 

18 

BoE 

103 

59 

199 

N/A 

Hokkar'i Breostplote 

55 

BoA 

213 

1 

509 

711 

13 

Moonglow Vest 

18 

BoE 

103 

59 

459 

50 

Mixologist's Tunic 

55 

BoA 

213 

1 

659 

39 

14 

Bord's Tunic 

19 

BoE 

109 

69 

019 

50 

Righteous Armor 

55 

BoE 

213 

1 

549 

021 

14 

Murloc Scale Breastplate 

19 

BoE 

109 

69 

019 

51 

Jodefire Chestguord 

56 

BoE 

217 

1 

599 

571 

15 

Dork Leather Tunic 

20 

BoE 

96 

69 

899 

N/A 

Ploinstolker Tunk 

56 

BoA 

217 

1 

629 

071 

15 

Hillmon's Leather Vest 

20 

BoE 

96 

79 

239 

51 

Serpentskin Armor 

56 

BoE 

217 

1 

739 

19 

15 

Lupine Vest 

20 

BoE 

96 

69 

789 

N/A 

Blozewind Breastplate 

57 

BoA 

221 

1 

699 

39 

16 

Inscribed Leother Breastplate 

21 

BoE 

101 

89 

229 

52 

Praetorian Padded Armor 

57 

BoE 

221 

1 

699 

19 

N/A 

Camouflaged Tunic 

22 

BoA 

105 

99 

539 

52 

Volcanic Breostplole 

57 

BoE 

221 


729 

79 

17 

Ferol Tunic 

22 

BoE 

105 

89 

979 

► 

SPELL lncreos«l Armor 120, Fire Resist +20 







17 

Loch Croc Hide Vest 

22 

BoE 

105 

99 

299 

53 

Chimerk Vest 

58 

BoE 

224 

1 

849 

59 

18 

Armor of the Fong 

23 

BoA 

110 

109 

109 

► 

SPELL Arcane Resist +16, Nature Resist +17 







18 

Bondil Jerkin 

23 

BoE 

110 

119 

139 

53 

Infernal Breastplate 

58 

BoE 

224 


839 

79 

18 

Prospector's Chestpiece 

23 

BoE 

110 

109 

149 

N/A 

Fernpulse Jerkin 

59 

BoA 

228 

1 

889 

29 

N/A 

Barkshell Tunic 

25 

BoA 

118 

139 

559 

54 

Pridelord Gown 

59 

BoE 

228 



889 

29 












139 

35# 

139 

60# 

149 

16# 

159 

26# 

14# 

63# 

169 

72# 

17# 

70# 

199 

37# 

189 

55# 

19# 

47# 

209 

23# 

19# 

47# 

239 

34# 

229 

60# 

22# 

09# 

239 

51# 

239 

66# 

239 

56# 

289 

14# 

259 

92# 

289 

51# 

309 

53# 

309 

96# 

319 

36# 

329 

11# 

379 

60# 

379 

73# 

349 

77# 

369 

66# 

379 

95# 

409 

32# 

419 

74# 

499 

35# 

529 

59# 

549 

25# 

609 

56# 

599 

71# 

569 

79# 

619 

34# 

72# 

75# 

709 

71# 

72# 

71# 

719 

54# 

B19 

24# 

809 

02# 

90# 

98# 

839 

45# 

909 

13# 

029 

38# 

029 

76# 

049 

15# 

129 

84# 

279 

25# 

199 

24# 

269 

40# 

349 

189 

429 

02# 

509 

71# 

659 

38# 

549 

82# 

599 

57# 

629 

87# 

739 

96# 

699 

389 

699 

15# 

729 

75# 

849 

49# 

839 

70# : 

889 

26# , 

889 

26# ! 



Irophook Jerkin 

59 

BoA 

228 1 

939 

02# 

1 

Angelic Armor 

60 

BoE 

231 1 

999 

42# 

1 

Brindlethorn Tunic 

60 

BoA 

231 2 

089 

79# 

1 

SPELL Attock Power 20 






N/A 

Spiritwolker Jerkin 

61 

BoE 

234 2 

089 

61# 

N/A 

Stormhide Armor 

61 

BoE 

234 2 

079 

56# 

N/A 

Wicked Leather Armor 

61 

BoE 

234 2 

279 

32# 

N/A 

Frostsober Tunic 

62 

BoE 

238 2 

189 

35# 

3 

SPELL Frost & Shadow Resist 4-18 






N/A 

Nether Runed Chestpiece 

62 

BoE 

238 2 

179 

94# 

4 

Hunk Leother Armor 

62 

BoE 

238 2 

209 

02# 

5 

Nightmare Tunic 

63 

BoE 

242 2 

329 

63# 

5 

Arch Druid's Chestpiece 

64 

BoE 

245 2 

409 

28# 

N/A 

Phantasmal Tunic 

64 

BoE 

245 2 

549 

56# 

N/A 

Helllire Tunic 

65 

BoE 

249 2 

67# 

29# 

7 

Seraphim Chestguord 

65 

BoE 

249 2 

529 


8 








12 

12 

& INIERIOEM t AIHI R < 

; M»si 



Mt 

17 


Ragged Leather Vest 
Worn leother Vest 
Worped leather Vest 
i Pokhed Leather Jerkin 
: Rawhide Tunic 
! Tough Leather Armor 
i Hordened Leather Tunic 
: Thick Leather Tunic 
! ^ooth Leather Armor 
I j Stropped Armor 


None 

None 

None 

None 


19 

3# 

69 

119 

339 

699 

02C 


89 

379 

599 

77# 

37# 

489 

629 

319 

789 

09# 


Trostmone Leather Vest 
Cracked Leather Vest 
Dirty Leather Vest 


Handstitched Leather Vest 
Light Scorpid Armor 
Lumberjack Jerkin 
Bettered Leather Harness 
Rough Leather Vest 


17 Studded Leather Harness 

19 Toughened Leather Armor 

22 Cuirboulli Vest 

22 Grunt's Harness 

32 Battle Harness 

32 Studded Doublet 

33 Barbaric Harness 

45 Remforced Leather Vest 


None 

BoA 


BoA 

None 

BoA 


11 

BoA 

63 


90# 

12 

None 

68 

19 

219 

13 

None 

73 

19 

50# 

17 

None 

93 

29 

849 

17 

None 

93 

29 

90# 

22 

None 

100 

5# 

59# 

22 

None 

100 

59 

74# 

24 

None 

109 

7# 

43# 

27 

None 

121 

109 

44# 

27 

None 

121 

10# 

33# 

37 

None 

140 

249 

97# 

37 

None 

140 

279 

39# 

38 

None 

144 

279 

389 

50 

None 

185 

679 

90# 



Feet of the Lynx 
jS Horbinger Boots 
Rrior Tredders 
3 Swampwalker Boots 
! Sondstalker Ankleguords 

i Slitherscale Boots 

’ Sondok of the Insurgent 
!fl Swiftwalker Boots 
I Pods of the Dread Wolf 
I SPUl Attack Power 40 
i Boots of the Shrieker 
jt SPELL Shadow Resist ilO 
" Verdont Footpads 
' ) SPELL Increose Hedfno 34 


BoE 

BoE 

BoE 


87 

9) 

109 

112 

140 

153 

159 

172 

175 


BoA 177 

BoA 180 


109 

199 

369 

409 

879 

17# 

399 

769 


75# 

59# 

06# 

93# 

84# 

04# 

93# 

99# 

24# 


909 74# 

149 06# 



Embossed Leother Boots 

15 

None 

60 

29 

68# 

Rugged Boots 

15 

BoE 

60 

29 

59# 

BoiiTs Boots 

16 

BoE 

64 

39 

02# 

Lupine Slippers 

16 

BoE 

64 

29 

90# 

Bl^ Whelp Boots 

18 

BoA 

71 

49 

20# 

Blackened Delias Boots 

18 

BoE 

71 

39 

85# 

Ferol Shoes 

18 

BoE 

71 

39 

84# 

Inscribed Leather Boots 

18 

BoE 

71 

49 

08# 

Rambling Boots 

18 

BoA 

71 

39 

88# 

Stable Boots 

18 

BoE 

71 

39 

99# 

Prospector's Boots 

19 

BoE 

75 

49 

42# 

Agile Boots 

20 

BoE 

66 

59 

26# 

Hyit Boots 

20 

BoE 

66 

59 

47# 

Buckled Boots 

21 

BoA 

69 

69 

01# 

Moonstolker's Sondek 

21 

BoE 

69 

59 

85# 

Scouting Boots 

22 

BoE 

72 

79 

31# 

Brktlebark Boots 

23 

BoE 

75 

79 

60# 

Foetpock of the Fong 

23 

BoA 

75 

79 

87# 


N/A 

Dorkstolker Boots 

24 

BoA 

79 

99 

00# 

19 

Forest leother Boots 

24 

BoE 

79 

9# 

03# 

N/A 

Stomping Boots 

24 

BoA 

79 

99 

22# 

N/A 

Ambassador's Boots 

25 

BoA 

81 

99 

67# 

N/A 

Moriner Boots 

25 

BoA 

81 

10# 

39# 

20 

VonCleef's Boots 

25 

BoE 

81 

99 

79# 

20 

Wrongler's Boots 

25 

BoE 

81 

99 

71# 

21 

Pirate's Boots 

26 

BoE 

85 

129 

04# 

N/A 

Droftsmon Boots 

27 

BoA 

88 

129 

45# 

23 

Dervkh Boots 

28 

BoE 

91 

149 

37# 

23 

Kodo Hide Boots 

28 

BoE 

91 

139 

27# 

N/A 

Tundra Boots 

28 

BoA 

91 

139 

27# 

N/A 

Grizzled Boots 

29 

BoA 

94 

159 

81# 

25 

Emblazoned Boots 

30 

BoE 

83 

169 

69# 

N/A 

Lancer Boots 

30 

BoA 

83 

169 

01# 

N/A 

Ninja Bools 

30 

BoA 

83 

169 

06# 

25 

Pathfinder Footpads 

30 

BoE 

83 

169 

06# 

N/A 

Troilblozer Boots 

30 

BoA 

83 

169 

39# 

N/A 

Vorrel's Boots 

30 

BoA 

83 

169 

14# 

26 

Cenorion Footpads 

31 

BoE 

86 

179 

91# 

26 

Monk's Footpads 

31 

BoE 

86 

189 

45# 

27 

Cutthroot's Boots 

32 

BoE 

88 

199 

44# 

28 

Gnomebol Operating Boots 

33 

BoA 

91 

219 

81# 

28 

Infiltrator Bools 

33 

BoE 

91 

229 

899 

29 

Headhunter's 5lippers 

34 

BoE 

94 

239 

52# 

29 

Insignia Boots 

34 

BoE 

94 

249 

819 

30 

Ghostwalker Boots 

35 

BoE 

96 

259 

87# 

31 

Archer's Bools 

36 

BoE 

99 

289 

39# 

32 

Hawkeye's 5hoes 

37 

BoE 

101 

319 

30# 

32 

Sentinel Boots 

37 

BoE 

101 

339 

77# 

33 

Tromping Miner's Boots 

38 

BoE 

104 

369 

07# 

34 

Glyphed Bools 

39 

BoE 

107 

379 

39# 

34 

Witch Doctor's Slippers 

39 

BoE 

107 

369 

52# 

35 

Dusky Boots 

40 

BoE 

109 

429 

37# 

► 

SPELL Add 7 Subtlety 






35 

Elven Boots 

40 

BoE 

109 

419 

79# 

35 

Swift Boots 

40 

BoE 

109 

429 

53# 





GOOD LEATHER EOOi ARMOR continued 


STANDARD Id ATHi R FOOT ARMOR 


N/A 

Excelsior Boots 

41 

BoA 

111 


43# 

93# 

36 

Nocturnal Shoes 

41 

BoE 

111 


42# 

59# 

N/A 

Wanderlust Boots 

41 

BoA 

111 


43# 

80# 

37 

Ranger Boots 

42 

BoE 

114 


49# 

OB# 

37 

Warden's footpads 

42 

BoE 

114 


46# 

00# 

N/A 

Enormous Ogre Boots 

43 

BoA 

117 


53# 

79# 

3B 

Imperiol Leather Boots 

43 

BoE 

117 


54# 

36# 

39 

Trocker's Boots 

44 

BoE 

119 


55# 

19# 

39 

Wolf Rider's Boots 

44 

BoE 

119 


53# 

66# 

40 

Assassin's Boots 

45 

BoE 

122 


57# 

95# 

N/A 

Jongdor's Handcrafted Boots 

45 

BoA 

122 


58# 

47# 

N/A 

Pratt's Handcrafted Boots 

45 

BoA 

122 


57# 

80# 

41 

Cobolist Boots 

46 

BoE 

124 


64# 

34# 

41 

Scorposhi Slippers 

46 

BoE 

124 


62# 

59# 

42 

Heraldic Boots 

47 

BoE 

127 


71# 

61# 

42 

Nightscope Boots 

47 

BoE 

127 


71# 

58# 

43 

Rogeclow Boots 

48 

BoE 

129 


73# 

00# 

44 

Chieftain's Boots 

49 

BoE 

132 


83# 

65# 

44 

Wild Leather Bools 

49 

BoE 

132 


81# 

50# 

45 

Vompiric Boots 

50 

BoE 

134 


83# 

58# 

46 

Keeper's Hooves 

51 

BoE 

137 


89# 

43# 

46 

Righteous Boots 

51 

BoE 

137 


91# 

28# 

47 

Serpentskin Boots 

52 

BoE 

139 

1 

02# 

61# 

4B 

Jodefire Sobotons 

53 

BoE 

142 


00# 

48# 

49 

Infernol Bools 

54 

BoE 

144 

1 

09# 

54# 

50 

Chimeric Boots 

55 

BoE 

147 


15# 

30# 

P 

50 

SPELL Arcane & Nature Resist -i'12 
Frostsober Boots 

55 

BoE 

147 

1 

14# 

43# 

► 

50 

SPELL frost & Shodow Resist +12 
Praetorian Boots 

55 

BoE 

147 


12# 

90# 

50 

Shodefiend Bools 

55 

BoA 

147 

1 

20# 

53# 

51 

Angelic Bools 

56 

BoE 

149 


21# 

20# 

51 

Pridelord Boots 

56 

BoE 

149 

1 

19# 

68# 

52 

Spiritwolker Bools 

57 

BoE 

152 


26# 

51# 

53 

Slormhide Boots 

58 

BoE 

154 

1 

34# 

47# 

54 

Nighimore Boots 

59 

BoE 

157 

1-P 

44# 

62# 

55 

Nether Runed Boots 

60 

BoE 

159 

1 

48# 

26# 

55 

Springtide Boots 

60 

BoA 

159 


61# 

14# 

► 

N/A 

SPELL Increose Healing 20 
Swiftfoot Trends 

60 

BoA 

159 

1 

49# 

69# 

56 

Codoverous Walkers 

61 

BoA 

161 


58# 

95# 

56 

Phontosmol Bools 

61 

BoE 

161 

1 

61# 

94# 

57 

Arch Druid's Sondels 

62 

BoE 

164 

1 

63# 

45# 

57 

Hellfire Boots 

62 

BoE 

164 

1 

68# 

77# 

5B 

Seraphim Shoes 

63 

BoE 

166 1 


71# 

63# 


I Cracked Leather Boots 

1 Dirty Leather Boots 

N/A Roinwolker Boots 

3 Hondstitched Leather Boots 

N/A Zombie Skin Boots 


Burnt Leather Boots 
Gray Fur Booties 
Primal Sondels 
Battered Leather Boots 
Lithe Boots 
Rough Leather Boots 
N/A Weather-worn Boots 

6 Pioneer Boots 

N/A Cushioned Boots 

7 Gypsy Sandals 

N/A Tiger Hide Boots 

7 Tribal Boots 

B Grizzly Slippers 

9 Hunting Boots 

1 0 Ceremoniol Leather Ankleguords 

12 Tanned Leather Boots 

13 Fine Leather Boots 

IS Dork Leolher Boots 

17 Cured Leother Boots 

22 Cuirboulli Boots 

32 Studded Bools 

3S Worn Running Boots 

45 Reinforced Leather Boots 


7 

BoA 

28 

8 

None 

32 

8 

BoA 

32 

9 

None 

36 

9 

None 

36 

9 

None 

36 

10 

None 

40 

10 

None 

40 

10 

None 

40 

10 

BoA 

40 

11 

None 

43 

12 

BoA 

47 

12 

None 

47 

12 

BoA 

47 

12 

None 

47 

13 

None 

50 

14 

None 

54 

15 

BoE 

57 

17 

None 

64 

18 

None 

67 

20 

None 

63 

22 

None 

69 

27 

None 

83 

37 

None 

96 

40 

None 

103 

50 

None 

127 1 


I# LEATHER HAND ARMOR 


)i 
)i 

111 

SI 

301 
411 
411 
341 
311 
S4| 
331 
331 
301 
031 
Oil 
041 
Oil 
!• 031 


!• 

!• 

29 

29 

3# 

40 

19 

18# 

24# 

51# 



Ragged Leather Boots 

3 

None 

12 


Of 

Worn Leather Boots 

8 

None 

31 


10# 

Warped Leather Boots 

15 

None 

54 

1# 

00# 

Patched Leather Boots 

19 

None 

67 

1# 

7t| 

Rowhide Boots 

25 

None 

73 

4# 

001 

Tough Leother Boots 

26 

None 

76 

4# 

/Of 

Hardened Leather Boots 

35 

None 

87 

10# 

31# 

Thick Leather Boots 

48 

None 

116 

30# 

70# 

Smooth Leother Boots 

54 

None 

130 

42# 

Oi# 

Stropped Boots 

69 

None 

163 

95# 

iO# 



37 Gloves of Holy Might 42 BoL 

SPELL Add IX Cr il, 20 Attack Power/30 for Undeod 


54 

► 

Skul's Fingerbone Clows 

SPELL Add IX Crit 

59 

BoA 

157 

1# 

14# 

03# 

56 

Fallbrush Handgrips 

61 

BoA 

161 

1 

36# 

30# 

56 

► 

Gargoyle Slashers 
SPELL Attack Power 42 

61 

BoA 

161 


24# 

27# 

56 

Sloghide Gauntlets 

61 

BoA 

161 

!• 

33# 

43# 


22 

Nogo Battle Gloves 

2/ 

BoA 

SB 

9# 

80# 

22 

Toughened Leother Gloves 

27 

BoE 

88 

9# 

62# 

22 

Wolfclow Gloves 

27 

BoE 

88 

9# 

BO# 

23 

Brawler Gloves 

28 

BoE 

91 

10# 

70# 

30 

Ebon Vise 

35 

BoA 

96 

22# 

32# 

37 

Arachnid Gloves 

42 

BoA 

114 

40# 

14# 

► 

SPELL Noture Resist +10 





41 

Gountlets of the Sea 

46 

BoE 

124 

53# 

63# 

► 

SPELL Use: Heals Target for 300-500 





45 

Elven Spirit Clows 

50 

BoE 

134 

68# 

17# 

► 

SPELL Increase Nature Dmg 13 






48 

Bloodfire Talons 

53 

BoA 

142 

85# 

20# 

► 

SPELL Increase spell Dmg 9, Fire Resist +10 





51 

Mor Alom's Grip 

56 

BoE 

149 

05# 

19# 

► 

SPELL Increase Heeling 20 






53 

Devilsour Gauntlets 

58 

BoE 

154 

D 17# 

01# 

P 

SPEUAttock Power 28 





^ ^OOD I I ATHER HAND ARMOR 


N/A 

Bingles' Flying Gloves 

15 

BoA 

54 

1# 

»#■ 

10 

Rne Leather Gloves 

15 

BoE 

54 

1# 

81# 

10 

Hunting Gloves 

15 

BoE 

54 

1# 

71# 

11 

Lupine Hondwrops 

16 

BoE 

58 

1# 

93# 

12 

Bard's Gloves 

17 

BoE 

61 

2# 

29# 

N/A 

Shucking Gloves 

17 

BoA 

61 

29 

22# 

N/A 

Block Whelp Gloves 

18 

BoA 

65 

29 

82# 

13 

Blockened Defies Gloves 

18 

BoE 

65 

29 

»# 

N/A 

Dusty Mining Gloves 

18 

BoA 

65 

29 

58# 

13 

Feral Gloves 

18 

BoE 

65 

29 

58# 

13 

Metalworking Gloves 

18 

BoE 

65 

2# 

J!L. 


IS# 60# 


GOOD LEATHER HAND ARMOR 


IlifV ARMOR NAME 

LEV 

BIND 

AC 

VENDOR PURCHASE VALUE 

: Woodworking Gloves 

18 

BoE 

65 

2# 

67# 

1 Gloves of the Fang 

19 

BoE 

68 

3# 

07# 

! Inscribed leather Glaves 

19 

BoE 

68 

3# 

14# 

! Prospector's Mitts 

19 

BoE 

68 

2# 

94# 

i Bondit Gloves 

20 

BoE 

60 

3# 

69# 

; Foremon's Gloves 

20 

BoE 

60 

3# 

39# 


20 

BoE 

60 

3# 

62# 

tl Gloves of the Moon 

20 

BoA 

60 

3# 

59# 

It Hommerfist Gloves 

20 

BoA 

60 

3# 

47# 

It Windfelt Gloves 

20 

BoA 

60 

3# 

48# 

1 Deviate Scole Gloves 

21 

BoE 

63 

4# 

20# 

17 Moonstolker's Gloves 

22 

BoE 

66 

4# 

48# 


23 

BoE 

69 

5# 

05# 

G Bristlebork Gloves 

24 

BoE 

71 

5# 

72# 

I Nimble leother Gloves 

24 

BoE 

71 

5# 

88# 

If Ned Whelp Gloves 

1 SPELL 5X Chonce to deal 1 5-25 Dorn on hit 

24 

BoE 

71 

5# 

86# 

1 Fletcher's Gloves 
t SPELL Add IX Missile CrH 

25 

BoE 

74 

6# 

90# 

1 Forest Leother Gloves 

25 

BoE 

74 

6# 

82# 

Dork leather Gloves 
t SPELL Add 5 Lockpicking 

26 

BoE 

77 

7# 

91# 

I Herbalist's Gloves 
> SPELLAddSHerbolism 

27 

BoE 

80 

8# 

61# 

I Pirate's Gloves 

27 

BoE 

80 

8# 

33# 

9 Wrangler's Gloves 

27 

BoE 

80 

8# 

04# 

1 9 Dervish Glaves 

28 

BoE 

83 

9# 

71# 

j 9 Pilferer's Gloves 
) SPELL Add 7 Subtlety 

28 

BoE 

83 

8# 

85# 

X Emblazoned Gloves 

29 

BoE 

86 

9# 

85# 

N Heovy Earthen Gloves 
1 SPELL Attock Power 16 

29 

BoE 

86 

9# 

78# 

” Hillmon's Leother Gloves 

29 

BoE 

86 

10# 

49# 

N Kodo Hide Hondwrops 

29 

BoE 

86 

9# 

73# 

1 5 Barbaric Gloves 

30 

BoE 

75 

10# 

71# 

l|/t NInjo Gloves 
't SPELL Nature Resist i8 

30 

BoA 

75 

11# 

34# 

, 9 Pothfinder Gloves 

30 

BoE 

75 

10# 

71# 

K Monk's Hondwrops 

31 

BoE 

78 

12# 

48# 

9 Cenorion Handgrips 

32 

BoE 

80 

12# 

96# 

1 9 Infiltrator Gloves 

32 

BoE 

80 

13# 

02# 

9 Cutthroat's Mitts 

33 

BoE 

83 

14# 

25# 

l/t Gloves of Insight 

33 

BoA 

83 

15# 

04# 

ll/t Shepherd's Gloves 

33 

BoA 

83 

14# 

92# 

In Heodhunter's Mitts 

34 

BoE 

85 

15# 

68# 

1 9 Insignia Gloves 

34 

BoE 

85 

16# 

54# 

1 Archer's Gloves 

35 

BoE 

88 

17# 

53# 

t/t Braced Hondguords 

36 

BoA 

90 

20# 

31# 

D Ghostwolker Gloves 

36 

BoE 

90 

18# 

97# 

W Mud's Crushers 

36 

BoA 

90 

18# 

99# 

9 Howkeye's Gloves 

37 

BoE 

92 

20# 

87# 

1/1 Prospector Gloves 

37 

BoA 

92 

22# 

09# 

9 Sentinel Gloves 

37 

BoE 

92 

22# 

43# 

VI liger Hunter Gloves 

37 

BoA 

92 

21# 

36# 

9 Glyphed Mitts 

38 

BoE 

95 

22# 

99# 

Vl Gitomish Mechonic's Gloves 

38 

BoA 

95 

24# 

21# 

9 Witch Doctor's Hondwrops 

38 

BoE 

95 

22# 

54# 

N Nocturnal Gloves 

39 

BoE 

97 

24# 

34# 

X Swine Fists 

39 

BoA 

97 

24# 

28# 

9 Qven Gloves 

40 

BoE 

99 

28# 

57# 

Vt Seowolf Gloves 

40 

BoA 

99 

27# 

94# 

, Vt Stormfire Gauntlets 

40 

BoA 

99 

26# 

41# 

jli Ranger Gloves 

41 

BoE 

101 

30# 

19# 

Vt Rozzeric's Racing Grips 

41 

BoA 

101 

29# 

96# 

t Worden's Gloves 

41 

BoE 

101 

28# 

39# 

1 Bonelingers 

43 

BoA 

106 

33# 

67# 

1 Imperial Leather Gloves 

43 

BoE 

106 

35# 

96# 

VI Rustler Gloves 

43 

BoA 

106 

35# 

73# 

1 Wolf Rider's Gloves 

43 

BoE 

106 

33# 

12# 

If Trocker's Gloves 

44 

BoE 

108 

37# 

21# 

4 Assassin's Gloves 

45 

BoE 

111 

38# 

63# 

Vl Jongdor's Hondcrofted Gloves 

45 

BoA 

111 

38# 

83# 

jVt Pratt's Handcrafted Gloves 

45 

BoA 

111 

38# 

68# 

Cobolist Gloves 

46 

BoE 

113 

42# 

73# 

II Scorposhi Gloves 

46 

BoE 

113 

41# 

72# 

9 Heraldic Gloves 

47 

BoE 

115 

48# 

43# 

1 6 Rogeclow Gloves 

48 

BoE 

118 

53# 

13# 

N Chieftain's Gloves 

49 

BoE 

120 

52# 

55# 



^ GOODltATHEK 

HAND At 


continued 

m 

1 M LEV ARMOR NAME LEV BIND AC VENDOR PURCHASE VALUE I 

45 

Vompiric Gloves 

50 

BoE 

122 


55# 

72# 

46 

Keeper's Gloves 

51 

BoE 

124 


59# 

62# 

46 

Righteous Gloves 

51 

BoE 

124 


61# 

77# 

47 

Jodefire Gloves 

52 

BoE 

126 


63# 

20# 

47 

Serpentskin Gloves 

52 

BoE 

126 


69# 

38# 

47 

Wicked Leother Gauntlets 

52 

BoE 

126 


68# 

72# 

48 

Chimeric Gloves 

S3 

BoE 

129 


68# 

67# 

V 

SPELL Arcane Resist -rl 1, Nature Resist -r12 







48 

Infernal Gloves 

53 

BoE 

129 


69# 

66# 

49 

Ogreseer fists 

54 

BoA 

131 


71# 

10# 

49 

Praetorian Gloves 

54 

BoE 

131 


71# 

01# 

49 

Runic Leather Gountlets 

54 

BoE 

131 


71# 

95# 

50 

Angelic Gloves 

55 

BoE 

133 


79# 

47# 

N/A 

Nightfall Gloves 

56 

BoA 

136 


87# 

34# 

51 

Pridelord Gloves 

56 

BoE 

136 


79# 

78# 

52 

Spiritwolker Gloves 

57 

BoE 

138 


85# 

65# 

N/A 

Blight Leother Gloves 

SB 

BoA 

140 


89# 

65# 

53 

Stormhide Gloves 

5B 

BoE 

140 


89# 

65# 

54 

Frostsober Gloves 

59 

BoE 

143 


95# 

04# 

► 

SPELL Frost Resist +13, Shadow Resist +12 







54 

Nightmare Gloves 

59 

BoE 

143 

1 

00# 

12# 

55 

Nether Runed Handgrips 

60 

BoE 

144 


98# 

84# 

56 

Codoverous Gloves 

61 

BoA 

147 

1 

05# 

56# 

56 

Phontosmol Hondguords 

61 

BoE 

147 


09# 

15# 

57 

Arch Druid's Mitts 

62 

BoE 

149 

1 

08# 

97# 

58 

Hellfire Gloves 

63 

BoE 

151 


19# 

45# 

58 

Seraphin Gloves 

63 

loE 

151 

1 

14# 

41# 


Cl 


STANDARD LEATHER HAND ARMOR 


N/A 

Archery Irolnlng Gloves 

5 

BoA 

19 


6# 

N/A 

Bottleworn Leather Gloves 

5 

BoA 

19 


5# 

1 

Cracked Leather Gloves 

5 

None 

19 


6# 

1 

Dirty Leother Gloves 

5 

None 

19 


6# 

N/A 

Nomodic Gloves 

5 

BoA 

19 


5# 

N/A 

Wolf Handler Gloves 

5 

BoA 

19 


6# 

N/A 

Double-layered Gloves 

8 

BoA 

29 


20# 

N/A 

Lion-stomped Gloves 

8 

BoA 

29 


19# 

N/A 

Sewing Gloves 

8 

BoA 

29 


20# 

N/A 

Driving Gloves 

9 

BoA 

33 


28# 

5 

Bettered leather Gloves 

10 

None 

36 


34# 

5 

Burnt Leather Gloves 

10 

None 

36 


36# 

5 

Primal Mitts 

10 

None 

36 


34# 

5 

Rough Leather Gloves 

10 

None 

36 


35# 

N/A 

Veiled Grips 

10 

BoA 

36 


36# 

5 

White Wolf Gloves 

10 

None 

36 


36# 

6 

Pioneer Gloves 

11 

None 

39 


47# 

7 

Tribal Gloves 

12 

None 

43 


59# 

8 

Embossed Leather Gloves 

13 

None 

46 


71# 

8 

Gypsy Gloves 

13 

None 

46 


73# 

9 

Grizzly Gloves 

14 

None 

49 


84# 

10 

Ceremonial Leather Gloves 

15 

BoE 

52 

1# 

02# 

12 

Tanned Leather Gloves 

17 

None 

58 

1# 

44# 

17 

Cured Leather Gloves 

22 

None 

62 

2# 

82# 

22 

Cuirboulli Gloves 

27 

None 

76 

5# 

29# 

29 

Dog Training Gloves 

34 

None 

81 

9# 

63# 

► 

SPELL Add 30 Attock Power Vs. Beasts 






32 

Studded Gloves 

37 

None 

88 

12# 

66# 

33 

Guardian Gloves 

38 

None 

90 

13# 

74# 

45 

Reinforced Leather Gloves 

50 

None 

116 

34# 

59# 



Ragged Leather Gloves 

4 

None 

14 


2# 

Worn Leather Gloves 

6 

None 

21 


6# 

Warped Leather Gloves 

13 

None 

43 


51# 

Patched Leother Gloves 

17 

None 

55 


90# 

Rawhide Gloves 

23 

None 

62 

2# 

11# 

Tough Leather Gloves 

29 

None 

77 

3# 

87# 

Hardened Leather Gloves 

36 

None 

81 

7# 

65# 

Thick Leother Gloves 

49 

None 

108 

22# 

21# 

Smooth Leather Gloves 

58 

None 

126 

36# 

57# 

Strapped Gloves 

: 68 

None 

146 

61# 

37# 








^ LEATHER HEAD ARMOI^^ , , 


J Riot; l l ATHI R Hf AD ARMOK 


IV- V GOOD LEATHER HEAD ARMOR continued 


28 

Enduring Cap 

33 

BoE 

118 


26# 

55# 

36 

Nightscape Headband 

41 

BoE 

132 


44# 


32 

Adventurer's Pith Helmet 

37 

BoE 

132 


40# 

83# 

37 

Ronger Helm 

42 

BoE 

135 


48# 

73# 

33 

Expert Goldminer's Helmet 

38 

8aE 

135 


42# 

20# 

37 

Witch Doctor's Headress 

42 

BoE 

135 


46# 

DO# 

► 

SPELL Adds 7 to IH Axe 







38 

Imperial Leather Helm 

43 

BoE 

138 


49# 

53# 

40 

Wolfshead Helm 

45 

BoE 

158 


74# 

21# 

38 

Nocturnal Skuikop 

43 

BoE 

138 


49# 

Ml 

> 

SPELL On Shift: Adds 20 Energy or 5 Rage 







39 

Big Voodoo Mosk 

44 

BoE 

141 


53# 

SO# 

N/A 

Engineer's Guild Headpiece 

47 

BoA 

165 


88# 

47# 

40 

Tracker's Heodbond 

45 

BoE 

144 


60# 

SO# 

43 

Winged Heim 

48 

BoE 

168 


96# 

24# 

40 

Worden's Wizard Hat 

45 

BoE 

144 


57# 

OS# 

45 

Embrace of the Lycan 

50 

BoA 

174 

1 

08# 

58# 

40 

Wild Leather Helmet 

45 

BoE 

144 


62# 

30# 

► 

SPELL AHack Power 32 







42 

Cabolist Helm 

47 

BoE 

150 


68# 

07# 

45 

Helm of Rre 

50 

BoE 

174 


08# 

19# 

42 

Wolf Rider's Skullcap 

47 

BoE 

150 


67# 

SO# 

► 

SPELL Fireboll, Rre Resist +5 







43 

Assassin's Visor 

48 

BoE 

153 


73# 

00# 

52 

Ghostshroud 

57 

BoA 

197 

1 

64# 

84# 

43 

Heroldk Headpiece 

48 

BoE 

153 


78# 

7S# 

> 

SPELL Shodow Resist e5 







44 

Scorposhi Skullcap 

49 

BoE 

156 


78# 

II# 

52 

Mask of the Unforgiven 

57 

BoA 

197 

1 

58# 

95# 

45 

Chieftain's Heoddress 

50 

BoE 

158 


84# 

07# 

h 

SPELL Adds 2X Hit IXCrH 







45 

Rogeclow Helm 

50 

BoE 

158 


83# 

SO# 

52 

Ragelury Eyepotch 

57 

BoA 

197 

1 

66# 

69# 

46 

Vampiric Headress 

51 

BoE 

161 


89# 

43# 

► 

SPELL Adds 2XCrit 







47 

Righteous Helmet 

52 

BoE 

164 


98# 

SO# 

58 

Eye of Rend 

63 

BoA 

216 

2 

10# 

31# 

48 

Keeper's Wreoth 

53 

BoE 

167 

1 

00# 

40# 

► 

SPELL Adds 2XCrit 







N/A 

Lordrec Helmet 

53 

BoA 

167 

1< 

00# 

03# 

58 

Feathermoon Heodress 

63 

BoE 

216_ 

2 

05-- 

46 

49 

Serpentskin Helm 

54 

BoE 

171 

1 

06# 

17# 









50 

Infernal Cap 

55 

BoE 

173 


17# 

OS# 









51 

Jadelire Crown 

56 

BoE 

176 

1 

19# 

00# 


GOOD LEATHER HEAD ARMOR 


25 

Humbert's Helm 

30 

BoE 

98 

17# 

63# 

N/A 

Ninja Mask 

30 

BoA 

98 

16# 

06# 

25 

Ringed Helm 

30 

BoE 

98 

16# 

63# 

26 

Emblazoned Hat 

31 

BoE 

101 

17# 

67# 

26 

Kodo Hide Heim 

31 

BoE 

101 

17# 

67# 

26 

Ruffled Choplet 

31 

BoE 

101 

18# 

84# 

27 

Monk's Cap 

32 

BoE 

105 

19# 

76# 

27 

Tribal Worg Helm 

32 

BoE 

105 

20# 

65# 

27 

Whisperwind Heoddress 

32 

BoA 

105 

20# 

59# 

28 

Infihrotor Cap 

33 

BoE 

108 

21# 

57# 

29 

Pathfinder Hat 

34 

BoE 

111 

23# 

52# 

30 

Cenarion Coronet 

35 

BoE 

114 

26# 

73# 

30 

Insignia Cap 

35 

BoE 

114 

26# 

99# 

31 

Archer's Cap 

36 

BoE 

117 

28# 

71# 

31 

Feathered Headdress 

36 

BoE 

117 

28# 

46# 

32 

Cutthroat's Hat 

37 

BoE 

120 

31# 

30# 

N/A 

Spirit Hunter Headdress 

37 

BoA 

120 

32# 

18# 

33 

Cloaked Hood 

38 

BoE 

123 

36# 

96# 

33 

Heodhunter's Headress 

38 

BoE 

123 

33# 

81# 

33 

Sentinel Cap 

38 

BoE 

123 

35# 

14# 

34 

Ghostwalker Crown 

39 

BoE 

126 

36# 

52# 

34 

Glyphed Helm 

39 

BoE 

126 

37# 

68# 

N/A 

Cap of Harmony 

40 

BoA 

129 

39# 

91# 

35 

Comfortable Leather Hat 

40 

BoE 

129 

41# 

31# 

35 

Elven Cap 

40 

BoE 

129 

42# 

40# 

35 

Howkeye's Helm 

40 

BoE 

129 

39# 

44# 

25 

Humbert's Helm 

30 

BoE 

98 

17# 

63# 

N/A 

White Drakeskin Cop 

40 

BoA 

129 

40# 

98# 



51 Wicked leothet Heodbond 

52 Angelic Halo 

52 Praetorian Coil 

53 Pridelord Hala 

53 Rank leather Headband 

54 Spiritwolker Headpiece 

55 Stormhide Helm 

56 Nightmare Helmet 

57 Bane Ring Helm 

57 Nether Runed Crown 

57 Phontosmol Headdress 

58 Arch Druid's Headress 

58 Hellfire Helm 

58 Tribal War Feathers 

> SPELL Increose Nature Dmg 1 3 

59 Serophlm Crown 


BoE 

BoE 


185 

188 

191 


196 

196 


31 • Sif 

34« ill 
26« 861 
349 471 


41« 

439 

48« 


66# li« 
78* 

63# 4S« 

72# S4I 
83# 271 

79# »« 


STANDARD LEATHER HEAD ARMOR 



32 Studded H 
45 , Reinlorced Leather Cop 


INTERIOR LEATHER HI AD ARMOR 


LEATHER LEG ARMOR^ 





Slirr RIOR I FATHER FFG ARMO; 


N/A Leggings oi Arcana 
► SPELL Increose spelDiiia 9 


SUPERIOR LEATHER LEG ARMOR 


IB Leggings of the Fang 

25 Petrolspill Leggings 

► SPELL Hre Resist -10 

25 Troll's Bane Leggings 

N/A Triprunner Dungarees 

34 WarchielKilt 

38 Basilisk Hide Pants 


116 

142 


50# 

57# 

44 

Jinxed Hoodoo Kih 

49 

BoA 

185 

1 - 32# 

W# 



49 

Windscale Sorong 

54 

BoA 

202 

1- 75# 

95« 



50 

Stormshroud Pants 

55 

BoE 

205 

1< B7# 

m 



h 

SPELL Increased Critkal 2 









52 

living Leggings 

57 

BoE 

212 

2-^ 12# 

m 

■■Mi 


► 

SPELL Increase Healing 24, Nature Resist +8 








52 

Warbear Wooiies 

57 

BoE 

212 

2 22# 

331 

12s» 

56# 

53 

Worstrife Leggings 

58 

BoA 

216 

2‘ 23# 

84* 

26# 

83# 

> 

SPELL Increased Dodge 2 








55 

Devilsour Leggings 

60 

BoE 

222 

2 57# 

091 

259 

74# 

► 

SPELL Attack Power 46 






52# 

67# 

55 

Earthbom Kilt 

60 

BoE 

222 

2 53# 

08f 

60# 

74# 

55 

Tressermone Leggings 

60 

BoA 

222 

2 39# 

481 

809 

40# 

58 

Bkidemaster Leggings 

63 

BoA 

233 

2 77# 

1/# 



GOOD LEATHER LEG ARMOR continued 


liKiil Leather Breeches 

10 

Bol 

53 

10 

200 

PritnolKih 

11 

BoE 

58 

10 

490 

lugged Leother Fonts 

11 

BoE 

58 

10 

620 

■ Pioneer Trousers 

12 

BoE 

63 

10 

930 

Itibol Pants 

12 

BoE 

63 

10 

990 

H Vogatiand Leggings 

13 

BoA 

67 

20 

470 

! fttaly Fonts 

14 

BoE 

72 

20 

800 

, i Bypsy Trousers 

14 

BoE 

72 

20 

940 

j Endtossed Leather Fonts 

15 

BoE 

76 

30 

470 

1 P Itatvester's Fonts 

15 

BoA 

76 

30 

390 

1 H todo Hunter's leggings 

15 

BoA 

76 

30 

680 

P Stretched Leother Trousers 

15 

BoA 

76 

30 

630 

r Hunting Fonts 

16 

BoE 

81 

30 

920 

t Ceremonial Leather Loincloth 

17 

BoE 

86 

40 

540 

i/i FronHer Britches 

17 

BoA 

86 

40 

580 

i lord's Trousers 

18 

BoE 

90 

50 

250 

] llockened Delios Leggings 

18 

BoE 

90 

50 

630 

p Dredgemire Leggings 

18 

BoA 

90 

50 

120 

n Greasy Tinker's Fonts 

18 

BoA 

90 

50 

190 

U Wiidkeeper leggings 

18 

BoA 

90 

50 

120 

' T Light leother Fonts 

19 

BoE 

95 

50 

990 

H Lupine Leggings 

19 

BoE 

95 

50 

900 

i Irombleweed Leggings 

20 

BoE 

84 

60 

920 

i Feral Leggings 

20 

BoE 

84 

60 

780 

i kiscrled Leather Fonts 

20 

BoE 

84 

70 

180 

P Slkk Deviote Leggings 

20 

BoA 

84 

70 

130 

« Smith's Trousers 

20 

BoA 

84 

70 

150 

li Stonemoson Trousers 

20 

BoE 

84 

70 

310 

1 1( Fne Leother Fonts 

21 

BoE 

88 

80 

290 

11 Prospector's Woolies 

21 

BoE 

88 

70 

800 

II Smelting Fonts 

21 

BoA 

88 

80 

040 

II Bandit Fonts 

22 

BoE 

92 

90 

820 

II Bkngill Breeches 

23 

BoE 

96 

100 

850 

II Dork Leather Fonts 

23 

BoE 

96 

100 

890 

It Moonstolker's leggings 

24 

BoE 

100 

110 

450 

N Scouting Trousers 

24 

BoE 

100 

110 

460 

D Bristlebark Britches 

26 

BoE 

108 

140 

630 

il Forest Leother Fonts 

26 

BoE 

108 

150 

320 

H Stolking Fonts 

26 

BoE 

108 

150 

710 

J ShfldowWeover Loggings 

27 

BoE 

112 

160 

900 

S Wrangler's Leggings 

27 

BoE 

112 

160 

090 

S Pirate's Pantaloons 

28 

BoE 

116 

180 

480 

3 Sober Leggings 

28 

BoE 

116 

180 

940 

It Kodo Hide leggings 

29 

BoE 

120 

190 

470 

JX HysticSorong 

29 

BoE 

120 

200 

990 

1 IS Dervish Leggings 

30 

BoE 

106 

220 

020 

I'll Ninja Fonts 
;t SPELl Frost ResHt ill 

30 

BoA 

106 

220 

520 

2 Embbzoned Leggings 

31 

BoE 

109 

230 

740 

Tt PothFinder Fonts 

31 

BoE 

109 

230 

560 

3 Cenorkm Kilt 

32 

BoE 

113 

250 

920 

3 Guordion Fonts 

32 

BoE 

113 

270 

940 

3 Cutthroat's loincloth 

33 

BoE 

116 

280 

510 

1 Dusky Leather leggings 

33 

BoE 

116 

300 

970 

3 Monk's Fonts 

33 

BoE 

116 

300 

310 

il Borboric leggings 

34 

BoE 

119 

310 

510 

3 Ferine Leggings 

34 

BoA 

119 

330 

460 

3 Infiltrator Fonts 

34 

BoE 

119 

310 

750 

1 Heodhunter's Woolies 

35 

BoE 

123 

340 

500 

3 kisignio Loggings 

35 

BoE 

123 

360 

250 

3 Ghostwolker Legguords 

36 

BoE 

126 

370 

950 

B Archer's Trousers 

37 

BoE 

129 

420 

600 

I'i Lighislep Leggings 

37 

BoA 

129 

440 

420 

B Howkeye's Breeches 

38 

BoE 

133 

450 

080 

, X Sentinel Trousers 

39 

BoE 

136 

500 

420 

1 3 Glyphed leggings 

40 

BoE 

139 

560 

480 

1 I/A Mistsproy Kilt 

40 

BoA 

139 

540 

860 

I'A Panther Hunter leggings 

40 

BoA 

139 

540 

030 

1 3 Witch Doctor's Loincloth 

40 

BoE 

139 

520 

590 

X Nocturnol leggings 

41 

BoE 

142 

560 

790 

3 Ehen Leggings 

42 

BoE 

145 

660 

890 

3 longer Leggings 

43 

BoE 

149 

690 

910 

3 Worden's Woolies 

43 

BoE 

149 

660 

240 

j 3 Wolf Rider's Leggings 

44 

BoE 

152 

710 

540 

i i? Assassin's Fonts 

45 

BoE 

155 

770 

270 

V Imperial Leother Fonts 

45 

BoE 

155 

830 

590 

H Nightscope Fonts 

46 

BoE 

158 

870 

080 

f1 Oihkin Leggings 

46 

BoA 

158 

860 

450 

II Tracker's Leggings 

46 

BoE 

158 

870 

450 

Q Big Voodoo Fonts 

47 

BoE 

161 

900 

220 

C Scorposhi Leggings 

47 

BoE 

161 

900 

130 

D Cobolht Leggings 

48 

BoE 

165 

980 

940 

H . Heraldic leggings 

49 

BoE 

168 1 

120 

750 



AN LEV ARMOR NAME LEV BIND AC VENDOR PURCHASE VALUE 1 

44 

Ragedow leggings 

49 

BoE 

168 

1 

040 

150 

45 

Vompiric Pants 

50 

BoE 

171 


110 

440 

45 

Wild Leother leggings 

50 

BoE 

171 

1 

150 

850 

46 

Chieftain's leggings 

51 

BoE 

174 

1 ^ 

210 

250 

47 

Atal'oi leggings 

52 

BoA 

177 

1 

320 

000 

47 

Keeper's Woolies 

52 

BoE 

177 


260 

400 

N/A 

Gryphon Rider's Leggings 

53 

BoA 

180 

1 

340 

660 

48 

Righteous leggings 

53 

BoE 

180 

1 

390 

850 

49 

Jodefire Fonts 

54 

BoE 

184 

1 

420 

020 

49 

Serpentskin Leggings 

54 

BoE 

184 


460 

050 

49 

Vokonic leggings 

54 

BoE 

184 

1 

450 

590 

> 

SPEIL Increosed Armor 80, Rre Resist +20 







N/A 

Windsheor Leggings 

54 

BoA 

184 


440 

460 

50 

Proetocion leggings 

55 

BoE 

187 

1 

500 

540 

51 

Chimeric Leggings 

56 

BoE 

190 

1' 

620 

330 

► 

SPELL Arcane & Nature Resist +16 







51 

Infernal leggings 

56 

BoE 

190 

1 

670 

170 

52 

Frostsober leggings 

57 

BoE 

193 


700 

120 

► 

SPELL Frost Resist +17, Shadow Resist +16 







53 

Angelic Leggings 

58 

BoE 

196 

1 

900 

710 

53 

Pridelord Fonts 

58 

BoE 

196 

14 

790 

300 

53 

Wicked Leother Fonts 

SB 

BoE 

196 

1 

780 

920 

54 

Luminory Kilt 

59 

BoA 

200 

P 

970 

300 

54 

Stormhide leggings 

59 

BoE 

200 

1 

880 

260 

55 

Runic Leother Fonts 

60 

BoE 

202 

2* 

080 

850 

55 

Spiritwolker leggings 

60 

BoE 

202 

2 

010 

720 

56 

Codoverous Kih 

61 

BoA 

205 

2« 

090 

540 

56 

Crypt Stolker leggings 

61 

BoA 

205 

2 

110 

910 

P 

SPELL Nature & Shadow Resist +18 







56 

Nether Runed legguords 

61 

BoE 

205 

2- 

070 

560 

57 

Arch Druid's Kih 

62 

BoE 

208 

2 

170 

940 

57 

Ghostloom Leggings 

62 

BoA 

208 

2- 

190 

970 

57 

Nightmare leggings 

62 

BoE 

208 

2 

330 

480 

58 

Phontosmol Leggings 

63 

BoE 

212 

2» 

430 

330 

58 

Seraphim legguords 

63 

BoE 

212 

2 

280 

840 

59 

Hellfire Itgguords 

64 

BoE 

215 

2 * 

520 

720 










m 

9 STANDARD LF ATHER 

LEG 

ARMOR 


■ 
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~ 



M LEV ARMOR NAME UV BIND AC VENDOR PURCHASE VALUE 1 

N/A 

Canopy leggings 

5 

BoA 

26 



130 

1 

Cracked Leather Fonts 

5 

None 

26 



110 

1 

Dirty Leather Pants 

5 

None 

26 



120 

N/A 

Dust-covered leggings 

5 

BoA 

26 



120 

N/A 

Dwarven leather Pants 

5 

BoA 

26 



120 

N/A 

Zombie Skin leggings 

5 

BoA 

26 



130 

N/A 

Rough-hewn Kodo leggings 

9 

BoA 

46 



540 

5 

Battered Leather Pants 

10 

None 

51 



680 

5 

Handstitched leather Fonts 

10 

None 

51 



710 

N/A 

Patched Pants 

10 

BoA 

51 



750 

5 

Rough Leather Fonts 

10 

None 

51 



700 

12 

Tonned Leather Pants 

17 

None 

82 


20 

890 

17 

Cured leather Fonts 

22 

None 

87 


50 

610 

22 

Cuirboulli Fonts 

27 

None 

106 


90 

610 

32 

Studded Pants 

37 

None 

123 


240 

950 

45 

Reinforced leather Pants 

SO 

None 

162 


680 

420 



1 

Primtiive Kilt 

1 

None 

5 


10 

1 

Primitive Kilt 

1 

None 

5 


10 

1 

Ragged leather Pants 

2 

None 

10 


20 

2 

Worn Leother Pants 

7 

None 

34 


180 

9 

Warped leather Fonts 

14 

None 

65 

10 

230 

13 

Patched leother Fonts 

18 

None 

81 

20 

080 

19 

Rawhide Pants 

24 

None 

90 

40 

790 

25 

Tough leather Pants 

30 

None 

95 

80 

560 

27 

Hordened Leather Pants 

32 

None 

101 

100 

490 

37 

Thick leather Fonts 

42 

None 

131 

260 

250 

48 

Smooth leather Pants 

53 

None 

162 

540 

860 

61 

Strapped Pants 

66 

None 

199 1 

110 

750 








^ LEATHER SHOULDER ARMOR 



GOOD LEATHER SH Olll DEK ARMOR continued 


25 

Mantle of Thieves 

3u 

Hot 

100 


19# 

57# 

48 

Jadefire Epoulets 

53 

BoE 

154 

1 

00# 

fif ' 

26 

Forest Tracker Epaulets 

31 

BoE 

103 


23# 

26# 

N/A 

Penance Spoulders 

53 

BoA 

154 


00# 

21| 

27 

Watchmen Pauldrons 

32 

BoE 

106 


24# 

88# 

48 

Serpentskin Spoulders 

53 

BoE 

154 

1 

03# 

73| 

33 

Flintrock 5houlders 

38 

BoE 

125 


41# 

40# 

49 

Praetorian Pauldrons 

54 

BoE 

157 


06# 

ilf 

37 

Fleshhide Shoulders 

42 

BoA 

137 


59# 

57# 

N/A 

Snarkshow Spoulders 

54 

BoA 

157 

1 

06# 

51| 

40 

Sheepshear Mantle 

45 

BoE 

146 


69# 

90# 

50 

Infernal Shoulderpads 

55 

BoE 

160 

], 

IB# 

nt 

47 

Atal'al Spoulders 

52 

BoA 

167 

1 

14# 

76# 

N/A 

Shadowskin Spoulders 

55 

BoA 

160 

1 

12# 

»| 

[ ► 

SPELL Increased Armor 80 







N/A 

Shinle's Munie 

55 

BoA 

160 

1 

18# 

3ff 

49 

Ironfeother Shoulders 

54 

BoE 

173 


27# 

58# 

50 

Splinthide Shoulders 

55 

BoA 

160 

1 

16# 

111 

' 49 

Living Shoulders 

54 

BoE 

173 


38# 

03# 

N/A 

Clouddrift Montle 

56 

BoA 

163 


19# 

ill 

► 

SPELL Increase Healing 28, Nature Resist +8 







52 

Angelic Shoulders 

57 

BoE 

166 

1 

35# 

111 

54 

Demonic Runed Spoulders 

59 

BoA 

188 


80# 

88# 

52 

Pridelord Pouldrons 

57 

BoE 

166 


26# 

ill 

: N/A 

Halycon's Muzzle 

60 

BoA 

190 

1 

80# 

28# 

N/A 

Plow Wood Spoulders 

58 

BoA 

168 

1 

41# 

54| 

► 

SPELL Arcane Resist -t- 10 







53 

Stormhide Shoulders 

58 

BoE 

168 


34# 

41| 

56 

Spoulders of the Unseen 

61 

BoE 

193 


93# 

70# 

N/A 

Wyrmhide Spoulders 

58 

BoA 

168 

1 

37# 

2i| 

56 

Truestrike Shoulders 

61 

BoA 

193 


91# 

49# 

► 

SPELL Adds 2X Hit 







► 

SPELL Adds 2X Hit, 24 Attack Power 







54 

Nether Runed Shoulder Pads 

59 

BoE 

171 


41# 

20| 

57 

Death's Clutch 

62 

BoA 

197 

1 

96# 

52# 

54 

Spiritwolker Spoulders 

59 

BoE 

171 

1 

44# 

I3| 


Wyrmtongue Shoulders 

Al 

BoA 

199 

1: 

JM 

36#_ 

54 

Stormshroud Shoulders 

59 

BoE 

171 


46# 

I2| 









► 

SPELL Adds IX CrH 















55 

Nightmare Spoulders 

60 

BoE 

173 

1 

59# 

401 

jA 

W GOOD LEATHER SHOULDER ARMOR 


mm 

56 

Arch Druid's Epaulets 

61 

BoE 

176 


55# 

W| 








S9 

56 

Volcanic Shoulders 

61 

BoE 

176 

1 

60# 

III 

nn 

III 1 nil 

ITM 

BIND 

AC 


I'JIIIWiFT’ 

itvmiM 

P 

57 

SPELL Increased Armor 50, Fire Resist -f18 

62 





44| 

32| 

20 

Forest Leather Montle 

25 

BoE 

89 


9# 

82# 

57 

Runic Leather Shoulders 

62 

BoE 

179 

1 

74# 

73# 

21 

Hillmon's Shoulders 

26 

BoE 

92 


11# 

99# 

58 

Helllire Shoulders 

63 

BoE 

181 


81# 

III 

21 

Moonstolker's Shoulder Pads 

26 

BoE 

92 


11# 

63# 

58 

Sorophiin Shoulder Pads 

63 

BoE 

181 

_! 

71# 

ttt 

22 

8ristlebark Amice 

27 

BoE 

96 


12# 

07# 










. 22 

Eorthen Leother Shoulders 

27 

BoE 

96 

13# 

06# 

1 22 

Pirate's Shaulders 

27 

BoE 

96 

12# 

55# 

' 23 

Dark Leather Shoulders 

28 

BoE 

99 

14# 

57# 

23 

Wrongler's Montle 

28 

BoE 

99 

13# 

27# 

24 

Dervish Spoulders 

29 

BoE 

103 

14# 

84# 

25 

Emblozoned Shoulders 

30 

BoE 

90 

16# 

39# 

25 

Kodo Hide Pauldrons 

30 

BoE 

90 

16# 

06# 

26 

Pothfinder Shoulder Pads 

31 

BoE 

93 

17# 

67# 

1 27 

Cenarion Mantle 

32 

BoE 

97 

19# 

44# 

27 

Monk's Shoulders 

32 

BoE 

97 

20# 

74# 

28 

Infiltrator Shoulders 

33 

BoE 

99 

22# 

81# 

29 

(unhroat's Mantle 

34 

BoE 

102 

23# 

52# 

30 

Barbaric Shoulders 

35 

BoE 

105 

26# 

09# 

30 

Heodhunter's Spoulders 

35 

BoE 

105 

25# 

87# 

30 

Insignio Mantle 

35 

BoE 

105 

28# 

09# 

31 

Ghostwalker Pads 

36 

BoE 

108 

28# 

46# 

32 

Archer's Shoulderpods 

37 

BoE 

111 

32# 

07# 

32 

Boulder Pads 

37 

BoE 

111 

33# 

51# 

33 

Howkeye's Epoulets 

38 

BoE 

114 

33# 

81# 

33 

Sentinel Shoulders 

38 

BoE 

114 

36# 

60# 

34 

Glyphed Epaulets 

39 

BoE 

116 

38# 

24# 

i 34 

Witch Doctor's Pauldrons 

39 

BoE 

116 

36# 

52# 

f 35 

Nocturnal Shoulder Pods 

40 

BoE 

119 

39# 

44# 

36 

Elven Shoulders 

41 

BoE 

122 

46# 

61# 

36 

Revelosh's Spoulders 

41 

BoA 

122 

43# 

31# 

36 

Warden's Mantle 

41 

BoE 

122 

42# 

59# 

37 

Nightscape Shoulders 

42 

BoE 

125 

47# 

82# 

37 

Ranger Shoulders 

42 

BoE 

125 

49# 

26# 

38 

Wolf Rider's Shoulder Pods 

43 

BoE 

127 

49# 

68# 

39 

Assassin's Shoulders Pods 

44 

BoE 

130 

53# 

66# 

39 

Imperial Leather Spoulders 

44 

BoE 

130 

57# 

43# 

39 

Wild Leather Shoulders 

44 

BoE 

130 

55# 

37# 

40 

Tracker's Shoulderpads 

45 

BoE 

133 

60# 

95# 

N/A 

Loreskin Shoulders 

46 

BoA 

135 

65# 

10# 

42 

Cabalist Spoulders 

47 

BoE 

138 

69# 

75# 

42 

Scorposhi Shoulder Pods 

47 

BoE 

138 

67# 

59# 

N/A 

failed Flying Experiment 

48 

BoA 

141 

79# 

62# 

43 

Heraldic Spoulders 

48 

BoE 

141 

79# 

32# 

43 

Rogeclow Shoulder Pods 

48 

BoE 

141 

73# 

00# 

44 

Vompiric Shoulder Pads 

49 

BoE 

144 

78# 

11# 

45 

Chieftain's Shoulders 

50 

BoE 

146 

85# 

30# 

N/A 

Koylori Shoulders 

50 

BoA 

146 

84# 

98# 

46 

Keeper's Mantle 

51 

BoE 

149 

89# 

43# 

46 

Righteous Spoulders 

51 

BoE 

149 

93# 

69# 



STANDARD LEATHER SHOULDER ARMOR 


15 

Boshing Pauldrons 

20 

None 

68 

3# 

23# 

15 

Rugged Spoulders 

20 

None 

68 

3# 

08# 

16 

Inscribed Leother Spoulders 

21 

None 

72 

3# 

29# 

16 

Lupine Mantle 

21 

None 

72 

3# 

SO# 

17 

Bandit Shoulders 

22 

None 

75 

4# 

03# 

18 

Rigid Shoulderpods 

23 

None 

78 

4# 

09# 

18 

Scouting Spoulders 

23 

None 

78 

4# 

Si# 

19 

Feral Shoulder Pads 

24 

None 

B2 

5# 

IS# 

20 

Prospector's Pads 

25 

None 

84 

5# 

B2« 



Patched Leather Shoulderpads 

20 

None 

65 

2# 

02# 

Rawhide Shoulderpads 

25 

None 

80 

4# 

18# 

Tough Leather Shoulderpads 

26 

None 

83 

4# 

40# 

Hardened Leather Shoulderpads 

37 

None 

100 

12# 

71# 

Thick Leather Shoulderpods 

47 

None 

125 

29# 

03# 

Smooth Leather Shoulderpads 

52 

None 

137 

38# 

98# 

Strapped Shoulderpads 

65 

None 

168 

BO# 

'0# 




@ LEATHER WAIST ARMOR 



|ii Sosh of Mercy 
I SPELL Increase Healing 48 


ilfc’tRIOR ItATHtR VVASST ARMC 


] i Deviole Scale Belt 

S SJver-lined Belt 

I B MossOnch 

9 Gem-studded Leather Belt 

I SPELL Use: Heals Player lor 225-375 
J Ogron'sSosh 

) Girdle of Beastial Fury 
it SPELL Attack Power 30 

ilfl Nogmora's Whipping Belt 

9 Serpentine Sosh 

I S Qoudrunner Girdle 

I SPELL Increosed Armor 90 
l/t Vosh'gojin's Strand 

SPELL Adds n (lit 
I if Crystollized Girdle 

' J Frostbite Girdle 

I SPELL Frost Resist -flO 


42 BoE 

55 BoA 

55 BoA 

57 BoE 

60 BoA 


103 

132 

132 

137 1.- 

143 1< 


145 

147 


GOOD LEATHER WAIST ARMOR 


38# 

93# 

98# 

06# 

24# 


26# 

30# 



30# 

29# 

19# 

01 # 

34# 


68 # 

51 # 


v» 

Dtyweed Belt 

14 

BoA 

46 

1# 

51# 

ri 

Bard's Belt 

15 

BoE 

49 

1# 

80# 

V» 

Binding Girdle 

15 

BoA 

49 

1# 

75# 


Wendigo Collor 

15 

BoE 

49 

1# 

69# 

1! 

Feral Cord 

17 

BoE 

55 

2# 

22# 

Ill 

Inscribed Leather Belt 

17 

BoE 

55 

2# 

44# 

llj 

Prospector's Sosh 

18 

BoE 

58 

2# 

56# 

Ik 

Bondit Cinch 

19 

BoE 

61 

3# 

IS# 

K 

Moonstalker's Belt 

20 

BoE 

54 

3# 

39# 

li 

Belt of the Fang 

21 

BoA 

57 

4# 

05# 

1 li 

Scouting Bell 

21 

BoE 

57 

4# 

22# 

111 

Blockened Delias Bell 

22 

BoE 

59 

4# 

51# 

l/i 

SleodfosI Cnch 

22 

BoA 

59 

4# 

47# 

Ml 

Support Girdle 

22 

BoE 

59 

4# 

69# 

II 

Brisllebork Belt 

23 

BoE 

62 

5# 

07# 

II 

Forest Leather Belt 

23 

BoE 

62 

5# 

23# 

11 

Ruffian Bell 

23 

BoE 

62 

5# 

32# 

K 

Guardsmen Belt 

24 

BoE 

64 

5# 

86# 

11 

Wrangler's Bell 

24 

BoE 

64 

5# 

72# 

' II 

Dork Leather Belt 

25 

BoE 

67 

7# 

03# 

ilk 

Heartwood Girdle 

25 

BoA 

67 

6# 

50# 

H 

Hillman's Bell 

25 

BoE 

67 

7# 

05# 

» 

Pirate's Bell 

25 

BoE 

67 

7# 

08# 

|II 

Girdle of the Blindwatcher 

26 

BoA 

69 

8# 

03# 

11 

Xodo Hide Girdle 

26 

BoE 

69 

7# 

31# 

ilk 

Belt of Vindication 

27 

BoA 

72 

8# 

23# 

n 

Dervish Belt 

27 

BoE 

72 

8# 

67# 

ilk 

Beoslmoster's Girdle 

28 

BoA 

74 

9# 

47# 

8 

Pathfinder Bell 

28 

BoE 

74 

9# 

55# 

; ilk 

Azure Sosh 

29 

BoA 

77 

10# 

00# 


Cenorion Cord 

29 

BoE 

77 

9# 

73# 

Ik 

Emblazoned Belt 

29 

BoE 

77 

9# 

89# 

; ilk 
i 

Windsong Cinch 
SPELL Attack Power 12 

29 

BoA 

77 

9# 

73# 

Vk 

Meditolive Sash 

30 

BoA 

68 

10# 

92# 

n 

Monk's Woisibond 

30 

BoE 

68 

11# 

14# 

I/A 

Ninja Belt 

30 

BoA 

68 

11# 

21# 

ilk 

Windborne Belt 

30 

BoA 

68 

10# 

97# 

li 

Cutthroot's Beh 

31 

BoE 

70 

11# 

78# 

IS 

Green Leother Belt 

32 

BoE 

72 

13# 

11# 


Infihrotor Cord 

32 

BoE 

72 

13# 

72# 

\ilk 

Groppler's Beh 

33 

BoA 

75 

15# 

54# 

‘ 9 

Headhunter's Belt 

. 33 

BoE 

75 

14# 

25# 


r 

^ GOOD ItATHER 

WAIST ARA 0 

continued 

M LEV ARMOR NAME LEV UND AC VENDOR PURCHASE VALUE ■ 

28 

Raptor Hide Beh 

33 

BoE 

75 

15# 

53# 

29 

Ghostwolker Bell 

34 

BoE 

77 

15# 

68# 

29 

Guordion Bell 

34 

BoE 

77 

15# 

92# 

29 

Insignia Beh 

34 

BoE 

77 

16# 

60# 

N/A 

Shepherd's Girdle 

34 

BoA 

77 

16# 

35# 

30 

Archer's Beh 

35 

BoE 

79 

18# 

95# 

M/A 

Ringtoil Girdle 

35 

BoA 

79 

17# 

25# 

► 

SPELLAttock Power 16 






31 

Howkeye's Cord 

36 

BoE 

81 

18# 

97# 

31 

Sentinel Girdle 

36 

BoE 

81 

20# 

76# 

32 

Witch Doctor's Waistband 

37 

BoE 

83 

20# 

87# 

33 

Glyphed Beh 

38 

BoE 

85 

23# 

17# 

33 

Noclurnol Sosh 

38 

BoE 

85 

22# 

54# 

34 

Dusky Bell 

39 

BoE 

87 

25# 

87# 

34 

Elven Belt 

39 

BoE 

87 

26# 

36# 

35 

Barbaric Belt 

40 

BoE 

89 

28# 

04# 

► 

SPELL Use: Adds 30 Rage 






35 

Warden's Woistbond 

40 

BoE 

89 

26# 

29# 

36 

Ronger Cord 

41 

BoE 

91 

30# 

73# 

37 

Imperial Leather Bell 

42 

BoE 

93 

32# 

94# 

N/A 

Mogrom Hunter's Beh 

42 

BoA 

93 

33# 

31# 

37 

Wolf Rider's Beh 

42 

BoE 

93 

30# 

67# 

38 

Assossin's Beh 

43 

BoE 

96 

33# 

12# 

N/A 

Gnomish Harm Prevention Belt 

43 

BoE 

96 

33# 

17# 

► 

SPELL Use: Shields User from 500 Dorn 





1 

N/A 

Thorg's Shoelace 

43 

BoA 

96 

35# 

86# ^ 

N/A 

Beh of Corruption 

44 

BoA 

98 

38# 

15# 

N/A 

Leother Chef's Bell 

44 

BoA 

98 

38# 

31# 

39 

Trocker's Bell 

44 

BoE 

98 

35# 

66# 

40 

Scorposhi Sosh 

45 

BoE 

99 

38# 

63# 

41 

Cobolisl Beh 

46 

BoE 

102 

43# 

53# 

41 

Rogeclow Belt 

46 

BoE 

102 

41# 

72# 

42 

Heraldic Belt 

47 

BoE 

104 

46# 

32# 

42 

Vompiric Bindings 

47 

BoE 

104 

45# 

06# 

43 

Chiehoin's Belt 

48 

BoE 

106 

51# 

93# 

44 

Keeper's Cord 

49 

BoE 

108 

52# 

07# 

44 

Righteous Woislguord 

49 

BoE 

108 

52# 

95# 

M/A 

Vinehedge Cinch 

49 

BoA 

108 

53# 

33# 

45 

Serpentskin Girdle 

50 

BoE 

110 

60# 

10# 

47 

Infernol Beh 

52 

BoE 

114 

66# 

69# 

47 

Jodefire Belt 

52 

BoE 

114 

63# 

20# 

48 

Proetorion Girdle 

53 

BoE 

116 

66# 

99# 

49 

Angelic Beh 

54 

BoE 

118 

72# 

73# 

N/A 

Excavator's Utility Belt 

55 

BoA 

120 

75# 

27# 

50 

Pridelord Girdle 

55 

BoE 

120 

75# 

27# 

51 

Runic Leather Belt 

56 

BoE 

122 

83# 

68# 

51 

Spiritwolker Bell 

56 

BoE 

122 

85# 

42# 

51 

Stormhide Belt 

56 

BoE 

122 

80# 

24# 

52 

Nether Runed Bell 

57 

BoE 

124 

84# 

57# 

53 

Nightmare Girdle 

58 

BoE 

126 

91# 

48# 

54 

Phontosmol Girdle 

59 

BoE 

128 

97# 

55# 

55 

Arch Druid's Bell 

60 

BoE 

130 

98# 

84# 

55 

Wicked Leather Beh 

60 

BoE 

130 

99# 

01# 

56 

Codoverous Bell 

61 

BoA 

132 

1 03# 

96# 

56 

Serophim Sosh 

61 

BoE 

132 

1. 03# 

7B# 

57 

Flomescorred Girdle 

62 

BoA 

134 

1 08# 

97# 



N/A 

Blackened Leather Belt 

6 BoA 

17 

6# 

1 

Crocked Leather Bell 

5 None 

17 

6# 

1 

Dirty Leother Belt 

5 None 

17 

6# 

N/A 

Nomadic Bell 

5 BoA 

17 

6# 

N/A 

Old Leother Bell 

5 BoA 

17 

6# 

N/A 

Outfitter Belt 

5 BoA 

17 

6# 

1 

Squealer's Belt 

7 Hone 

23 

13# 

N/A 

Animal Skin Beh 

8 BoA 

26 

19# 

3 

Primal Belt 

8 None 

26 

18# 

4 

Burnt Leother Belt 

9 None 

30 

26# 

5 

Bottered Leother Beh 

10 None 

33 

37# 

5 

Hondslitched Leather Belt 

10 None 

33 

34# 




Pioneer Belt 
Ratty Old Belt 
S Rough Leather Beh 

5 Tribal Beh 

6 Griuly Belt 

7 Gypsy Sash 

N/A Weathered Belt 

8 Hunting Belt 
Ceremonial Leather Belt 

10 Lupine Cord 

11 Fine Leather Belt 

12 Tanned Leather Belt 

13 Murirx Scale Belt 
Cured Leather Belt 

22 CuirboulliBelt 

32 Studded Belt 

4S Reinforced Leather Belt 


10 

None 

33 

10 

None 

33 

11 

None 

35 

12 

None 

38 

12 

BoA 

38 

13 

None 

41 

14 

BoE 

44 

15 

BoE 

47 

16 

None 

50 

17 

None 

52 

18 

None 

55 

22 

None 

56 

27 

None 

68 

37 

None 

79 


(f LEAmEJiWRISr armor 


1ST ARMOR 


Orakewing Bonds 

25 

BoE 

57 

89 

53# 

Emissary Cuffs 
SPELL Arcone Resist +5 

33 

BoA 

64 

18# 

25# 

Uneorthed Bands 
SPELL Attack Power 08 

35 

BoE 

67 

20« 

96# 

Enchonted Kodo Brocers 

39 

BoE 

75 

30« 

63# 

Darkwater Brocers 
SPELL Shodow Resist +7 

52 

BoA 

97 

75# 

62# 

Deepfury Brocers 

55 

BoE 

103 

95# 

05# 

Cinderhide Armsplints 
SPELL Fire Resist +10 

57 

BoA 

106 1 

03# 

98# 

Bleok Howler Armguards 

61 

BoA 

113 1 

25# 

20# 

Blackmist Armguards 

63 

BoA 

116 1 

40# 

18# 

SPELL Increosed Hit Chance 1. Shodow Resist +10 






GOOD LEATHER WRIST ARMOR continued I 


12 Inscribed Leather Bracers 
12 Prospector's Cuffs 

N/A Ridgeback Brocers 

N/A Sovannah Bracers 

14 Bandit Bracers 

15 Moonstalker's Bracelets 

16 Scouting Bracers 

17 Bristlebark Bindings 

18 Wrangler's Wristbands 

19 Forest Leather Bracers 

20 Bear Bracers 

20 Kodo Hide Cuffs 

N/A Loamflake Bracers 

20 Owl Bracers 

20 Wolf Bracers 

21 Black Wolf Bracers 

21 Deepwood Bracers 

21 ! Pathfinder Brocers 


1 Ragged Leather Belt 

2 Worn Leather Beh 

9 Warped Leather Belt 

13 Patched Leather Belt 

19 RowhideBelt 

25 Tough Leather Belt 

N/A Ripped Prospector Belt 

34 Hardened Leather Belt 

39 Thick Leather Belt 

50 Smooth Leather Belt 

58 Strapped Beh 



II 

■A 







” 

4 

^ GOOD LEATHER WRIST ARMOR 

continued 









1 M LEV ARMOR NAME LEV BIND AC VENDOR PURCHASE Vlllil II 

21 

Pirote's Bracers 

26 

BoE 

54 

7# 

291 

22 

Bands of Serro'kis 

27 

BoA 

56 

8# 

771 

22 

Cenorion Cuffs 

27 

BoE 

56 

8# 

04# 

22 

Dervish Bracers 

27 

BoE 

56 

8# 

73# 

23 

Emblazoned Brocers 

28 

BoE 

58 

8# 

Ml 

23 

Glowing Leother Bracers 

28 

BoE 

58 

8# 

95# 

24 

Cutthroat's Armguards 

29 

BoE 

60 

9# 

73# 

24 

Modwolf Bracers 

29 

BoE 

60 

10# 

22# 

24 

Monk's Wristbonds 

29 

BoE 

60 

10# 

20# 

25 

Headhunter's Bands 

30 

BoE 

53 

10# 

71# 

25 

Jurassic Wristguards 

30 

BoE 

53 

11# 

•3# 

26 

Infiltrator Brocers 

31 

BoE 

55 

11# 

74# 

28 

Ghostwalker Bindings 

33 

BoE 

58 

14# 

25# 

28 

Insignio Bracers 

33 

BoE 

5B 

15# 

14# 

29 

Archer's Bracers 

34 

BoE 

60 

15# 

70# 

30 

Howkeye's Bracers 

35 

BoE 

61 

18# 

21# 

31 

Green Leather Bracers 

36 

BoE 

63 

19# 

34# 

31 

Sentinel Bracers 

36 

BoE 

63 

20# 

68# 

32 

Dusky Brocers 

37 

BoE 

65 

21# 

46# 

32 

Glyphed Brocers 

37 

BoE 

65 

22# 

33# 

33 

Green Whelp Bracers 

38 

BoE 

66 

23# 

87# 

33 

Murloc Scale Bracers 

38 

BoE 

66 

23# 

16# 

33 

Witch Doctor's Bindings 

38 

BoE 

66 

22# 

54# 

34 

Elven Bonds 

39 

BoE 

68 

25# 

89# 

34 

Guordion Leather Bracers 

39 

BoE 

68 

25# 

59# 

34 

Nocturnal Wristbands 

39 

BoE 

68 

24# 

34# 

35 

Warden's Wristbands 

40 

BoE 

69 

26# 

29# 

36 

Ranger Wristguards 

41 

BoE 

71 

30# 

62# 

37 

Imperial Leother Bracers 

42 

BoE 

73 

33# 

06# 

37 

Wolf Rider's Wristbands 

42 

BoE 

73 

30# 

67# 

38 

Assossin's Bands 

43 

BoE 

74 

33# 

12# 

39 

Scorpashi Wristbands 

44 

BoE 

76 

35# 

77# 

39 

Tracker's Wristguards 

44 

BoE 

76 

37# 

89# 

40 

Cabolist Bracers 

45 

BoE 

77 

40# 

16# 

41 

Heroldic Bracers 

46 

BoE 

79 

44# 

36# 

41 

Rageclow Bracers 

46 

BoE 

79 

41# 

72# 

42 

Vampiric Bonds 

47 

BoE 

81 

45# 

06# 

43 

Chieftain's Bracers 

48 

BoE 

82 

48# 

55# 

43 

Keeper's Bindings 

48 

BoE 

82 

48# 

67# 

44 

Righteous Bracers 

49 

BoE 

84 

53# 

35# 

45 

Jodefire Brocelets 

50 

BoE 

85 

55# 

72# 

45 

Serpentskin Bracers 

50 

BoE 

85 

60# 

53# 

46 

Praetorian Wristbands 

51 

BoE 

87 

59# 

62# 

47 

Infernal Armsplints 

52 

BoE 

89 

65# 

23# 

48 

Pridelord Bands 

53 

BoE 

90 

66# 

99# 

48 

J Wicked Leather Brocers 

53 

, BoE 

90 

73# 

If 


riii'i 

1 

1 

N/A 

N/A 

N/A 

3 

N/A 

N/A 

4 





290 

62# 

06# 

67# 

12 # 

77# 

89# 

16# 

36# 

72# 

06# 

55# 

67# 

35# 

72# 

53# 

62# 

23# 

99# 

n# 



1 1 rM I vi »7 u 1 1 ■ 

t Angelic Brocers 

54 

8oE 

92 

72# 

18# 

1 funk Leather Bracers 

55 

BoE 

93 

76# 

56# 

i Stormhide Bracers 

55 

BoE 

93 

75# 

27# 

J 5piritwalker Bracers 

56 

BoE 

95 

79# 

88# 

S Nether Runed Armguards 

57 

BoE 

97 

84# 

57# 

D Nightmare Armguards 

58 

BoE 

98 

94# 

66# 

N Arch Druid's Armguards 

59 

BoE 

100 

94# 

13# 

9 Chillhide Brocers 

60 

BoA 

101 

98# 

84# 

1 SPELL Frost Resist +15 






9 Phantasmal Armsplints 

60 

BoE 

101 1 

03# 

19# 

9 Seraphim Bindings 

60 

BoE 

101 

98# 

84# 

il Hellfire Bracers 

61 

BoE 

103 1 

06# 

75#- 



a 


STANDARD LEATHER WRIST ARMOR 


Med Leather Bracers 
Dirty Leather Bracers 
l/L Noniadic Bracers 
Hi Wolfskin Bracers 
Hi Ferol Bracers 
] Burnt Leather Bracers 
Hi Sondrunner Wristguards 
Hi Zombie Skin Bracers 
Hondstitched Leather Bracers 
Primal Bonds 
Bettered Leather Bracers 
. Pioneer Bracers 
• * Pkiii w Hun t er Wrislguords 


BoA 

BoA 


t MAIL CHEST 


/ EPIC MAIL CHEST ARMOR 


5 Rough Leather Bracers 

5 Sturdy Leother Bracers 

5 Tribol Bracers 

6 Grinly Bracers 

N/A Burnt Hide Bracers 

7 Gypsy Bands 

7 Ice-covered Brocers 

8 Ceremonial Leather Bracers 

N/A Ivy Cuffs 

9 Gnoll Kindred Brocers 

9 Hunting Bracers 

9 Light Leather Bracers 

9 Lupine Cuffs 

12 Tanned Leather Bracers 

17 Cured Leather Bracers 

22 Cuirboulli Bracers 

32 Studded Bracers 

45 Reinforced Leather Bracers 


6 # 

6 # 

6 # 

6 # 

13# 

19# 

20 # 

19# 

2B# 

26# 

34# 

36# 

.J5JL. 


€9 


INH RIOR If AIHLR WRIST AR 


1 Ragged Leather Bracers 

4 Worn Leather Bracers 

6 Warped Leather Brocers 

15 Patched Leather Brocers 

16 Rawhide Bracers 

22 Tough Leother Brocers 

29 Hordened Leather Bracers 

38 Thick Leather Bracers 

54 Smodh Leather Brocers 




BdQ 


SUPERIOR MAIl C HEST ARMOR 


46# 

31 

Icemall Jerkin 

44 

BoE 

344 

1 41# 

13# 

31 

33# 

1 

SPELL Frost Resist +10 






► 

87# 

iZ 

Savage Gladiotor Chain 

57 

BoA 

441 

3 35# 

33# 

33 

16# 

P 

SPELL Adds +20 Defense, +2X (rit 






34 

54# 

iZ 

Onyxia Scale Breostplote 

62 

BoE 

480 

4 19# 

37# 

39 

89# 

p 

SPELL Increased Armor 150, Rre Resist +9 






39 

59# 

57 

' Invulneroble Mail 

63 

BoE 

487 

4# 38# 

36# 

43 


SPtlL Adds 1 50 Armor, 20 Defense, ond Hegotes S% of Hiyskol Attacks 



SPELL Increased Armor 120 


Deathchill Armor 


Drogonscale Breastplate 


38 

39 
44 
44 
48 
51 


BoE 

BoA 

BoE 


282 

287 

315 

315 

342 

363 


37# 

36# 

36# 

44# 

60# 

57# 

58# 

70# 

72# 

87# 

87# 

84# 

84# 

45# 

78# 


5# 27# 

12# 62# 
46# 


2 # 

18# 
32# 
1# 36# 

1# 61# 
3# 51# 

6# 27# 

14# 02# 

J8 P li t- 


SPELL Rre & Frost Resist +13, Shodow Resist +12, Use: Absorb 600 Magic Dorn 


47 Atal'oi Breastplate 

P SPELL AHock Power 22 

47 Green Drogonscale Breastplate 

SPELL Nature Resist +11 
Wildthorn Mail 


BoE 384 2 ' 


20 

Phantom Armor 

25 

BoA 

220 

18# 

80# 

52 

Blue Drogonscale Breastplate 

57 

BoE 

405 

2 

20 

Tortoise Armor 

25 

BoA 

220 

18# 

72# 

► 

SPELL Arcone Resist +8 





P 

SPELL Increased Armor 110 






52 

Deothdealer Breastplate 

57 

BoA 

405 

2 

21 

Mortyr's Chain 

26 

BoE 

229 

22# 

13# 

► 

SPELL Adds 2XCrit 





23 

Mutant Scale Breastplate 

28 

BoA 

246 

26# 

20# 

53 

Block Drogonscale Breostplote 

58 

BoE 

412 

2 

24 

Shining Silver Breastplate 

29 

BoE 

255 

29# 

35# 

► 

SPELL Attack Power 50, Rre Resist +8 





l/A 

Brutal Hauberk 

30 

BoA 

226 

30# 

98# 

56 

Bloodmail Hauberk 

61 

BoA 

433 

3# 

P 

SPELL Use; Adds 30 Rage 






> 

SPELL Adds 1% Dodge 





25 

Double Link Tunic 

30 

BoE 

226 

31# 

08# 

56 

Red Drogonscale Breastplate 

61 

BoE 

433 

2 

P 

SPELL Increosed Armor 60 






► 

SPELL Increose Healing 60, Rre Resist +12 





I/A 

Fire Hordened Hauberk 

30 

BoA 

226 

32# 

42# 

57 

Bonebroce Hauberk 

62 

BoA 

440 

3# 

P 

SPELL Use; Adds 30 Rage 






> 

SPELL Anock Power 56 





2i 

Avenger's Armor 

31 

BoE 

234 

33# 

79# 

57 

Dreomwolker Chestpiece 

62 

BoE 

440 

3 

30 

Ironspine's Ribcoge 

35 

BoA 

263 

53# 

20# 

58 

Breostplote of the Chosen 

63 

BoA 

446 

3^ 


67# 23# 

69# 92# 

04# 34# 

03# 01# 

46# 34# 

84# 55# 

84# 32# 

99# 38# 

06# 42# 

44# 09# 

45# 90# 

60# 71# 

25# 09# 

98# 36# 


33# 87# 

59# 55# 





GOOD MAIL CHEST ARMOR 






I 22 Lambent Scole Breastplate 

I 23 Hulking Chestguard 

• 23 Humbert's Chestpiere 

' 24 Battleforge Armor 
^ 25 Large Ogre Choin Armor 
' 25 5piked Chain Breastplate 
i 26 Glimmering Moil Breostplote 

Sentry's Surcoat 
: 27 Barbaric Iron Breostplote 

2B Ambusher's Chestguard 

2B Slayer's Surcoot 

29 Wicked Chain Chestpiece 

30 Onyx Shredder Plate 

I I 30 Pholonx Breastplate 

Bosilisk Scale Breostplote 

31 Mail Combat Armor 

;■ 32 Pillager's Chestguard 

^ 33 Renegode Chestguard 

I 34 Burning Blade Breastplate 

; 34 Knight's Breostplote 

: 35 Golden Scole Cuirass 

35 Morauder's Tunic 

Steel Breastplate 
SPELL Increosed Armor ISO 
Chief Brigadier Armor 
Sparkleshell Breastplate 
Berserker Chestguord 
. N/A Blood-tinged Armor 

; N/A Gelkis Marouder Chain 

; 37 Turtle Scale Breastplate 

Slithid Scale Chestguard 
Captoin's Breastplate 

39 Ravoger's Armor 

" 39 Tough Scorpid Breastplate 

j N/A Blackwoter Tunic 

40 Brigode Breastplate 

N/A Oawnrider's Chestpiece 

41 Ancient Chestpiece 

41 Drake-scale Vest 

42 Blockforge Breostplote 

: 42 Bonelink Armor 


29 

30 

30 

31 

31 

32 

33 

33 

34 

35 

35 

36 

36 

37 
3B 
39 

39 

40 
40 
40 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


216 

224 

224 

232 
206 
206 
213 
213 
219 
226 
226 

233 
240 
240 
245 
245 
251 
256 
261 
261 
266 
266 
266 


BoE 

BoE 

BoE 


BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 


272 

272 

277 

277 

277 

277 

2B2 


t 5 

Copper Chain Vest 

10 

BoE 

97 

19 

^ 6 

Charger's Armor 

11 

BoE 

107 

19 

; 6 

Worrior's Tunic 

11 

BoE 

107 

19 

; 8 

Battle Chain Tunic 

13 

BoE 

125 

29 

' 8 

Oargol's Hauberk 

13 

BoE 

125 

29 

' N/A 

Explorer's Vest 

13 

BoA 

125 

29 

8 

Infantry Tunic 

13 

BoE 

125 

39 

: 10 

Cadet Vest 

15 

BoE 

143 

49 

■ 10 

Guerrilla Armor 

15 

BoE 

143 

49 

N/A 

Ironheart Chain 

15 

BoA 

143 

49 

10 

Slarkskin 

15 

BoE 

143 

49 

1 10 

Wax-polished Armor 

15 

BoE 

143 

49 

: 11 

Ironforge Chain 

16 

BoE 

153 

49 

11 

Veteran Armor 

16 

BoE 

153 

49 

11 

War Torn Tunic 

16 

BoE 

153 

49 

13 

Brackwater Vest 

18 

BoE 

171 

69 

13 

Runed Copper Breostplote 

18 

BoE 

171 

69 

13 

Soldier's Armor 

18 

BoE 

171 

69 

15 

Ironforge Breostplote 

20 

BoE 

161 

89 

► 

SPELL Increased Armor 30 





15 

Raider's Chestpiece 

20 

BoE 

161 

89 

16 

BloodspoHered Surcoot 

21 

BoE 

169 

99 

16 

Burnished Tunic 

21 

BoE 

169 

109 

N/A 

Violet Scole Armor 

22 

BoA 

177 

119 

18 

Defender Tunic 

23 

BoE 

185 

139 

N/A 

Orcish War Choin 

23 

BoA 

185 

129 

18 

War Paint Chestpiece 

23 

BoE 

185 

129 

N/A 

Chestplote of Kor 

24 

BoA 

193 

149 

19 

Outrunner's Chestguord 

24 

BoE 

193 

139 

N/A 

Wildwood Chain 

24 

BoA 

193 

159 

N/A 

Deputy Chain Coot 

25 

BoA 

200 

169 

N/A 

Forest Chain 

25 

BoA 

200 

169 

20 

Fortified Chain 

25 

BoE 

200 

169 

21 

Dusty Choin Armor 

26 

BoE 

208 

179 

21 

Grunt's Chestpiece 

26 

BoE 

208 

179 

21 

Silvered Bronze Breostplote 

26 

BoE 

208 

189 

22 

Husk of Naraxis 

27 

BoE 

216 

199 


291 

291 

29B 

29B 

304 

304 


219 

219 

219 

249 

269 

259 

299 

289 

339 

369 

349 

379 

419 

429 

459 

479 

509 

569 

589 

599 

659 

639 

649 




GOOD MAIL CHEST ARMOR continued 


729 

689 

739 

779 

739 

759 

799 

939 

859 

869 

019 

999 

999 

009 

009 

169 

089 


919 

199 

249 

409 

479 

699 

709 

399 

279 

309 

779 

219 

639 

279 

569 

549 

859 

099 

059 

439 

159 

589 

109 

8B9 


689 

159 

689 

939 

669 

679 

499 

259 

859 

289 

409 

309 

699 

149 

939 

999 

15 # 


429 

799 

899 

959 

819 

859 

059 

069 

369 

079 

239 

169 

969 

769 

659 

539 

309 

759 

719 


119 

369 

019 

409 

129 

699 

169 

189 

749 

099 

689 

569 

829 

699 

559 


1 M UV ARMOR NAME 

UV 

BIND 

AC 

VENDOR PURCHeCF VIII If 

43 

Chompion's Armor 

48 

BoE 

311 

1 239 

22f ' 

44 

Khan's Chestpiece 

49 

BoE 

317 

1< 249 

1S| 1 

45 

Warmonger's Chestpiece 

SO 

BoE 

323 

1 379 

53# 

46 

Gryphon Mail Breastplate 

51 

BoE 

330 

1 ' 489 

341 1 

46 

Thunderscole Breostplote 

51 

BoE 

330 

1 569 

»« 

47 

Icebrand Chestpiece 

52 

BoE 

336 

P 519 


48 

Heavy Scorpid Vest 

53 

BoE 

343 

1 669 

841 

48 

Lord's Breastplate 

53 

BoE 

343 

1< 699 

68f 

N/A 

Splintsteel Armor 

53 

BoA 

343 

1 689 

SOI 

49 

Protector Breastplate 

54 

BoE 

349 

1' 709 

431 

49 

Rodiont Breostplote 

54 

BoE 

349 

1 709 

031 

► 

SPELL Frost & Shodow Resist -f16 






50 

Crusader's Armor 

55 

BoE 

355 

1< 979 

7S| 

N/A 

Honorguord Chestpiece 

55 

BoA 

355 

1 809 

li| 

51 

Dark Iron Mail 

56 

BoE 

362 

1< 929 

SSI 

51 

Ebonhold Armor 

56 

BoE 

362 

1 999 

141 ' 

51 

Ironhide Breostplote 

56 

BoE 

362 

1< 919 

49| > 

52 

Daemonic Surcoat 

57 

BoE 

368 

2 029 

SOI 1 

N/A 

Prismscale Hauberk 

57 

BoA 

368 

2< 049 

04| 

N/A 

Bosahscole Armor 

58 

BoA 

374 

2 309 

S4| 

53 

Divine Breastplate 

58 

BoE 

374 

2< 339 

on 

53 

Royal Decorated Armor 

58 

BoA 

374 

2 159 

li| 

54 

Bloodlust Breostplote 

59 

BoE 

381 

7* 259 

92| 

N/A 

Jodescole Breostplote 

59 

BoA 

381 

2 259 

921 

N/A 

Willow Band Hauberk 

59 

BoA 

381 

2< 259 

92| 

55 

Abyssal Breostplote 

60 

BoE 

387 

2 569 

061 

56 

Impenetrable Breostplote 

61 

BoE 

393 

2 499 

07| 

57 

Helkoller Chestguord 

62 

BoE 

400 

2 619 

S3I 

57 

Savage Mail Tunic 

62 

BoE 

400 

7‘ 759 

101 

57 

Tempest Breastplate 

62 

BoE 

400 

2 699 

091 

59 

Mercurial Breostplote 

64 

BoE 

412 

3> 129 

16| 

59 

Worlord's Chestguard 

64 

BoE 

412 

2 889 

34| 

60 

Kroken Breostplote 

65 

BoE 

419 

7* 239 

10| 

60 

TrlufliphonlCIwslpiace 

65 

BoE 

419 

3 029 

J5f_ 


4Q 


STANDARD MAIL CHEST ARMOR 


N/A 

Barkmoil Vest 

5 

BoA 

47 


I4| 

1 

Frostmane Chain Vest 

5 

None 

47 


14| 

N/A 

Jagged Chain Vest 

5 

BoA 

47 


IS| 

N/A 

Rugged Mail Vest 

5 

BoA 

47 


IS| 

1 

Rusted Chain Vest 

5 

None 

47 


IS# 

1 

Tarnished Chain Vest 

5 

None 

47 


1S| 

2 

Mountaineer Chestpiece 

7 

None 

65 


321 

2 

Rough Copper Vest 

7 

None 

65 


321 

5 

Light Chain Armor 

10 

None 

92 


861 

5 

Light Mail Armor 

10 

None 

92 


821 

N/A 

Siege Brigode Vest 

10 

BoA 

92 


871 

12 

Chainmoil Armor 

17 

None 

154 

39 

491 

17 

Scalemoil Vest 

22 

None 

168 

79 

111 

18 

Rough Bronze Cuirass 

23 

None 

175 

79 

S2| 

22 

Polished Scale Vest 

27 

None 

205 

119 

8S| 

32 

Augmented Chain Vest 

37 

None 

238 

319 

34| 

45 

BrigondineVest 

50 

None 

307 

859 

J49 


^ INFERIOR MAI L CHEST ARMOR 


I Flimsy Chain Vest 

5 Loose Chain Vest 

9 Worn Moil Vest 

II Loced Moil Vest 
17 Linked Chain Vest 

23 Reinforced Chain Vest 

28 Double Mail Vest 

40 Overlinked Choin Armor 

Laminated Scole Armor 


None 

None 


None 

None 


88 

121 

137 

159 

201 

203 

262 


57 Sterling Chain Armor 


rir?! 

N/A 

N/A 

11 

N/A 

N/A 

12 

12 

N/A 


14 


14 

15 

16 
16 
N/A 
18 
18 


20 

N/A 

N/A 

21 

22 

22 

22 

23 

24 
24 
24 
26 
26 
27 
27 
27 
2B 

29 

30 

31 

31 

32 



mw 


I MAIL FOOT ARMOR 


23# 

22# 

24# 

98# 

37# 

S3# 

48# 

34# 

S6# 

S6# 

SI# 

68# 

66# 

04# 

69# 

68# 

68# 

SO# 

70# 

43# 

70# 

03# 

97# 

7S# 

80# 

16# 

92# 

ss# 

99# 

14# 

91# 

49# 

32# 

98# 

M# 

04# 

90# 

S4# 

33# 

81# 

IS# 

16# 

!S# 

92# 

!S# 

92# 

!S# 

92# 

16# 

86# 

19# 

07# 

>1# 

S3# 

s# 

10# 

>9# 

89# 

2# 

16# 

8# 

34# 

3# 

10# 

2# 

75# 



Ur^UOR MAll KX>i ARMOR 


aiMOSNUU 

LEV 

BIND 

AC 

VENDOR PURCHASE VALUE 

Silver-linked Footguards 

21 

BoE 

128 

8# 

50# 

Coverndeep Trudgers 

32 

BoE 

166 

29# 

45# 

Scarlet Boots 

35 

BoE 

181 

37# 

90# 

tavasour Scole Boots 

35 

BoE 

181 

39# 

96# 

Block Ogre Kkkers 

37 

BoE 

190 

45# 

81# 

Elven Choin Boots 

50 

BoE 

244 

U 29# 

54# 

Bloodshot Greaves 

54 

BoA 

264 

1 61# 

43# 

Sovoge Glodiotor Greaves 

57 

BoA 

278 

1 <- 93# 

00# 

Timmy's Galoshes 

59 

BoA 

288 

2 11# 

68# 

Wind Dancer Boats 

61 

BoA 

297 

2* 25# 

61# 

SPEll Adds IX Dodge 
Windreover Greoves 

61 

BoA 

297 

2 33# 



f GOOD MAII FOOT ARMOR 


14# 
14 # 
15 « 
IS# 
IS# 
IS# 
32# 
32# 
86 # 
82# 
87# 
49# 
11 # 
S2# 
8S# 
34# 


IllEV ARMOR NAME 

LEV 

BIND 

AC 

VENDOR PURCHASE VALUE | 

llTi Greaves of the People's Militio 

15 

BoA 

98 

3# 

31# 

(,'i Mud Stampers 

15 

BoA 

98 

3# 

05# 

Jll Bloodspottered Sobotons 

16 

BoE 

105 

3# 

50# 

l/L Podded Lamellar Boots 

16 

BoA 

105 

3# 

72# 

I/I Crustacean Boots 

17 

BoA 

111 

4# 

03# 

0 Soldier's Boots 

17 

BoE 

111 

4# 

09# 

1| War Paint Boots 

17 

BoE 

111 

4# 

03# 

W Tunneler's Boots 

18 

BoA 

118 

4# 

69# 

'1 Blockrock Boots 

19 

BoE 

124 

5# 

68# 


19 

BoE 

124 

s# 

33# 

!S Outrunner's Slippers 

20 

BoE 

110 

6# 

13# 


21 

BoE 

116 

7# 

05# 

!S Grunt's Boots 

21 

BoE 

116 

7# 

05# 

L'l Dredge Boots 

22 

BoA 

122 

8# 

30# 

l| Defender Boots 

23 

BoE 

127 

9# 

38# 

II Sovoge Trodders 

23 

BoA 

127 

9# 

34# 

II Hulking Boots 

24 

BoE 

132 

10# 

35# 

II fortified Boots 

25 

BoE 

138 

12# 

31# 

I/I Gold Militia Boots 

25 

BoA 

138 

12# 

57# 

I/I Quagmire Goloshes 

25 

BoA 

138 

12# 

49# 

It Silvered Bronze Boots 

26 

BoE 

143 

13# 

17# 

S Drogonmaw Chain Boots 

27 

BoE 

149 

15# 

73# 

U Lombent Scale Boots 

27 

BoE 

149 

15# 

73# 

S Spiked Chain Greaves 

27 

BoE 

149 

14# 

54# 

U Sentry's Sobatons 

28 

BoE 

154 

16# 

00# 


29 

BoE 

159 

18# 

30# 

H Green Iron Boots 

29 

BoE 

159 

17# 

67# 

H Sloyer's Slippers 

29 

BoE 

159 

17# 

60# 

U Glimmering Moil Greoves 

31 

BoE 

146 

22# 

30# 

II Wicked Chain Boots 

31 

BoE 

146 

21# 

30# 

U Ambusher's Boots 

32 

BoE 

151 

24# 

09# 

H Basilisk Scale Sobotons 

32 

BoE 

151 

23# 

43# 

U Trouncing Boots 

32 

BoE 

151 

23# 

80# 

II Pillager's Boots 

33 

BoE 

155 

25# 

77# 

n Pholanx Boots 

34 

BoE 

160 

29# 

03# 

X Moil Combat Boots 

35 

BoE 

165 

33# 

01# 

!1 Barbaric Iron Boots 

36 

BoE 

169 

37# 

00# 

II Renegade Boots 

36 

BoE 

169 

35# 

27# 

I! Burning Blode Boots 

37 

BoE 

172 

37# 

73# 

U Knight's Boots 

37 

BoE 

172 

39# 

83# 

9 Polished Steel Boots 

37 

BoE 

172 

39# 

37# 

9 Marauder's Gauntlets 

38 

BoE 

176 

40# 

75# 

II Chief Brigodier Boots 

39 

BoE 

180 

47# 

11# 

M Sparkleshell Sobatons 

39 

BoE 

180 

44# 

01# 

IS Berserker Boots 

40 

BoE 

183 

52# 

21# 

IS Golden Scale Boots 

40 

BoE 

183 

49# 

77# 

II Slithid Scale Boots 

41 

BoE 

187 

51# 

34# 

IT Coptain's Boots 

42 

BoE 

190 

56# 

80# 

R/l Dorkspeor Boots 

42 

BoA 

190 

60# 

21# 

IT Ravoger's Boots 

42 

BoE 

190 

55# 

54# 

X Brigade Boots 

43 

BoE 

194 

63# 

68# 

X Ancient Greaves 

44 

BoE 

197 

64# 

67# 

III Bbcklorge Greaves 

45 

BoE 

200 

72# 

33# 

10 Bonelink Sobatons 

45 

BoE 

200 

69# 

85# 

l/l Boots of Zua'tec 

45 

BoA 

200 

75# 

36# 

l/l Ironheel Boots 

45 

BoA 

200 

71# 

78# 

II Champion's Greaves 

46 

BoE 

205 

82# 

84# 

L. 



SpI. good mail t ool 

ARiMij 

1/ continuea 


m 

M LEV ARMOR NAME LEV BIND AC VENDOR PURCHASE VALUE | 

41 

Khan's Greaves 

46 

BoE 

205 


75# 

44# 

42 

Gryphon Mail Greaves 

47 

BoE 

209 


87# 

98# 

42 

Taugh Scarpid Boots 

47 

BoE 

209 


83# 

75# 

43 

Wormonger's Greoves 

48 

BoE 

213 


92# 

18# 

44 

Icebrond Sobatons 

49 

BoE 

218 


94# 

15# 

44 

Thunderscole Greaves 

49 

BoE 

218 


94# 

58# 

45 

Protector Sobotons 

50 

BoE 

222 

1<9 

00# 

74# 

46 

Lord's Boots 

51 

BoE 

227 

1 

07# 

52# 

47 

Atal'ai Boots 

52 

BoA 

231 


19# 

77# 

47 

Ironhide Greaves 

52 

BoE 

231 

1 

14# 

26# 

48 

Crusader's Boots 

53 

BoE 

236 

1^ 

32# 

12# 

48 

Fleetfoot Greoves 

53 

BoA 

236 

1 

21# 

12# 

49 

Doemonic Greaves 

54 

BoE 

240 

1 * 

28# 

39# 

50 

Ebonhold Boots 

55 

BoE 

244 

1 

43# 

62# 

52 

Divine Greaves 

57 

BoE 

253 


66# 

76# 

53 

Abyssal Boots 

58 

BoE 

257 

1 

78# 

01# 

53 

Bloodlust Boots 

58 

BoE 

257 

]* 

62# 

09# 

53 

Radiant Boots 

58 

BoE 

257 

1 

64# 

21# 

b 

SPELL Frost & Shodow Resist +15 







54 

Impenetrable Sobatons 

59 

BoE 

262 

1« 

70# 

19# 

54 

Swiftdart Battleboots 

59 

BoA 

262 

.1 

73# 

12# 

55 

Hellcoller Greaves 

60 

BoE 

266 

19 

78# 

70# 

55 

Tempest Boots 

60 

BoE 

266 

1 

87# 

17# 

56 

Bloodmail Boots 

61 

BoA 

270 

1^ 

87# 

99# 

56 

Mercurial Greaves 

61 

BoE 

270 

2 

01# 

68# 

57 

Worlord's Sobotons 

62 

BoE 

275 

19 

97# 

02# 

58 

Kraken Boots 

63 

BoE 

279 

2 

23# 

96# 

58 

Savage Mail Boots 

63 

BoE 

279 

2» 

18# 

41# 

58 

Triuntphonl Sobotons 

63 

BoE 

279 

2 

06# 



SFANDARD MAIL 



N/A 

Outfitter Boots 

5 

BoA 

33 


10# 

1 

Rusted Choin Boots 

5 

None 

33 


11# 

1 

Tarnished Chain Boots 

5 

None 

33 


11# 

N/A 

Tracking Boots 

5 

BoA 

33 


11# 

N/A 

Cryptwalker Boots 

8 

BoA 

51 


34# 

4 

Copper Choin Boots 

9 

None 

57 


49# 

4 

Perrine's Boots 

9 

None 

57 


48# 

5 

Charger's Boots 

10 

None 

64 


62# 

N/A 

Cliff Runner Boots 

10 

BoA 

64 


64# 

5 

Light Choin Boots 

10 

None 

64 


66# 

5 

Light Moil Boots 

10 

None 

64 


64# 

N/A 

Lightweight Boots 

10 

BoA 

64 


67# 

5 

Worrior's Boots 

10 

None 

64 


66# 

6 

Infantry Boots 

11 

None 

70 


87# 

7 

Battle Chain Boots 

12 

None 

76 

1# 

05# 

8 

Cadet Boots 

13 

None 

81 

1# 

38# 

8 

War Torn Slippers 

13 

None 

81 

1# 

27# 

9 

Veteran Boots 

14 

None 

87 

1# 

57# 

10 

Brackwater Boots 

15 

BoE 

94 

1# 

91# 

12 

Chainmail Boots 

17 

None 

106 

2# 

65# 

13 

Rough Bronze Boots 

18 

None 

112 

2# 

95# 

17 

Scalemail Boots 

22 

None 

116 

4# 

88# 

22 

Polished Scale Boots 

27 

None 

141 

8# 

79# 

32 

Augmented Chain Boots 

37 

None 

164 

23# 

B7# 

45 

Brigondine Boots 

50 

None 

211 

65# 

13# 



1 

Flimsy Chain Boots 

3 

None 

19 


3# 

4 

Loose Choin Boots 

9 

None 

54 


33# 

8 

Worn Moil Boots 

13 

None 

77 


92# 

15 

Laced Mail Boots 

20 

None 

99 

2# 

55# 

16 

Linked Chain Boots 

21 

None 

105 

3# 

02# 

22 

Reinforced Chain Boots 

27 

None 

134 

5# 

97# 

27 

Double Mail Boots 

32 

None 

136 

9# 

62# 

41 

Overlinked Chain Boots 

46 

None 

1B4 

31# 

70# 

48 

Laminated Scole Boots 

53 

None 

212 

49# 

40# 

!60 

Staffing Choin Boots 

65 

None 

259 

91# 

61# 




44 Edgemaster's Handguoros 

► SPELL Increosed IHAxe 


SUPERIOR MAIl HAND AiiMOk 




? f.c .> :() MAI; hand ARMOR 




18 

Thorbia's Gauntlets 

23 

dot 

12/ 

79 

879 

23 

Algoe Fists 

28 

BoA 

154 

129 

759 

29 

Grubbis Paws 

34 

BoA 

160 

229 

60# 

31 

Reticulated Bone Gountlets 

36 

BoE 

169 

299 

169 

31 

Stormgale Fists 

36 

BoE 

169 

299 

059 

39 

Gountlets of Divinity 

44 

BoA 

197 

549 

369 

► 

SPELL AHock Power 32 






40 

Drogonscale Gauntlets 

45 

BoE 

200 

599 

799 

► 

SPELL Adds IX Crit 






41 

Murkwater Gountlets 

46 

BoE 

205 

609 

B69 

48 

Battlecoiler Gauntlets 

53 

BoE 

236 1 

039 

749 

52 

Savage Gladiator Grips 

57 

BoA 

253 1 

279 

629 

53 

Molten Fists 

SB 

BoA 

257 1 

309 

839 

► 

SPELL Firebolt, Fire Resist +10 






54 

Storm Gauntlets 

59 

BoE 

262 1 

409 

999 

P 

SPELL Rre Resist +10, Add 3 Dam, Add 13 to Noture spells 




N/A 

Voone's Vice Grips 

60 

BoA 

266 1 

459 

339 

P 

SPELL Adds 2XCrit 






58 

Dracorion Gountlets 

63 

BoA 

279 , 1 

729 

109 


Gemmed Copper Gauntlets 

15 

BoE 

90 

29 

169 

Veteran Gloves 

IS 

BoE 

90 

29 

099 

Sapper's Gloves 

17 

BoE 

101 

29 

899 

Skeletal Gauntlets 

17 

BoE 

101 

29 

789 

Soldier's Gountlets 

17 

BoE 

101 

29 

679 

Rugged Moil Gloves 

IB 

BoA 

107 

39 

349 

War Paint Gloves 

18 

BoE 

107 

39 

079 

Raider's Gountlets 

19 

BoE 

113 

39 

589 

Blackrock Gountlets 

20 

BoE 

100 

49 

059 

Bridgeworker's Gloves 

20 

BoA 

100 

49 

189 

Burnished Gloves 

20 

BoE 

100 

49 

089 

Outrunner's Gloves 

20 

BoE 

100 

49 

079 

Riveted Gauntlets 

20 

BoA 

100 

49 

199 

Grunt's Hondwraps 

21 

BoE 

106 

49 

689 

Night Watch Gauntlets 

21 

BoA 

106 

49 

739 

Polar Gountlets 

22 

BoA 

111 

59 

579 

Dagmire Gauntlets 

23 

BoA 

115 

69 

419 

Defender Gountlets 

23 

BoE 

115 

69 

499 

Hulking Gauntlets 

23 

BoE 

115 

69 

089 

Gloves of Brawn 

24 

BoA 

120 

79 

149 

Hedgeseed Gountlets 

24 

BoA 

120 

79 

229 

Fortified Gauntlets 

25 

BoE 

125 

89 

259 

Palestrider Gloves 

25 

BoA 

125 

79 

879 

Spiked Chain Gauntlets 

26 

BoE 

130 

89 

779 

Lambent Scale Gloves 

27 

BoE 

135 

109 

529 

Sentry's Gloves 

27 

BoE 

135 

99 

659 

Silvered Bronze Gauntlets 

27 

BoE 

135 

99 

659 

Battleforge Gountlets 

28 

BoE 

140 

119 

249 

Ironforge Gountlets 
SPELL Attack Power 12 

28 

BoE 

140 

119 

459 

Slayer's Gloves 

29 

BoE 

145 

119 

689 

Glimmering Mail Gauntlets 

30 

BoE 

129 

139 

409 

Green Iron Gauntlets 

30 

BoE 

129 

129 

959 

Wicked Choin Gauntlets 

30 

BoE 

129 

129 

859 

Ambusher's Gauntlets 

31 

BoE 

133 

149 

269 

Brutal Gauntlets 

31 

BoA 

133 

159 

469 

Rre Hardened Gauntlets 

31 

BoA 

133 

149 

979 

Basilisk Scale Gauntlets 

32 

BoE 

137 

159 

559 

Bonefist Gauntlets 

32 

BoE 

137 

159 

859 

Gauntlets of Ogre Strength 
SPELL AHock Power 16 

32 

BoE 

137 

169 

219 

Pholanx Gountlets 

33 

BoE 

141 

179 

789 


29 Moil (ombot Gountlets 

29 Pillager's Gloves 

30 Burning Blade Gauntlets 

30 Renegade Gauntlets 

31 Marauder's Gauntlets 

32 Barbaric Iron Gloves 

32 Knight's Gauntlets 

33 Chief Brigadier Gauntlets 

33 Sforlet Gauntlets 

33 Sparkleshell Gauntlets 

34 Slithid Stale Gloves 

35 Berserker Gauntlets 

35 Ravoger's Handwraps 

36 Captain's Gountlets 

36 Golden Scale Gountlets 

36 Turtle Scale Gloves 

37 Ancient Gauntlets 

3B Brigade Gauntlets 
39 Blotkforge Gauntlets 

39 Bonelink Gountlets 

39 Mithril Stale Gloves 

40 Khan's Gloves 

40 Tough Scorpid Gloves 

41 Champion's Gountlets 

42 Gryphon Moil Gountlets 

42 Warmonger's Gauntlets 

43 Icebrand Gountlets 

44 Thunderstole Gauntlets 

45 Lord's Gauntlets 

45 Protector Gauntlets 

47 Crusader's Gauntlets 

47 Ironhide Gauntlets 

48 Daemonic Gauntlets 

N/A Maddening Gauntlets 

N/A Brazen Gauntlets 

49 Ebonhold Gauntlets 

50 Bloodlust Gauntlets 

N/A Bricksteel Gauntlets 

N/A Grotslab Gloves 

50 Heavy 5corpid Gountlet 

51 Divine Gauntlets 

52 Impenetrable Gauntlets 

52 Radiant Gloves 

► 5PELL frost & Shodow Resist + 1 2 

53 Abyssal Gauntlets 

54 Tempest Gauntlets 

54 Trueoim Gauntlets 

► 5PELLAdds8toBow 

55 Gilded Gountlets 

55 Hellcaller Gauntlets 

56 Bloodmail Gauntlets 

56 Darkspinner flaws 

P 5PELL Nature & Shadow Resist +13 

56 Mercurial Gauntlets 

57 Warlord's Gountlets 

58 Kroken Gountlets 


58 Triumphont Gauntlets 


34 

BoE 

146 


199 

M# 

34 

BoE 

146 


189 

81« 

35 

BoE 

150 


209 

m 

35 

BoE 

150 


219 


36 

BoE 

153 


229 

77# 

37 

BoE 

157 


279 

ll« 

37 

BoE 

157 


259 

M# 

38 

BoE 

160 


289 

H# 

38 

BoE 

160 


279 

m 

38 

BoE 

160 


279 

OJ# 

39 

BoE 

163 


299 

2I| 

40 

BoE 

167 


319 

95# 

40 

BoE 

167 


319 

55# 

41 

BoE 

170 


379 

40# 

41 

BoE 

170 


369 

89# 

41 

BoE 

170 


349 

77# 

42 

BoE 

173 


369 

80# 

43 

BoE 

176 


429 

87# 

44 

BoE 

179 


439 

28# 

44 

BoE 

179 


429 

92# 

44 

BoE 

179 


449 

97# 

45 

BoE 

182 


469 

38# 

45 

BoE 

182 


469 

78# 

46 

BoE 

186 


549 

79# 

47 

BoE 

190 


589 

18# 

47 

BoE 

190 


569 

23# 

48 

BoE 

194 


589 

40# 

49 

BoE 

198 


629 

29# 

SO 

BoE 

202 


739 

19# 

50 

BoE 

202 


669 

88# 

52 

BoE 

210 


759 

93# 

52 

BoE 

210 


759 

84# 

53 

BoE 

214 


809 

39# 

53 

BoA 

214 


809 

39# 

54 

BoA 

218 


899 

98# 

54 

BoE 

218 


899 

27# 

55 

BoE 

222 


909 

32# 

55 

BoA 

222 


919 

91# 

55 

BoA 

222 


959 

37# 

55 

BoE 

222 


969 

49# 

56 

BoE 

226 

1 

059 

15# 

57 

BoE 

230 


019 

49# 

57 

BoE 

230 

1 

029 

42# 

58 

BoE 

234 

1 , 

179 

32# 

59 

BoE 

238 

1 

179 

43# 

59 

BoA 

238 


199 

72# 

60 

BoA 

242 

1 

209 

88# 

60 

BoE 

242 


189 

80# 

61 

BoA 

246 

1 

249 

30# 

61 

BoA 

246 

1 

279 

82# 

61 

BoE 

246 

1 

279 

13# 

62 

BoE 

250 


309 

78# 

63 

BoE 

254 

1 

479 

58# 

63 

BoE 

254 


379 

m 


o 


STANDARD MAIL HAND ARMOR 


N/A 

Boar Handler Glaves 

> 

BoA 

3U 

7# 

N/A 

Painted Chain Gloves 

5 

BoA 

30 

7# 

1 

Rusted Chain Gloves 

5 

None 

30 

7# 

1 

Tarnished Choin Gloves 

5 

None 

30 

7# 

N/A 

Cold Steel Gauntlets 

8 

BoA 

46 

23# 

4 

Warrior's Gloves 

9 

None 

52 

33# 

5 

Charger's Hardwraps 

10 

None 

58 

41# 

5 

Light Chain Gloves 

10 

None 

58 

44# 

5 

Light Moil Gloves 

10 

None 

58 

43# 

N/A 

Moss-covered Gountlets 

10 

BoA 

58 

^ 


■■■ft 




19# 

84# 

18# 

81# 

20# 

70# 

21# 

60# 

22# 

77# 

27# 

11# 

25# 

64# 

28# 

52# 

27# 

28# 

27# 

05# 

29# 

21# 

31# 

95# 

31# 

55# 

37# 

40# 

36# 

89# 

34# 

77# 

36# 

80# 

42# 

87# 

43# 

28# 

42# 

92# 

44# 

47# 

46# 

36# 

46# 

76# 

54# 

79# 

58# 

18# 

56# 

23# 

58# 

40# 

62# 

29# 

73# 

19# 

66# 

86# 

75# 

93# 

75# 

84# 

80# 

39# 

80# 

39# 

89# 

96# 

89# 

27# 

90# 

32# 

91# 

91# 

95# 

37# 

96# 

49# 

15# 

15# 

}1# 

49# 

)2# 

42# 

17# 

32# 

17# 

43# 

9# 

72# 

!0# 

68# 

8# 

60# 

'4# 

30# 

'7# 

62# 

7# 

13# 

0# 

76# 

7# 

58# 

7# 

30# 



Stormwind Chain Gloves 

10 

BoA 

58 


42# 

Battle Chain Gloves 

11 

None 

63 


56# 

Infantry Gauntlets 

11 

None 

63 


54# 

Runed Copper Gauntlets 

12 

None 

69 


71# 

War Torn Handgrips 

12 

None 

69 


67# 

Cadet Gauntlets 

13 

None 

74 


92# 

Brackwoter Gauntlets 

14 

BoE 

80 

1# 

06# 

Noosegrip Gauntlets 

14 

BoA 

80 

1# 

01# 

BloodspoHered Gloves 

15 

BoE 

85 

1# 

21# 

Chainmail Gloves 

17 

None 

96 

1# 

76# 

kalemoil Gloves 

22 

None 

105 

3# 

22# 

Polished Scale Gloves 

27 

None 

128 

5# 

88# 

Augmented Chain Gloves 

37 

None 

149 

15# 

96# 

Brigondine Gloves 

50 

None 

192 

40# 

44# 


9 MAIL HEiAp.^R3yiDR;% 


EPIC MAIL HLAD ARMOR 


_76|l 36f 


SUPERIOR MAIL HEAD ARMOR 


0 

Frostreaver Crown 

32 

BoE 

196 

309 

21# 

n 

1 

Sunbiflze Coil 
SPELL Rre Resist +10 

33 

BoE 

202 

32# 

01# 

37 

► 

Roging Berserker's Helm 
SPELL Adds 1%Crh 

42 

BoA 

247 

6B# 

63# 

(2 

High Bergg Helm 

47 

BoE 

272 1 

05# 

43# 

(7 

Braincage 

52 

BoE 

300 1 

36# 

69# 

I/A 

Helm of Exile 

55 

BoA 

317 1 

69# 

80# 

51 

Horns of Eranikus 

56 

BoA 

323 

85# 

97# 

52 

Savage Gladiatar Helm 

57 

BoA 

329 1 

90# 

73# 

5i 

> 

Helm af the Great Chief 
SPELL Aura of Resolve 

61 

BoE 

352 2 

42# 

85# 

5i 

Crown of Tyranny 

63 

BoA 

363 2 

53# 

36# 


SPELL Adds 40 to Group Attack Power, lowers SpWt by 1 0. 


GOOD MAIL HEAD ARMOR 



I/A 

Brutal Helm 

31 

BoA 

173 

23# 

28# 

I/A 

Fire Hardened Caif 

31 

BoA 

173 

22# 

21# 

26 

Glimmering Mail Caif 

31 

BoE 

173 

22# 

45# 

26 

Sentry's Headress 

31 

BoE 

173 

21# 

20# 

V 

Ambusher's Helm 

32 

BoE 

17B 

23# 

90# 

21 

Phalanx Headguard 

33 

BoE 

184 

26# 

58# 

21 

Slayer's Skullcap 

33 

BoE 

184 

25# 

66# 

I/A 

Sporkmetal Call 

33 

BoA 

184 

28# 

25# 

21 

Tusken Helm 

33 

BoA 

184 

26# 

27# 

29 

Green Iran Helm 

34 

BoE 

189 

30# 

53# 

29 

Wicked Chain Helmet 

34 

BoE 

189 

28# 

22# 

30 

Barbaric Iron Helm 

35 

BoE 

195 

33# 

37# 

30 

Bosilisk Scole Crown 

35 

BoE 

195 

31# 

05# 

30 

Moil Combot Heodguord 

35 

BoE 

195 

32# 

98# 

31 

Renegode Grclet 

36 

BoE 

199 

36# 

86# 

32 

Pillager's Crawn 

37 

BoE 

204 

37# 

57# 

33 

Burning Blade Circlet 

38 

BoE 

208 

40# 

57# 

33 

Golden Scale Coil 

38 

BoE 

208 

44# 

05# 

33 

Knight's Headguard 

38 

BoE 

208 

41# 

39# 

31 

Chief Brigadier Coif 

39 

BoE 

212 

46# 

72# 

34 

Marauder's Helmet 

39 

BoE 

212 

43# 

82# 

35 

Sparkleshell Crawn 

40 

BoE 

216 

47# 

33# 

36 

Berserker Caif 

41 

BoE 

221 

53# 

57# 

I/A 

6 

Goblin Mining Helmet 
SPELL Adds 5 to Mining 

41 

BoA 

221 

52# 

55# 

37 

Captain's Circlet 

42 

BoE 

225 

60# 

38# 

37 

Slithid Scale Coronet 

42 

BoE 

225 

55# 

20# 

31 

Rovager's Crown 

43 

BoE 

229 

59# 

62# 

31 

Skullspliner Helm 

43 

BoE 

229 

61# 

72# 


1 

flimsy Choin Gloves 

4 

None 

23 


3# 

2 

Loose Chain Gloves 

7 

None 

39 


11# 

6 

Worn Mail Glaves 

11 

None 

60 


39# 

13 

Laced Mail Glaves 

18 

None 

96 

1# 

29# 

19 

Linked Chain Gloves 

24 

None 

108 

2# 

98# 

25 

Reinforced Chain Glaves 

30 

None 

116 

5# 

34# 

31 

Double Mail Glaves 

36 

Hone 

138 

9# 

71# 

42 

Overlinked Chain Glaves 

47 

None 

171 

23# 

57# 

54 

Laminated Scale Gloves 

59 

None 

214 

46# 

59# 

iiL 

Sterkng Choin Gloves 

1 67 

None 

243 

67# 

81# 


O 


STANDARD MAIL HEAD ARMOR 


32 Augmented Chain Helm 

[45 Brigondine Helm 


INHRIOR MAIL HLAD 




39 

Brigode Circlet 

44 

BoE 

233 


69# 

95# 

40 

Ancient Crown 

45 

BoE 

237 


69# 

54# 

40 

Blockforge Cowl 

45 

BoE 

237 


74# 

69# 

41 

Bonelink Helmet 

46 

BoE 

242 


75# 

10# 

41 

Mithril Coif 

46 

BoE 

242 


79# 

55# 

41 

Turtle Scale Helm 

46 

BoE 

242 


77# 

80# 

42 

Champion's Helmet 

47 

BoE 

247 


88# 

45# 

43 

Khan's Helmet 

48 

BoE 

252 


87# 

60# 

43 

Warmonger's Circlet 

48 

BoE 

252 


92# 

11# 

45 

Gryphon Moil Crown 

50 

BoE 

263 


07# 

15# 

45 

Thunderscole Helm 

50 

BoE 

263 


01# 

15# 

45 

Tough Scorpid Helm 

50 

BoE 

263 


02# 

72# 

N/A 

Drokefire Headguard 

51 

BoA 

268 


08# 

30# 

46 

Lord's Crovm 

51 

BoE 

268 


07# 

45# 

47 

Icebrand Circlet 

52 

BoE 

273 


13# 

76# 

48 

Crusoder's Helm 

53 

BoE 

278 


21# 

67# 

48 

Protector Helm 

53 

BoE 

27B 


20# 

58# 

N/A 

Conservotor Helm 

54 

BoA 

283 


38# 

42# 

N/A 

Clayridge Helm 

55 

BoA 

289 

1 

40# 

44# 

50 

Ebonhold Helmet 

55 

BoE 

2B9 


43# 

51# 

50 

Ironhide Helmet 

55 

BoE 

289 


35# 

49# 

51 

Daemonic Crown 

56 

BoE 

294 


43# 

62# 

52 

Divine Grclet 

57 

BoE 

299 

1 

S2# 

39# 

53 

Bloodlust Coif 

58 

BoE 

304 


61# 

37# 

54 

Abyssol Helm 

59 

BoE 

309 

1 

68# 

96# 

54 

Heavy Scorpid Helm 

59 

BoE 

309 

1 • 

82# 

30# 

54 

► 

Rodiant Grclet 

SPELL Frost & Shodow Resist +18 

59 

BoE 

309 

1 

70# 

34# 

55 

Impenetrable Helmet 

60 

BoE 

314 


77# 

91# 

55 

Tempest Bond 

60 

BoE 

314 


87# 

03# 

56 

Hellcoller Helmet 

61 

BoE 

320 


86# 

80# 

57 

Mercurial Grclet 

62 

BoE 

325 


99# 

48# 

58 

► 

Dragoneye Coil 
SPELL Attock Power 28 

63 

BoA 

330 

24 

IS# 

84# 

58 

Kraken Helm 

63 

BoE 

330 

2 

08# 

65# 

58 

Warlord's Helmet 

63 

BoE 

330 


05# 

95# 

59 

Triumphont Skullcap 

64 

BoE 

335 


16# 

25# 


194 24# 56# 

SO None 250 ' 59# 97» 


25 

Double Mail Coif 

30 

None 

150 

7# 

71# 

39 

Overlinked Coif 

44 

None 

210 

26# 

18# 

49 

Laminoted Scole Helm 

54 

None 

255 

51# 





■^3 






^ rl# EPIC MAIL LEG ARMOR 


N/A Legguofds of rtie Chromatic Defier 
N/A Legpkttes of the Chromatic Defier 


4 S49 82# 

4 * 25# 65# 




SHIM RIOR MAIL LEG ARMOR 




nii 

N/A 

(.housses of Westfall 

24 

BoA 

IBS 

179 

279 

21 

Dreomsinger Legguords 

26 

BoE 

200 

229 

419 

N/A 

► 

Duol Reinforced Leggings 
SPELL increosed Armor 180 

37 

BoA 

241 

639 

449 

34 

Legguords of the Vault 

39 

BoE 

252 

739 

199 

34 

► 

Firemone Leggings 
SPELL Rre Resist +10 

39 

BoE 

252 

769 

219 

38 

Scarlet Leggings 

43 

BoA 

271 

959 

879 

48 

► 

Seoringscole Leggings 
SPELL Fire Resist +10 

53 

BoA 

330 

2 019 

419 

49 

► 

Green Drogonscole Leggings 
SPELL Nature Resist +11 

54 

BoE 

336 : 

2 < 249 

829 

51 

Windrunner Legguords 

56 

BoE 

348 ; 

7’ 509 

659 

52 

Sovage Gladiator Leggings 

57 

BoA 

354 ; 

7' 539 

369 

53 

► 

Woollies of the Prancing Minstrel 
SPELL Adds 294 Dodge 

SB 

BoA 

360 : 

7 ' 689 

649 

57 

Maelstrom Leggings 

62 

BoA 

385 3 

1 139 

189 

57 

► 

Block Drogonscole Leggings 
SPELL Attock Power 54, Rre Resist +8 

62 

BoE 

385 3 

1 199 

339 

58 

Tristom Legguords 

63 

BoA 

391 3 

I" 339 

889 


N/A 

Barkmoil Leggings 

lu 

BoA 

B6 

19 

42# 

5 

Worrier's Ponts 

10 

BoE 

85 

19 

469 

6 

Charger's Ponts 

11 

BoE 

93 

19 

799 

7 

Battle Chain Pants 

12 

BoE 

101 

29 

359 

7 

Infontry Leggings 

12 

BoE 

101 

29 

459 

8 

Runed Copper Pants 

13 

BoE 

109 

29 

999 

N/A 

Stormwind Guard Leggings 

13 

BoA 

109 

29 

909 

9 

Codet Leggings 

14 

BoE 

117 

39 

369 

9 

War Torn Kilt 

14 

BoE 

117 

39 

379 

10 

Veteran Leggings 

15 

BoE 

125 

49 

159 

11 

Brockwoter Leggings 

16 

BoE 

134 

49 

929 

N/A 

Settler's Leggings 

17 

BoA 

142 

59 

399 

12 

Soldier's Leggings 

17 

BoE 

142 

59 

339 

13 

Bloodspottered Britches 

18 

BoE 

150 

69 

159 

N/A 

Gargoyle Leggings 

IB 

BoA 

150 

69 

159 

N/A 

Guststorm Legguords 

18 

BoA 

150 

69 

159 

14 

Goblin Moil Leggings 

19 

BoE 

158 

79 

139 

14 

Raider's Legguords 

19 

BoE 

158 

79 

419 

14 

Wor Point Legguords 

19 

BoE 

158 

79 

079 

15 

Foreman's Leggings 

20 

BoE 

140 

89 

109 

16 

Burnished Leggings 

21 

BoE 

148 

99 

339 

16 

Rough Bronze Leggings 

21 

BoE 

148 

99 

629 

17 

Outrunner's Legguords 

22 

BoE 

155 

109 

769 

18 

Defender Leggings 

23 

BoE 

161 

139 

029 

18 

Mighty Chain Pants 

23 

BoE 

161 

129 

219 

19 

Grunt's Legguords 

24 

BoE 

168 

139 

749 

19 

Legionnaire's Leggings 

24 

BoE 

168 

159 

039 

20 

Fortified Leggings 

25 

BoE 

175 

169 

649 

20 

Hulking Leggings 

25 

BoE 

175 

159 

539 

N/A 

Dorkshire Mail Leggings 

26 

BoA 

182 

189 

109 

21 

Lambent Scole Legguords 

26 

BoE 

182 

199 

199 

N/A 

Malleable Chain Leggings 

26 

BoA 

182 

179 

969 

N/A 

Juggernaut Leggings 

27 

BoA 

189 

209 

6B9 

22 

Spiked Chain Lyings 

27 

BoE 

189 

199 

319 


23 Bottleforge Legguords 

N/A Brutol Legguords 

N/A Rre Hardened Leggings 

N/A Ploinsguord Leggings 

24 Sentry's Leggings 

25 Glimmering Moil Legguords 

N/A Mercenary Leggings 

26 Green Iron Leggings 

26 Silvered Bronze Leggings 

27 Ambusher's Leggings 

27 Slayer's Pants 

28 Wicked Chain Legguords 

29 Golden Scole Leggings 

29 Pholanx Leggings 

30 Bosilisk Scole Legguords 


29 

29 

29 

29 

30 

30 

31 

31 

32 

32 

33 

34 

34 

35 


BoE 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 


203 

203 

203 

203 
180 
180 
186 
186 
192 
192 
198 

204 
204 
210 


22« 5H 

239 3t| 

249 45# 

239 37# 

239 37# 

269 92# 

269 41# 

299 04# 

289 42# 

319 43# 

329 91# 

349 21# 

389 82# 

399 41# 


31 

Moil Combat Leggings 

36 

BoE 

215 


469 

31 

Pillager's Leggings 

36 

BoE 

215 


459 

32 

Burning Blade Breeches 

37 

BoE 

219 


509 

32 

Renegade Leggings 

37 

BoE 

219 


549 

N/A 

1 Siromgarde Cavalry Leggings 

37 

BoA 

219 


549 

33 

Marauder's Leggings 

38 

BoE 

224 


549 

34 

Knight's Legguords 

39 

BoE 

229 


599 

35 

Chief Brigadier Leggings 

40 

BoE 

233 


679 

35 

Sporkleshell Legguords 

40 

BoE 

233 


639 

36 

siithid Scole Legplates 

41 

BoE 

238 


689 

37 

Berserker Leggings 

42 

BoE 

242 


779 

37 

► 

MHhril Scale Pants 
SPELL Adds IX Dodge 

42 

BoE 

242 


809 

37 

Orcish War Leggings 

42 

BoE 

242 


779 

38 

Coptoin's Leggings 

43 

BoE 

246 


869 

38 

Rovoger's Woolies 

43 

BoE 

246 


799 

39 

Ancient Legguords 

44 

BoE 

251 


859 

40 

Brigade Leggings 

45 

BoE 

255 


939 

40 

P 

Iridescent Scale Leggings 
SPELL Rre & Frost Resist +13 

45 

BoE 

255 

1 

019 

41 

Blockforge Leggings 

46 

BoE 

261 


019 

41 

Bonelink Legplates 

46 

BoE 

261 

1 

009 

42 

Khan's Legguards 

47 

BoE 

266 


089 

42 

Turtle Scale Leggings 

47 

BoE 

266 

1 

099 

43 

Champian's Leggings 

48 

BoE 

272 

1 

269 

44 

Tough Scorpid Leggings 

49 

BoE 

277 

1 

279 

44 

Wormonger's Leggings 

49 

BoE 

277 


319 

45 

Gryphon Moil Legguards 

50 

BoE 

283 

1 

449 

46 

Icebrand Legguards 

51 

BoE 

289 


439 

46 

Thunderscale Leggings 

51 

BoE 

289 

1 

449 

47 

Lord's Legguords 

52 

BoE 

294 


529 

48 

Protector Legguords 

53 

BoE 

300 

1 

609 

49 

Crusader's Leggings 

54 

BoE 

305 


729 

50 

Ironhide Legguards 

55 

BoE 

311 

1 

809 

51 

Daemonic Legguards 

56 

BoE 

316 


919 

51 

Ebonhold Leggings 

56 

BoE 

316 

2 

039 

N/A 

Outrider Leggings 

56 

BoA 

316 

2 * 

059 

52 

Bloodlust Britches 

57 

BoE 

322 

2 

029 

52 

Divine Legguords 

57 

BoE 

322 


039 

52 

Heavy Scorpid Leggings 

57 

BoE 

322 

2 

179 

54 

Abyssol Leggings 

59 

BoE 

333 

2^ 

269 

55 

Impenetrable Legguords 

60 

BoE 

338 

2 

379 

N/A 

► 

Pridemail Leggings 
SPELL Increase Nature Dmg 17 

60 

BoA 

338 

29 

519 

56 

Bloodmoil Legguards 

61 

BoA 

344 

2 

719 

56 

Hellcoller Leggings 

61 

BoE 

344 

2’ 

499 

56 

► 

Radiant Leggings 

SPELL Frost & Shadow Resist +18 

61 

BoE 

344 

2 

539 

56 

Tempest Leggings 

61 

BoE 

344 

2’ 

629 

57 

Warlord's Legguards 

62 

BoE 

350 

2 

619 

58 

Mercurial Legguards 

63 

BoE 

355 

2*' 

819 

58 

Triumphant Legplates 

63 

BoE 

355 

2 

749 

59 

Kraken Legplates 

64 

BoE 

361 

2« 

939 




3# 580 

30 380 

49 659 

39 37# 

39 37# 

69 92# 

69 61# 

99 06# 

39 42# 

19 63# 

10 980 

19 21# 

I# 82# 

# 41# 

9 40# 

9 99# 

# 54# 

9 09# 

# 25# 

9 38# 

9 10 # 

9 37# 

9 53# 

9 10 # 

9 15# 

0 42# 

9 53# 

9 39# 

9 65# 

9 49# 

: 85# 

9 94# 

^ 76# 

9 36# 

; 14# 

15# 

) 52# 

92# 
04# 
90# 
93# 

> 09# 

> 85# 

# 46# 

# 78# 

' 61# 

' 65# 

49# 

58# 

20 # 

98# 

96# 

60# 

15# 

21 # 

44# 

85# 

07# 

30# 

78# 

53# 

37# 

61# 

23# 


STANDARD MAIL LEG ARMOR 




j Vt Bottleworn Choin leggings 

5 

BoA 

41 


14# 

' Vi Painted Chain Leggings 

5 

BoA 

41 


14# 

|l/il Roomer's Leggings 

5 

BoA 

41 


14# 

F Rusted Choin Leggings 

5 

None 

41 


15# 

Tarnished Chain Leggings 

5 

None 

41 


15# 

1 1 Copper Chain Ponts 

9 

None 

73 


67# 

! light Choin Leggings 

10 

None 

81 


87# 

! Light Moil Leggings 

10 

None 

81 


83# 

Vi Brass Scale Ponts 

11 

BoA 

89 

19 

15# 

1 12 Choinmoil Pants 

17 

None 

135 

39 

51# 

1 11 Stolemoil Pants 

22 

None 

147 

69 

45# 

!2 Polished Scale Leggings 

27 

None 

180 

119 

81# 

j S Augmented Chain Leggings 

37 

None 

208 

319 

46# 

, IS Brigondine Leggings 

50 

None 

269 

869 

15# 


1 

Flimsy Chain Pants 

2 

None 

16 


29 

3 

Loose Chain Pants 

8 

None 

62 


319 

7 

Worn Moil Pants 

12 

None 

91 


899 

14 

Laced Moil Pants 

19 

None 

142 

29 

999 

20 

Linked Choin Ponts 

25 

None 

158 

69 

76# 

21 

Reinforced Choin Ponts 

26 

None 

164 

79 

329 

30 

Double Moil Pants 

35 

None 

189 

179 

72# 

38 

Overlinked Chain Pants 

43 

None 

222 

349 

77# 

51 

Laminated Scale Ponts 

56 

None 

285 

799 

29# 

l59 

Sterling Chain Pants 

1 64 

None 

325 

19 179 

599 


in MAIL SHOULDER ARMOR 


SPEll Deck 60-90 Oom Vs. Anackers Who &il 


C.OO I SMOUmiR i 1 


40 Rockshord Pouldrons 

41 Blockforge Pouldrons 

42 Chompion's Pouldrons 

42 Khon'sMontle 

42 MHhrilScole Shoulder 

43 Gryphon Moil Pouldrons 


BoA 

BoE 

BoE 

BoE 

BoE 

BoE 


219 

223 

22B 

22B 

228 

233 


71# 

799 

819 

819 

869 

959 



21 

Sporkleshell Mantle 

29 

BoE 

191 


230 

12# 

N/A 

Enforcer Pouldrons 

40 

BoA 

200 

509 

15# 

37 

Herod's Shoulder 

42 

BoA 

228 


689 

67# 

35 

Morouder's Shoulder Pods 

40 

BoE 

200 

479 

54# 

31 

Skeletal Shoulders 

43 

BoE 

232 


73# 

40# 

N/A 

Pillager's Pouldrons 

40 

BoA 

200 

489 

11# 

R) 

Spoulders of o Lost Age 

45 

BoE 

240 


859 

53# 

N/A 

Sanguine Pouldrons 

40 

BoA 

200 

479 

389 

SO 

Dregmelol Spouders 

55 

BoA 

293 

1 

669 

10# 

36 

Berserker Pouldrons 

41 

BoE 

204 

549 

209 

SI 

Blue Drogonscole Shoulders 

59 

BoE 

314 

2* 

059 

43# 

36 

Sporkleshell Shoulder Pods 

41 

BoE 

204 

519 

34# 

F 

SPELL Arcane Reskt-E6 







37 

Slithid Scale Shoulder Pods 

42 

BoE 

208 

559 

45# 

SS 

Block Drogonscole Shoulders 

60 

BoE 

319 

2 

17# 

36# 

38 

Captain's Shoulderguords 

43 

BoE 

211 

619 

589 

F 

SPELL Attack Power 40, Rre Reskt +6 







38 

Rovoger's Montle 

43 

BoE 

211 

599 

88# 

S6 

Drokesfire Epaulets 

61 

BoE 

325 

29 

309 

83# 

39 

Ancient Pouldrons 

44 

BoE 

215 

649 

67# 

F 

SPELL Rre Resist +10 







39 

Brigade Pouldrons 

44 

BoE 

215 

659 

77# 

SI 

Bonespike Shoulder 

63 

BoA 

335 

2' 

54# 

46# 

40 

Bonelink Epaulets 

45 

BoE 

219 

699 

B5# 


20 

Cutthroat Pouldrons 

25 

BoE 

150 

12# 

66# 

43 

44 

Tough Scorpid Shoulders 
Icebrond Shoulder Pods 

48 

49 

BoE 

BoE 

233 

238 


899 

949 

78# 

159 

20 

Silvered Bronze Shoulders 

25 

BoE 

150 

129 

84# 

44 

Warmonger's Pouldrons 

49 

BoE 

238 


999 

73# 

21 

Fortified Spoulders 

26 

BoE 

156 

149 

26# 

45 

Thunderscole Pouldrons 

50 

BoE 

242 

19 

059 

179 

21 

Hulking Spoulders 

26 

BoE 

156 

139 

22# 

46 

Protector Pods 

51 

BoE 

247 

1 

079 

79# 

22 

Lambent Scole Pouldrons 

27 

BoE 

162 

14# 

49# 

47 

Lord's Pouldrons 

52 

BoE 

252 

19 

159 

299 

22 

Spiked Chain Shoulder Pods 

27 

BoE 

162 

149 

54# 

48 

Crusader's Pouldrons 

53 

BoE 

257 

1 

239 

14# 

23 

Bottleforge Shoulderguards 

28 

BoE 

168 

17# 

07# 

48 

Ironhide Pouldrons 

53 

BoE 

257 

19 

219 

12# 

23 

Glorious Shoulders 

28 

BoE 

I6B 

179 

31# 

49 

Daemonic Epaulets 

54 

BoE 

262 

1 

289 

39# 

25 

Elite Shoulders 

30 

BoE 

154 

219 

10# 

49 

Ebonhold Shoulderpods 

54 

BoE 

262 

't. 

369 

97# 

25 

Glimmering Moil Pouldrons 

30 

BoE 

154 

209 

43# 

50 

Lead Surveyor's Montle 

55 

BoA 

266 


369 

09# 

25 

Sentry's Shoulderguards 

30 

BoE 

154 

19# 

36# 

51 

Divine Pouldrons 

56 

BoE 

271 

1« 

459 

51# 

26 

Sloyer's Shoulder Pods 

31 

BoE 

159 

219 

30# 

52 

Bloodlust Epaulets 

57 

BoE 

276 

1 

529 

91# 

27 

Ambusher's Pouldrons 

32 

BoE 

165 

239 

91# 

53 

Abyssal Pouldrons 

58 

BoE 

281 

19 

629 

87# 

27 

Borboric Iron Shoulders 

32 

BoE 

165 

259 

00# 

54 

Impenetrable Pouldrons 

59 

BoE 

285 

1 

709 

19# 

27 

Green Iron Shoulders 

32 

BoE 

165 

259 

71# 

55 

Tempest Pouldrons 

60 

BoE 

290 

19 

949 

199 

27 

WKked Chain Shoulder Pods 

32 

BoE 

165 

239 

43# 

55 

Windshrieker Pouldrons 

60 

BoA 

290 

1 

929 

23# 

2B 

Phalanx Spoulders 

33 

BoE 

170 

27# 

09# 

► 

SPELL Arcone Resist +20 







29 

Basilisk Scale Shoulder Pods 

34 

BoE 

175 

289 

35# 

56 

Heavy Scorpid Shoulders 

61 

BoE 

295 

29 

029 

619 

30 

Golden Scale Shoulders 

35 

BoE 

180 

31# 

06# 

56 

Hellcoller Shoulder Pods 

61 

BoE 

295 

1 ‘ 

879 

63# 

30 

Moil Combat Spoulders 

35 

BoE 

180 

329 

42# 

57 

Mercurial Pouldrons 

62 

BoE 

300 

29 

029 

649 

N/A 

Grim Pouldrons 

36 

BoA 

184 

349 

72# 

57 

Royol Cop Spoulders 

62 

BoA 

300 

2‘ 

069 

609 

31 

Rlloger's Pouldrons 

36 

BoE 

184 

349 

30# 

57 

Warlord's Shoulder Pods 

62 

BoE 

300 

1* 

979 

029 

N/A 

Frost Metal Pouldrons 

37 

BoA 

188 

389 

04# 

58 

Xroken Pouldrons 

63 

BoE 

304 

2 

119 

189 

32 

Renegade Pouldrons 

37 

BoE 

188 

419 

01# 

58 

Savage Moil Shoulders 

63 

BoE 

304 

29 

199 

199 

33 

Burning Blade Pouldrons 

38 

BoE 

192 

409 

75# 

58 

Triun^nl Shoulder Pods 

63 

BoE 

304 

2 " 

069 

879 

33 

Knight's Pouldrons 

38 

BoE 

192 

439 

17# 









N/A 

Wrangling Spoulders 

38 

BoA 

192 

409 

75# 









35 

Chief Brigadier Pouldrons 

40 

BoE 

200 

479 

36# 











56# 

57# 

23# 

47# 

61# 

709 








STANDARD MAIL SHOULDER ARMOR 




M 


& MAIL WAIST ARMOR 


mm 


KiOi.' M Ml UMSI \RMOK 


m 


N/A 

Cinched Belt 

1) 

BoA 

ol 

2« 

050 

10 

Silver Delias Belt 

15 

BoE 

81 

2# 

030 

II 

Soldier's Girdle 

16 

BoE 

86 

20 

330 

12 

War Paint Waistbond 

17 

BoE 

91 

2# 

670 

N/A 

Breakwater Girdle 

18 

BoA 

96 

30 

370 

13 

Roider's Belt 

IB 

BoE 

96 

30 

120 

14 

Outrunner's Cord 

19 

BoE 

101 

30 

530 

IS 

Burnished Girdle 

20 

BoE 

90 

40 

350 

15 

Grunt's Belt 

20 

BoE 

90 

40 

070 

IS 

Runescale Girdle 

20 

BoE 

90 

40 

190 

17 

Defender Girdle 

22 

BoE 

100 

50 

720 

17 

Hulking Belt 

22 

BoE 

100 

50 

380 

18 

Warchief's Girdle 

23 

BoE 

104 

60 

410 

19 

Fortified Beh 

24 

BoE 

108 

70 

330 

20 

Spiked Chain Belt 

25 

BoE 

113 

70 

760 

21 

Lambent Scale Girdle 

26 

BoE 

117 

80 

810 

21 

Sentry's Sash 

26 

BoE 

117 

80 

770 

23 

Battleforge Girdle 

28 

BoE 

126 

110 

200 

23 

Slayer's Sosh 

28 

BoE 

126 

110 

180 

24 

Garneg's War Belt 

29 

BoE 

130 

120 

230 

24 

Glimmering Mail Girdle 

29 

BoE 

130 

120 

280 

25 

Wicked Choin Waistbond 

30 

BoE 

116 

120 

850 

26 

Ambusher's Girdle 

31 

BoE 

120 

140 

320 

26 

Basilisk Scale Belt 

31 

BoE 

120 

140 

130 

N/A 

Brightscale Girdle 

32 

BoA 

123 

160 

960 

27 

Phalanx Girdle 

32 

BoE 

123 

160 

220 

N/A 

Beh of the Stars 

33 

BoA 

127 

180 

580 

N/A 

Crusader Belt 

33 

BoA 

127 

180 

170 

28 

Pillager's Girdle 

33 

BoE 

127 

170 

100 

29 

Burning Blade Belt 

34 

BoE 

131 

180 

810 

29 

Moil Combot Beh 

34 

BoE 

131 

200 

140 

N/A 

Bracesteel Belt 

35 

BoA 

135 

200 

700 

30 

Marauder's Belt 

35 

BoE 

135 

200 

700 

30 

Renegode Belt 

35 

BoE 

135 

220 

250 

31 

SporkleshellBelt 

36 

BoE 

138 

230 

000 

32 

Knight's Girdle 

37 

BoE 

141 

260 

820 

32 

Scarlet Belt 

37 

BoE 

141 

250 

070 

33 

Chief Brigadier Girdle 

38 

BoE 

144 

270 

910 

33 

Slithid Scale Armguords 

38 

BoE 

144 

270 

630 

34 

Rovoger's Cord 

39 

BoE 

147 

290 

21# 




1 

Stormbringer Belt 

yu 

Hot 

99 

50 

340 


19 

Cobrohn's Grasp 

24 

BoA 

119 

80 

440 

35 

28 

► 

Girdle of Golem Strength 
SPELL Adds 5 Defense 

33 

BoE 

140 

200 

550 

36 

36 

N/A 

P 

Stonefist Girdle 
SPELL Increosed Armor 100 

36 

BoA 

152 

280 

300 

37 

37 

37 

Boor Chompion's Belt 

42 

BoA 

171 

450 

410 

38 

44 

Belt of the Gladiator 

49 

BoE 

196 

770 

160 

39 

52 

1 P 

Chillsteel Girdle 
SPELL Frost Resist +10 

57 

BoA 

228 

1 270 

670 

39 

P 

1 

i P 

Chiselbrond Girdle 
SPELL Attack Power 44 

60 

BoA 

239 

1 < 530 

100 

41 

N/A 

i 5? 

Detention Strop 

62„ 

BoA 

_ 247 

j 64jP 

470 

P 








41 

N/A 


Ancient Belt 
Captain's Waistguard 
Bonelink Belt 
Heavy Hatched Belt 
Brigade Girdle 
Blacklarge Girdle 
Serpent Clasp Belt 
SPELL Adds IX Crit 


SPELL Deals 75-125 Dam When Struck (IX Chance) 
Khan's Belt 46 

47 

47 

48 

49 

49 

50 
50 

50 

51 

52 
52 


Warmonger's Belt 

43 Gryphon Mail Beh 

44 Icebrond Belt 

44 Thunderscale Girdle 

45 Lord's Girdle 

45 Protector Waistbond 

N/A Stronghorn Girdle 

46 Ironhide Belt 

47 Crusader's Belt 

47 Radiont Belt 


P SPELL Frost & Shadow Resist -f12 

49 Ooemonic Belt 

49 Ebonhold Girdle 

50 Bloodlust Belt 

50 Divine Girdle 

N/A Gold Unk Belt 

51 Heavy Scorpid Belt 

51 Impenetrable Belt 

52 Abyssal Girdle 

53 HellcollerBelt 

N/A Seopost Girdle 

54 Tempest Belt 

54 Woriord's Belt 

55 Triumphont Girdle 

56 Bloodmail Belt 

56 Foresight Girdle 

56 Mercurial Girdle 


57 Kraken Girdle 


16 

Bloodspottered Shoulder Pods 

21 

None 

120 

40 

230 

15 

Laced Moil Shoulderpods 

20 

None 

108 

20 

U| 

16 

Raider's Shoulderpods 

21 

None 

120 

40 

310 

16 

Linked Choin Shoulderpods 

21 

None 

114 

20 

8i| 

17 

Burnished Pouldrons 

22 

None 

126 

50 

150 

22 

Reinforced Choin Shoulderpods 

27 

None 

146 

60 

Oil 

17 

Rough Bronze Shoulders 

22 

None 

126 

50 

320 

34 

Double Moil Shoulderpods 

39 

None 

176 

180 

III 

17 

Wor Point Shoulder Pods 

22 

None 

126 

40 

860 

37 

Overlinked Chain Shoulderpods 

42 

None 

187 

240 

34| 

18 

Blockrock Pouldrons 

23 

None 

131 

50 

830 

50 

Laminated Scale Shoulderpods 

55 

None 

240 

560 

X| 

18 

Outrunner's Pouldrons 

23 

None 

131 

50 

490 

64 

Sterling Chain Shoulderpods 

69 

Hone 

300 1 

130 


19 

Defender Spoulders 

24 

None 

137 

60 

670 








N/A 

Durable Choin Shoulders 

24 

BoA 

137 

60 

240 








20 

j Grunt's Pouldrons 

! 25 

None 

143 1 

70 

020 









4Q 


STANDARD MAIL WAIST ARMOR 


BoE 

ISO 

MW. 

320 

m 

Ml 

BoE 

153 


340 

07# 

BoE 

153 


350 

13# 

BoE 

156 


360 

eol 

BoE 

156 


380 

05# 

BoE 

158 


430 

03| 

BoE 

161 


440 

71# 

BoE 

161 


450 

41# 

BoE 

168 


500 

30# 

BoA 

168 


520 

07# 

BoE 

168 


500 

07# 

BoA 

171 


550 

21# 

BoE 

I7I 


560 

44# 

BoE 

175 


590 

07# 

BoE 

178 


620 

II# 

BoE 

178 


620 

53# 

BoE 

182 


730 

15# 

BoE 

182 


660 

86# 

BoA 

182 


720 

66# 

BoE 

186 


710 

54# 

BoE 

189 


760 

23# 

BoE 

189 


750 

95# 

BoE 

196 


850 

21# 

BoE 

196 


890 

60# 

BoE 

200 


900 

32# 

BoE 

200 


900 

07# 

BoA 

203 


950 

74# 

BoE 

203 

]■ 

030 

75# 

BoE 

203 


950 

74# 

BoE 

207 


110 

06# 

BoE 

211 

1 

070 

58# 

BoA 

214 


120 

«# 

BoE 

214 

1 

170 

07# 

BoE 

214 


120 

16# 

BoE 

218 

1 

180 

60# 

BoA 

221 


360 

89# 

BoA 

221 

1 

310 

49# 

BoE 

221 


330 

37# 

BoE 

225 

1 

410 

06# 


N/A 

Painted Chain Belt 

5 

BoA 

27 

7# 

I 

Rusted Chain Beh 

5 

None 

27 

7# 

N/A 

Rustic Belt 

5 

BoA 

27 

7# 

1 

Tarnished Chain Beit 

5 

None 

27 

7# 

N/A 

Clasped Belt 

8 

BoA 

42 

23# 

3 

Warrior's Girdle 

8 

None 

42 

23# 

N/A 

Wide Metal Girdle 

8 

BoA 

42 

23# 

4 

Charger's Belt 

9 

None 

47 

31# 

5 

. Bottle Chain Girdle 

10 

None 

52 ! 

410 



23# 

95# 

21 # 

60# 

32# 

07# 

74# 

75# 

74# 

06# 

58# 

96# 

87# 

96# 

60# 

89# 

49# 

37# 

06# 


ll.l-liVUIW 

7# 

7# 

7# 

7# 

7# 

23# 

23# 

23# 

31# 

41# 


STANDARD MAIL WAIST ARMOR continued 


60# 
86 # 
09# 
91# 
34# 
56# 
J9# 


1i 

Infantry Belt 

10 

None 

52 


44# 


Light Chain Belt 

10 

None 

52 


43# 


Light Moil Belt 

10 

None 

52 


41# 

■ i 

Copper Chain Belt 

11 

None 

57 


56# 

1 i 

Royal Frostmane Girdle 

11 

None 

57 


55# 

Ilk 

Shockled Girdle 

11 

BoA 

57 


54# 

1 

Cadet Belt 

12 

None 

62 


72# 

1 

War Torn Girdle 

13 

None 

67 


84# 

h/4 

Belt of the People's Militia 

14 

BoA 

72 

1# 

02# 

1 

Brackwater Girdle 

14 

BoE 

72 

1# 

09# 

» 

Veteran Girdle 

14 

None 

72 

1# 

08# 

10 

Bloodspattered Sash 

15 

BoE 

77 

1# 

27# 

|l2 

Chainmail Belt 

17 

None 

B7 

1# 

75# 

13 

Runed Copper Belt 

18 

None 

91 

1# 

98# 

Il7 

Scalemail Belt 

22 

None 

95 

3# 

38# 

22 

Polished Scale Belt 

27 

None 

116 

5# 

81# 

|32 

Augmented Chain Bell 

37 

None 

134 

15# 

78# 

45 

Brigandine Bell 

50 

None 

173 

42# 

92# 


a 


SUPERIOR MAIL WRIST ARMOR 


LEV BIND AC VENDOR PURCHASE VALUE 



21 

Jimmied Handcuffs 

26 

BoA 

too 

10# 

98# 

50# 

22 

Yorgen Brocers 

27 

BoE 

104 

12# 

41# 

07# 

25 

Pugilist Bracers 

30 

BoE 

99 

16# 

92# 


3i 

Crushridge Bindings 

41 

BoE 

131 

43# 

98# 

07# 

37 

Ironoyo's Brocers 

42 

BoA 

133 

44# 

90# 

21# 

> 

SPELL Increosed Armor 50 






44# 

44 

Slimescale Bracers 

49 

BoE 

153 

76# 

24# 

87# 

52 

Pyremail Wristguards 

57 

BoA 

177 1 

25# 

25# 

49# 

F 

SPELL Fire Resist +10 






53# 

54 

Lordly Armguards 

59 

BoE 

183 1 

40# 

01# 

45# 

55 

Brozecore Armguards 

60 

BoA 

186 1 

49# 

16# 

86# 

54 

Loomguard Armbraces 

61 

BoA 

189 1 

60# 

19# 

66# 

F 

SPELL Increase Healing 30 







Bloodspoltered Wristbands 
III Soldier's Wristguards 

12 Raider's Bracers 

12 War Paint Bindings 

13 Cavedweller Bracers 

13 Outrunner's Cuffs 

14 Burnished Brocers 

14 Grunt's Bracers 

12 Defender Bracers 

17 Hulking Bands 

IB Rough Bronze Bracers 

19 Fortified Brocers 

20 Potterned Bronze Bracers 

20 Rift Bracers 

20 Spiked Chain Wristbands 

Uk Hexed Bracers 

21 lambent Scale Brocers 

21 Sentry's Armsplints 

22 Baltleforge Wristguords 

l/A Beetle Clasps 

i/k Tempered Brocers 

N/i Grimtoll Wristguards 

23 Sloyer's Cuffs 

24 Glimmering Mail Bracers 

R/A Steel-clasped Bracers 

24 Wicked Chain Bracers 

25 Ambusher's Bracers 

25 Bosilisk Scole Bracelets 


3 # 

04# 

6B# 

67# 

11 # 

07# 

73# 

64# 

68 # 

38# 

29# 

25# 

07# 

40# 

50# 

95# 

29# 

77# 

07# 

81# 

48# 

42# 

62# 

28# 

73# 

68 # 

87# 

85# 


INFERIOR MAIL WAIST ARMOR 


1 

Flimsy Choin Belt 

2 

None 

10 


1# 

3 

Loose Chain Belt 

8 

None 

40 


16# 

7 

Worn Moil Belt 

12 

None 

59 


48# 

14 

Loced Moil Belt 

19 

None 

91 

1# 

47# 

20 

Linked Chain Bell 

25 

None 

101 

3# 

32# 

21 

Reinforced Choin Belt 

26 

None 

105 

3# 

59# 

29 

Double Mail Bell 

34 

None 

118 

7# 

70# 

39 

Overlinked Chain Belt 

44 

None 

145 

17# 

97# 

47 

Lominoted Scale Belt 

52 

None 

170 

30# 

82# 

|58 

Sterling Chain Belt 

63 

None 

205 

54# 

94# 



Ci 


i\V\!l ■' contmuen 





N/A 

Beosiiol Manacles 

30 

BoA 

90 

13# 

31# 

N/A 

Fire-welded Bracers 

30 

BoA 

90 

14# 

06# 

26 

Phalonx Brocers 

31 

BoE 

93 

14# 

42# 

27 

Pillager's Brocers 

32 

BoE 

96 

15# 

55# 

28 

Mail Combat Armguords 

33 

BoE 

99 

17# 

71# 

29 

Burning Blade Bracers 

34 

BoE 

102 

18# 

81# 

29 

Renegade Bracers 

34 

BoE 

102 

19# 

42# 

30 

Morauder's Brocers 

35 

BoE 

105 

20# 

70# 

N/A 

Duracin Brocers 

36 

BoA 

107 

24# 

21# 

31 

Knight's Bracers 

36 

BoE 

107 

24# 

29# 

31 

Scorlet Wristguards 

36 

BoE 

107 

23# 

14# 

31 

Sparkleshell Brocers 

36 

BoE 

107 

22# 

77# 

32 

Chief Brigodier Bracers 

37 

BoE 

110 

24# 

97# 

N/A 

Darkspear Armsplints 

37 

BoA 

110 

26# 

81# 

32 

Slithid Scole Bracelets 

37 

BoE 

no 

25# 

04# 

34 

Berserker Brocers 

39 

BoE 

114 

29# 

13# 

N/A 

Auric Bracers 

40 

BoA 

117 

31# 

57# 

35 

Captain's Bracers 

40 

BoE 

117 

32# 

68# 

35 

Ravager's Armguards 

40 

BoE 

117 

31# 

55# 

35 

Revelosh's Armguards 

40 

BoA 

117 

31# 

96# 

N/A 

Wor Rider Brocers 

40 

BoA 

117 

32# 

30# 

37 

Ancient Vambroces 

42 

BoE 

121 

36# 

80# 

37 

Brigade Bracers 

42 

BoE 

121 

39# 

27# 

37 

Turtle Scale Brocers 

42 

BoE 

121 

40# 

13# 

► 

SPELL Increosed Armor 100 






38 

Blockforge Bracers 

43 

BoE 

123 

41# 

62# 

38 

Bonelink Bracers 

43 

BoE 

123 

39# 

74# 

38 

Mithril Scale Bracers 

43 

BoE 

123 

41# 

03# 

39 

Tough Scorpid Bracers 

44 

BoE 

125 

43# 

46# 

40 

Champion's Brocers 

45 

BoE 

127 

46# 

58# 

40 

Khon's Bindings 

45 

BoE 

127 

46# 

36# 

41 

Warmonger's Brocers 

46 

BoE 

130 

51# 

30# 

42 

Gryphon Mail Bracelets 

47 

BoE 

133 

55# 

64# 

43 

Icebrond Brocers 

48 

BoE 

136 

5B# 

40# 

43 

Thunderscale Bracers 

48 

BoE 

136 

63# 

67# 

44 

Lord's Armguards 

49 

BoE 

139 

65# 

71# 

44 

Protector Armguards 

49 

BoE 

139 

62# 

49# 

N/A 

Chelonion Cuffs 

50 

BoA 

141 

68# 

75# 

45 

Ironhide Bracers 

50 

BoE 

141 

66# 

86# 

N/A 

Poobah's Nose Ring 

50 

BoA 

141 

73# 

13# 

46 

Crusoder's Armguards 

51 

BoE 

144 

77# 

77# 

46 

Daemonic Bindings 

51 

BoE 

144 

71# 

54# 

46 

Heavy Scorpid Bracers 

51 

BoE 

144 

76# 

15# 

47 

Ebonhold Wristguards 

52 

BoE 

147 

7B# 

57# 

48 

Bloodlust Bracelets 

53 

BoE 

150 

80# 

39# 

49 

Divine Bracers 

54 

BoE 

153 

88# 

65# 

50 

Impenetrable Bindings 

55 

BoE 

155 

90# 

32# 







SFANDARD MA*L continued 


5 Light Moil Bracers 

6 Wor Torn Bonds 

7 Brockwoter Brocers 

7 (odel Brocers 

N/A Ironwrought Bracers 

8 Veteran Bracers 

N/A Clamshell Bracers 

12 Chainmail Bracers 

14 Runed Copper Brocers 

17 Scolemoil Bracers 

22 Polished Scole Bracers 

28 Green Iron Bracers 

32 Augmented Chain Bracers 

32 Golden Scale Bracers 

45 Brigandine Bracers 


I Flimsy Chain Bracers 

5 Loose Chain Bracers 

9 Worn Mail Bracers 

I I Laced Mail Brocers 

17 Linked Chain Bracers 

23 Reinlorced Chain Brocers 

33 Double Mail Brocers 

43 Overlinked Choin Bracers 

S3 Laminated Scale Brocers 

61 , Sterling Choin Bracers 


40 

Saltstone Surcool 

41 

BoE 

322 


49« 

04« 

40 

Jouster's Chestplate 

42 

BoE 

352 


51# 

97« 

40 

Noga Scale Breastplote 

43 

BoE 

383 


52# 

90« 

40 

Field Plote Armor 

44 

BoE 

414 


60# 

40# 

40 

Embossed Plate Armor 

45 

BoE 

424 


67# 

43# 

41 

P 

Heavy Mithril Breastplate 
SPELL Increased Armor 90 

46 

BoE 

433 


70# 

45# 

41 

Warbringer's Chestguard 

46 

BoE 

433 


67# 

93# 

42 

Chromite Chestplate 

47 

BoE 

442 


76# 

66# 

43 

P 

Ornate Mithril Breastplate 
SPELL Adds IX Crit and IX Dodge 

4B 

BoE 

451 


83# 

68# 

43 

Tyront's Chestpiece 

48 

BoE 

451 


81# 

93# 

44 

Gothic Plate Armor 

49 

BoE 

461 


84# 

38# 

45 

Prismatic Scole Breostplote 

SO 

BoE 

470 


89# 

15# 

45 

P 

Thorium Armor 

SPELL Arcone, Fire, Frost, Noture & 

50 

Shadow Resist +B 

BoE 

470 


92# 

39# 

46 

Bloodforged Chestpiece 

51 

BoE 

479 


95# 

39# 

46 

Valorous Chestguard 

51 

BoE 

479 

1 

02# 

51# 

47 

Overlord's Chestplote 

52 

BoE 

488 

1 j 

03# 

97# 

48 

Wyrm Scale Chestguord 

53 

BoE 

498 

1 

07# 

18# 

49 

Revenant Chestplate 

54 

BoE 

507 


19# 

07# 

49 

Spiderfang Coropoce 

54 

BoA 

507 

1 

17# 

30# 

49 

Sunscole Chestguard 

54 

BoE 

507 


13# 

63# 

50 

Leviathan Chestpiece 

55 

BoE 

517 

1 

25# 

76# 

51 

High Chief's Armor 

56 

BoE 

527 

] r 

27# 

66# 

52 

Jodemir Scale Breastplate 

57 

BoE 

536 

1 

35# 

33# 

52 

Spectral Mote Chestpiece 

57 

BoE 

536 


48# 

10# 

N/A 

Worforged Chestplate 

57 

BoA 

536 

1 

36# 

55# 

53 

Templar Chestplate 

58 

BoE 

546 

] # 

48# 

08# 

54 

Valkyrie Breastplate 

59 

BoE 

556 

1 

50# 

61# 

N/A 

P 

Boulderskin Breastplate 
SPELL Increased Armor 200 

60 

BoA 

565 

1« 

68# 

34# 

55 

Hydro Chestplate 

60 

BoE 

565 

1 

62# 

04# 

55 

Imperial Plate Chest 

60 

BoE 

565 


62# 

04# 


.OOn MAIL VVR{^; 


50 Rubicund Armguaras 

51 Abyssal Bracers 

N/A Crypt Demon Bracers 
53 Hellcaller Bindings 

53 Tempest Bracers 

N/A Seasproy Brocers 

54 Warlord's Armsplints 

55 Mercuriol Brocers 

55 Sloshclow Bracers 

► SPELL Adds IX Crit 

56 Triumphant Bracers 

57 Kraken Brocers 

57 Twilight Void Bracers 

► SPELL Shodow Resist +15 


UM aUtt klL VENDOR PURCHASE VALUE 


1 

Rusted Chain Bracers 

1 

None 

/I 

7# 

N/A 

Rustmetal Bracers 

5 

BoA 

21 

7# 

1 

Tarnished Chain Brocers 

5 

None 

21 

7# 

2 

Copper Bracers 

7 

None 

29 

17# 

3 

Charger's Bindings 

8 

None 

33 

22# 

N/A 

Groystone Brocers 

B 

BoA 

33 

23# 

4 

Battle Chain Bracers 

9 

None 

36 

33# 

4 

Warrior's Bracers 

9 

None 

36 

33# 

N/A 

Bross-studded Bracers 

10 

BoA 

40 

44# 

N/A 

Fortified Bindings 

10 

BoA 

40 

42# 

5 

Infontry Bracers 

10 

None 

40 

44# 

^5 

. Light Chain Brocers 

! 10 

None 

40 

43# 


m 


PLATE CHEST 


' N/A Breastplate of the Chromotic Flight 
► SPELL Fire Kesht +15 


40 CarapoceofTuten'kash 42 

|i 44 Truesilver Breostplate 49 

► SPELL Heals 60-100 Dorn when struck (3X Chance) 

49 Hydrolick Armor 54 

► SPELL Fire Resist +10 

49 Warrior's Embrace 54 

► SPELL Adds 2X Dodge 

50 Carapace of Anub'shiah . S5 

52 Demon Forged Breastplote 57 

► SPELL Steals 1 20 HP when struck (3X Chance) 


54 Dark Iron Plate 

> SPELL Increased Armor 120 

54 Skul's Cold Embroce 

► SPELLFrostResist+10 

55 PloteoftheShomonKing 

56 Deothbone Chestplate 

P SPELL Adds 25 Defense 

58 General's Ceremonial Plate 

P SPELL Increosed Armor 140 

N/A Ornate Adamantium Breastplate 

P SPELL Increosed Defense 


BoA 

387 


63# 

77# 

BoE 

507 

1 

08# 

99# 

BoE 

558 

1 

43# 

41# 

BoA 

558 


42# 

33# 

BoA 

569 

1 

55# 

96# 

BoE 

590 

1 

66# 

40# 

BoA 

611 

1 

94# 

28# 

BoA 

611 

1‘ 

81# 

76# 

BoA 

622 

1 

90# 

85# 

BoA 

633 

2 ’ 

05# 

78# 

BoA 

654 

2 

27# 

68# 

BoA 

654 

2 

25# 

19# 


^ GOOD PLATE CHEST ARMOR m. u ed j] 


iitv ARMOR NAME LEV BIND AC VENDOR PURCHASE VALUE I 

lit Glorious Breostplate 

61 

BoE 

575 

66 # 

05# 

^ Drogonbone Armor 

62 

BoE 

585 

74# 

35# 

I? Nether Plate Armor 

62 

BoE 

585 

78# 

68 # 

19 Sunk Breostplote 

62 

BoE 

585 

• 82# 

05# 

It SPELL Intreosed Armor 1 50, Rre & Noture Resist +1 5 





J Demon Plate Armor 

63 

BoE 

594 

94# 

66 # 

il Enchanted Thorium Breastplate 

63 

BoE 

594 

• 99# 

77# 

il Ion's Breastplate 

63 

BoE 

594 

83# 

07# 

d Exalted Harness 

65 

BoE 

613 2 

01 # 

83# 

il Hyperion Armor 

65 

BoE 

613 2 

03# 

70# 



45 Plotemail Vest 

H/A PVP Plate Breo stplate Allionce 


54# 58# 

94# 88 #_ 


INFERIOR PLATE CHEST ARMOR 


53 Light Plate Chestpiece 


PLATE F(fOt;A«MORl 





i« Soots of Avoidonce 45 BoE 349 

! > SPtU Adds 2X Dodge 


LEV BIND AC VENDO R PURCHASE VALUE 


1 y Obsidian Grooves 

42 

BoE 

266 

47# 

85# 

SI Bottlechoser's Greaves 

55 

BoE 

391 

1' 14# 

06# 

1 S3 Sopphiron's Scale Boots 

58 

BoE 

413 

1 40# 

87# 

S3 Shalehusk Boots 

58 

BoA 

413 

1 ' 37# 

32# 

1 Si Master Cannoneer Boots 

61 

BoA 

435 

1 54# 

33# 

It SPELL Adds 2% Dodge 
Si 1 Ribsteel Footguords 

61 

BoA 

435 

1 ' 60# 

69# 


GOOD ri a\TE foot armor 


« 

Jouster's Greaves 

40 

BoE 

202 

33# 

78# 

fO 

Soltstone Sobatons 

40 

BoE 

202 

34# 

18# 

u 

Field Plate Boots 

41 

BoE 

222 

36# 

35# 

II 

Revelosh's Boots 

41 

BoA 

222 

34# 

38# 

« 

Embossed Plate Boots 

42 

BoE 

242 

37# 

27# 

M 

Nago Stole Greaves 

42 

BoE 

242 

37# 

72# 

1 /* 

Rushridge Boots 

43 

BoA 

263 

42# 

58# 

10 

Warbringer's Sabotons 

43 

BoE 

263 

40# 

59# 

« 

Chromite Greaves 

44 

BoE 

285 

46# 

13# 

10 

Tyrant's Greaves 

44 

BoE 

285 

47# 

01 # 

10 

Gothic Sobatons 

45 

BoE 

291 

47# 

49# 

l/i 

Shinkkker Boots 

45 

BoA 

291 

47# 

49# 

LI 

Prismatic Scole Sabotons 

46 

BoE 

298 

50# 

07# 

« 

Bloodlorged Sobatons 

47 

BoE 

304 

59# 

02 # 

12 

Heavy Mithril Boots 

47 

BoE 

304 

57# 

69# 

► 

SPELL Increosed Armor 70 






12 

Volorous Greaves 

47 

BoE 

304 

54# 

77# 

13 

Overlord's Grooves 

48 

BoE 

310 

59# 

60# 

m 

Gnomish Woter Sinking Device 

49 

BoA 

317 

67# 

91# 

14 

Ornate Mithril Boots 

49 

BoE 

317 

67# 

. 39# 

> 

SPELL Adds 1% Dodge, Use; Negate Root/Immune to Root 5 Set 




14 

Wyrm Stale Greaves 

49 

BoE 

317 

62# 

49# 

IS 

Revenont Boots 

50 

BoE 

323 

70# 

85# 


45 

Sunscale Sobatons 

50 

BoE 

323 

669 

86 # 

46 

High Chief's Sobatons 

51 

BoE 

329 

71# 

54# 

47 

Leviathan Boots 

52 

BoE 

336 

76# 

50# 

N/A 

Steelsmith Grooves 

52 

BoA 

336 

77# 

72# 

48 

Jodemir Scole Sobatons 

53 

BoE 

342 

80# 

39# 

48 

Spectral Plate Greaves 

53 

BoE 

342 

BO# 

78# 

N/A 

Eschewal Grooves 

54 

BoA 

349 

85# 

66 # 

► 

SPELL Adds lOi Dodge 






N/A 

Shieldplate Sobatons 

54 

BoA 

349 

85# 

21 # 

49 

Valkyrie Sobatons 

54 

BoE 

349 

85# 

21 # 

N/A 

Cragplate Greaves 

55 

BoA 

355 

90# 

32# 

50 

Templar Boots 

55 

BoE 

355 

94# 

29# 

51 

Glorious Sobatons 

56 

BoE 

362 

95# 

74# 

51 

Hydro Sobatons 

56 

BoE 

362 

98# 

47# 

51 

Thorium Boots 

56 

BoE 

362 1 

03# 

36# 

► 

SPELL Arcane, Rre, Frost, Noture & Shodow Resist +1 





53 

Drogonbone Greaves 

58 

BoE 

375 

• 07# 

58# 

53 

Nether Plate Greaves 

58 

BoE 

375 

11 # 

49# 

54 

Imperial Plote Boots 

59 

BoE 

382 

^ 20 # 

62# 

55 

Demon Plate Boots 

60 

BoE 

389 

25# 

19# 

55 

Runic Plate Boots 

60 

BoE 

389 

♦ 22 # 

93# 

► 

SPELL Increosed Armor 100, Rre & Nature Resist +10 





55 

Titon's Greaves 

60 

BoE 

389 

18# 

60# 

56 

Deathbone Sobatons 

61 

BoA 

395 

‘ 27# 

17# 

57 

Corpselight Greaves 

62 

BoA 

402 

41# 

67# 

57 

Hyperion Greaves 

62 

BoE 

402 

32# 

47# 

57 

Lavawolker Greaves 

62 

BoA 

402 

31# 

49# 

► 

SPELL Rre Resist +20 






58 

1 Exalted Sobatons 

63 

BoE 

409 1 

1 37# 

30# 



INFERIOR riAlt FOOT 


light Plote Boots 







57 Stronghold Gauntlets 

► SPELL Immune to Disorni 


m SUPlklOR PL Alt LOOT ARMOR 


Jouster's Gauntlets 
Soltstone Gauntlets 
Field Plote Gountlets 
Heovy Mithril Gauntlet 
SPELL Increased Armor 80 
Nago Scole Gauntlets 
Worbringer's Gauntlets 
Embossed Plote Gauntlets 



BoE 

BoE 

BoE 

BoE 


184 

184 

201 

201 

201 

220 


Spectral Plate Gauntlets 
Templor Gauntlets 
Valkyrie Gountlets 
Fists of Pholanx 
Glorious Gountlets 
Hydro Gauntlets 
Drogonbone Gauntlets 
Emerold Mist Gauntlets 
Lovoplote Gauntlets 
Nether Plate Gauntlets 
Banshee's Touch 

SPELL Arcane & Frost Resist +13 
Demon Plate Gauntlets 
Tilon's Gauntlets 
Dealhbone Gountlets 
Exulted Gauntlets 

Hypwion Gauntlets 


BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoE 

BoE 


BoE 

BoE 


BoE 

BoE 


311 

311 

323 

323 

329 

329 

335 

341 

341 

341 

341 

353 

353 

353 

359 

359 

365 


219 3i| 

229 86 « 
249 06« 

249 7i| 

239 1l« 

259 24# 


40 

Cragfists 

45 

doA 

2VI 

379 

859 

40 

Chromite Gauntlets 

44 

BoE 

259 

309 

53# 

> 

SPELL Add 7 Defense 






40 

Ornote Mithril Gloves 

44 

BoE 

259 

299 

87# 

40 

Plated Fist of Hokoo 

45 

BoE 

291 

40# 

619 

► 

SPELL Add IX Crit 






40 

Truesilver Gauntlets 

45 

BoE 

291 

409 

289 

39 

Tyrant's Gauntlets 

44 

BoE 

259 

299 

88# 

43 

Vice Grips 

48 

BoA 

310 

489 

409 

40 

Prismatic Scale Gauntlets 

45 

BoE 

265 

309 

90# 

► 

SPELL Attack Power 14 






41 

Gothic Plate Gauntlets 

46 

BoE 

271 

339 

93# 

53 

Rery Plate Gauntlets 

58 

BoE 

375 

899 

199 

42 

Bloodforged Gauntlets 

47 

BoE 

276 

369 

05# 

► 

SPELL Add Fire Dmg ■ Weap 04, Fire Resist +10 





42 

Valorous Gauntlets 

47 

BoE 

276 

399 

01# 

55 

Bockusarion Gountlets 

60 

BoA 

389 1 

039 

169 

43 

Wyrm Scole Gountlets 

48 

BoE 

282 

389 

93# 

55 

Stonegrip Gauntlets 

60 

BoE 

389 1 

049 

269 

H/A 

Granite Grips 

49 

BoA 

288 

429 


► 

SPELL Add 15 Defense 






44 

Overlord's Gauntlets 

49 

BoE 

2B8 

439 

16# 

56 

Reiver Claws 

61 

BoA 

395 1 

059 

589 

45 

Revenont Gountlets 

50 

BoE 

294 

469 

89# 

► 

SPELL Add IX Crit 






45 

Sunscale Gauntlets 

SO 

BoE 

294 

449 

57# 

57 

Boneclenched Gauntlets 

62 

BoA 

402 1 

059 

619 

47 

High Chief's Gauntlets 

52 

BoE 

305 

509 

56# 

> 

SPELL Increosed Armor 220, frost Resist +10 





47 

Leviathan Gauntlets 

52 

BoE 

305 

539 

18# 


539 44# 

629 40# 

609 21# 

659 65# 

639 83# 

699 85# 

719 72# 

719 72# 

779 68# 

739 77# 

859 35# 

849 68# 

799 07# 

859 10# 

B39 02# 


PLATE HEAD AI^MOI^^ 



56 Lionheort Helm 

► SPELL Adds 2X(rit 


SUPLRIOR PLAIt HLAD AKMOR 


40 

Horned Viking Helmet 

42 

BoA 

315 

459 

759 

41 

► 

SPELL Use; Chorges Enemy, Stuns Player, ond Mec Enemy for 30 s 




42 

40 

Icemetal Borbute 

44 

BoA 

370 

519 

979 

► 

► 

SPELL Frost Resist +10 






43 

i 47 

Mugthol's Helm 

52 

BoE 

436 

909 

809 

43 

N/A 

Avenguord Helm 

54 

BoA 

454 1 

059 

549 

44 

1 51 

Golem Skull Helm 

56 

BoA 

471 1 

189 

619 

► 

► 

SPELL Adds 11 Defense 





44 

55 

Whitesoul Helm 

60 

BoE 

505 1 

< 489 

599 

45 

► 

SPELL Increased Armor 120 





46 


40 Jouster's Visor 

40 Soltstone Helm 

40 Field Plate Helmet 

40 Embossed Plote Helmet 

40 Nogo Scale Crown 

40 Chromite Borbute 

N/A Sentinel's Guard 

40 Worbringer's Crown 


Heovy Mithril Helm 
SPELL Increased Armor 100 
Prismotic Scole Helmet 


SPELL Add IX Crit 
Overlord's Helmet 


Revenont Helmet 

47 Wyrm Scale Circlet 

48 Leviathon Helm 

48 Sunscale Crown 


LEV 

UNO 

AC 

VENDOR PURCHASF Vlllll 1 

40 

BoE 

239 

339 

90# 

41 

BoE 

262 

379 

31# 

42 

BoE 

286 

399 

40# 

43 

BoE 

311 

399 

64# 

43 

BoE 

311 

419 

20# 

44 

BoE 

337 

469 

30# 

45 

BoA 

344 

509 

02# 

45 

BoE 

344 

489 

06# 

46 

BoE 

352 

519 

48# 

46 

BoE 

352 

509 

36# 

47 

BoE 

359 

579 

90# 

48 

BoE 

367 

589 

40# 

48 

BoE 

367 

599 

37# 

49 

BoE 

374 

679 

63# 

49 

BoE 

374 

669 

95# 

50 

BoE 

382 

669 

86# 

51 

BoE 

389 

769 

08# 

52 

BoE 

397 

759 

84# 

53 

BoE 

405 

849 

25# 

53 

BoE 

405 

809 

399 




88 # 

90# 

93# 

05# 

01 # 

93# 

51# 

16# 

89# 

57# 

56# 

18# 

98# 

44# 

40# 

21 # 

65# 

83# 

85# 

72# 

72# 

68 # 

77# 

35# 

68 # 

07# 

10 # 

02 # 

65# 


Spectral Plate Helmet 54 

High Chief's Crawn 55 

Templar Crawn 56 

Thorium Helm 56 

SPELL Arcane, Fire, Frost, Noture & Shadow Resist +10 
Jodemir Scole Helm 57 

Hydra Headpiece 58 

Volkyr'ie Heodress 58 

Glorious Heodress 59 

Imperial Plate Helm 59 

Nether Plate Helmet 59 

Drogonbone Skullcop 60 

Demon Plate Helm 61 

Runic Plate Helm 61 

SPELL Increased Armor 150, Fire & Nature Resist +13 
Titon's Crown 62 

Enchanted Thorium Helm 63 

Hyperion Helm 63 

Skull of Gyth 63 

SPELL Increased Armor 200 
j Exolted Helmet 64 


436 

444 

444 

451 

451 

451 

459 


475 

483 

483 

483 


85# 

95# 

40 

Steel Plate Helm 

43 

None 

29S 

23# 

77# 

90# 

32# 

► 

SPELL Increased Armor 60 






00# 

32# 

45 

Plotemail Helm 

50 

None 

363 

40# 

62# 

03# 

72# 

N/A 

PVP Ooth Helm Horde 

60 

None 

436 

74# 

07# 



N/A 

. PVP Plote Helm Allionce 

60 

None 

436 

71# 

16# 



01 # 

11 # 

07# 

12 # 

21 # 

17# 

18# 

32# 

29# 

30# 

50# 

40# 

43# 


49# 

88 # 

58# 

96# 

06# 

50# 

60# 

90# 

56# 

76# 

89# 

68 # 

36# 


44# 17# 


# PLATE LEG AlWiQR 


i UMCPLATI IK. ARMOR 


i S7 Cbdkeeper Legplates 
> SPELL Heoven'sBiessfng 



Ml 

t 

Golem Shard Leggings 
SPELL Add 9 Defense 

46 

Bot 

41/ 

80# 

24# 

n 

Silvershell Leggings 

51 

BoE 

461 1 

1 16# 

84# 

S2 

t 

legplotes of the Eternol Guordion 
SPELL Increosed Armor 220 

57 

BoA 

516 

1 64# 

56# 

!i 

Direwing Legguords 

63 

BoE 

572 ; 

2 20# 

90# 

SI 

t 

Wormoster Legguords 
SPELL Add 2% Dodge 

63 

BoA 

572 ; 

2 31# 

96# 



GOOD PL AIL LLG ARMOR 



Sohstone Legplates 

40 

BoE 

257 

42# 

98# 

« 

Jouster's Legplates 

41 

BoE 

282 

49# 

00# 


Heovy Mithril Ponts 

42 

BoE 

308 

53# 

87# 

t 

SPELL Increosed Armor 120 






« 

Nogo Scale Legplates 

42 

BoE 

308 

50# 

49# 

« 

Reid Plate Leggings 

43 

BoE 

335 

52# 

86# 

« 

Embossed Plate Leggings 

44 

BoE 

363 

57# 

30# 

« 

Ornate Mithril Pants 

44 

BoE 

363 

59# 

52# 

t 

SPELL Add IX Dodge 






« 

Worbringer's Legguords 

45 

BoE 

371 

64# 

32# 

t1 

Chromite Legplates 

46 

BoE 

379 

72# 

27# 

« 

Gothic Plate Leggings 

47 

BoE 

387 

74# 

41# 

12 

Tyrant's Legplates 

47 

BoE 

387 

79# 

25# 

0 

Pr'ismotic Scale Belt 

48 

BoE 

395 

81# 

95# 

N 

Bloodforged Legplotes 

49 

BoE 

403 

83# 

32# 

N 

Valorous Legguords 

49 

BoE 

403 

85# 

03# 

^ « 

Overlord's Legplates 

50 

BoE 

411 

95# 

86# 

N 

Wyrm Scale Legplates 

51 

BoE 

419 

95# 

39# 

i 0 

Revenont Leggings 

52 

BoE 

427 1 

07# 

92# 

fl 

. Sunscole Legplotes 

52 

BoE 

427 1 

[• 01# 

12# 


INtLRIOR PLAIL ME Ah 



GOOD PLAIL LLG Akiviv^k connnueci 


N/A 

Centurion Legplotes 

53 

BoA 

436 


06# 

92# 

49 

High Chief's Legguords 

54 

BoE 

444 


13# 

62# 

49 

Leviothon Leggings 

54 

BoE 

444 

1 

20# 

39# 

N/A 

Bejeweled Legguords 

55 

BoA 

452 


23# 

45# 

► 

SPELL Add IX Dodge 







50 

Jodemir Scale Legguords 

55 

BoE 

452 

1 

20# 

43# 

51 

Spectral Plote Leggings 

56 

BoE 

461 


29# 

26# 

52 

Templar Legplates 

57 

BoE 

469 

1 

42# 

30# 

52 

Valkyrie Legplates 

57 

BoE 

469 


35# 

32# 

S3 

Glorious Legplates 

58 

BoE 

478 

1 

43# 

44# 

53 

Lovocrest Leggings 

SB 

BoA 

47B 


49# 

80# 

54 

Hydro Legplates 

59 

BoE 

486 

1 

57# 

23# 

55 

Thorium Leggings 

60 

BoE 

495 


73# 

76# 

► 

SPELL Arcone, Rre, Frost, Nature & Shodow Resist +10 






56 

Deothbone Legguords 

61 

BoA 

503 

1 

70# 

85# 

56 

Drogonbone Legplates 

61 

BoE 

503 

1 

66# 

05# 

56 

Imperial Plote Leggings 

61 

BoE 

503 

1 

79# 

23# 

56 

Nether Plote Leggings 

61 

BoE 

503 

1 < 

73# 

36# 

57 

Demon Plote Leggings 

62 

BoE 

512 

1 

88# 

08# 

57 

Handcrafted Mostersmith Leggings 

62 

BoA 

512 

1 < 

82# 

74# 

► 

SPELL Increased Armor 270 







57 

Runic Plate Leggings 

62 

BoE 

512 

1 

82# 

72# 

► 

SPELL Increased Armor 150, Fire & Nature Resist +14 






57 

Titon's Legplates 

62 

BoE 

512 


74# 

35# 

58 

Enchanted Thorium Leggings 

63 

BoE 

520 

2 

00# 

48# 

58 

Exalted Legplates 

63 

BoE 

520 

1 

83# 

07# 

59 

Hyperion Ugplotes 

64 

BoE 

528 

1 

97# 

._.70# 


STANDAICI) !M Alt LLG ARMOR 


45 Platemoil Leggings 

N/A PVP Plote Legplates Allionce 



50 Uqht Plate Pants 


520 530 









50 Stockade Pouldrons 

► SPELL Incfeased Defense 




SlIPI RIOR PLAH 


45 

Big Bod Pouldrons 

50 

BoA 

JOB 

85# 

93# 

46 

Wyrmsloyer Spaulders 

51 

BoE 

395 

89# 

97# 

52 

► 

Wailing Nightbone Pouldrons 
SPELL Shadow Resist ^10 

57 

BoA 

443 1 

31# 

02# 

53 

► 

Downbringer Shoulders 
SPELL Increose Heoling 30 

58 

BoE 

451 1 

30# 

80# 

54 

Ebonsteel Spoulders 

59 

BoA 

458 1 

43# 

68# 

55 

► 

Slomshot Shoulders 
SPELL AHock Power 20 

60 

BoA 

466 1 

42# 

04# 

56 

► 

Stoneform Shoulders 
SPELL Increased Armor 210 

61 

BoA 

474 1 

63# 

67# 


GOOD PLATE SHOULDER ARMOR 


40 

Heavy Mithril Shoulder 

41 

BoE 

242 

32# 

01# 

40 

Jouster's Pouldrons 

41 

BoE 

242 

36# 

88# 

40 

Saltstone Shoulder Pads 

41 

BoE 

242 

34# 

94# 

40 

Reid Plate Pouldrons 

42 

BoE 

264 

36# 

84# 

40 

Noga Scale Pouldrons 

42 

BoE 

264 

38# 

01# 

40 

Embossed Plate Pouldrons 

43 

BoE 

287 

39# 

95# 

40 

Worbringer's Spoulders 

43 

BoE 

287 

41# 

51# 

40 

Tyront's Epaulets 

44 

BoE 

311 

42# 

84# 

40 

Chromite Pouldrons 

45 

BoE 

318 

50# 

36# 

40 

Ornote Mithril Shoulder 

45 

BoE 

318 

48# 

57# 

► 

40 

SPELL Add IX Dodge 
Prismatic Scale Pouldrons 

45 

BoE 

318 

46# 

36# 

N/A 

Gemshole Pouldrons 

46 

BoA 

325 

52# 

64# 

42 

Bloodforged Shoulder Pads 

47 

BoE 

332 

54# 

07# 

42 

Gothic Plate Spaulders 

47 

BoE 

332 

56# 

02# 

43 

Valorous Pouldrons 

48 

BoE 

338 

59# 

82# 

44 

Wyrm Scale Epoulets 

49 

BoE 

345 

62# 

49# 


H/A 

Bark Iron Pouldrons 

50 

BoA 

352 

73# 

til 

45 

Overlord's Spaulders 

50 

BoE 

352 

72# 

lif 

46 

Revenant Shoulders 

51 

BoE 

359 

76# 

Ml 

46 

Sunscole Spaulders 

51 

BoE 

359 

71# 

341 

47 

Eorthslog Shoulders 

52 

BoA 

366 

78# 

m 

48 

High Chief's Pouldrons 

53 

BoE 

373 

80# 

Ml 

47 

Imperial Plate Shoulders 

53 

BoE 

373 

86# 

4i| 

48 

Leviathan Pouldrons 

53 

BoE 

373 

85# 

481 

49 

Jodemir Scale Shoulder Pods 

54 

BoE 

381 

85# 

211 

50 

Spectral Plate Pouldrons 

55 

BoE 

388 

91# 

811 

51 

Templor Pouldrons 

56 

BoE 

395 1 

01# 

031 

51 

Valkyrie Pouldrons 

56 

BoE 

395 

95# 

741 

52 

Glorious Shoulder Pads 

57 

BoE 

402 

01# 

491 

53 

Dark Iron Shoulders 

58 

BoE 

410 

' 07# 

7i| 

► 

SPELL Increased Armor 130 





53 

Hydra Pouldrons 

58 

BoE 

410 

12# 

72# 

54 

Drogonbone Pouldrons 

59 

BoE 

417 

< 12# 

9i| 

54 

Nether Plote Pouldrons 

59 

BoE 

417 

18# 

37# 

55 

Runic Plate Shoulders 

60 

BoE 

424 

« 22# 

47# 

► 

SPELL Increased Armor 100, 

Rre & Nature Resist +10 




56 

Acid-etched Pouldrons 

61 

BoA 

431 

28# 

10# 

► 

SPELL Noture Resist +20 





56 

Demon Plote Pouldrons 

61 

BoE 

431 

> 25# 

21# 

56 

Ban's Shoulder Pads 

61 

BoE 

431 

24# 

33# 

57 

Exalted Epaulets 

62 

BoE 

439 

* 30# 

7i# 

58 

Hyperion Pouldrons 

63 

BoE 

446 

41# 

73# 


STANDARD PLATE SHOULDER ARMOR 


N/A PVP Plate Shoulder Horde 

jN/A PVP Plate Shoulder Allionce 


403 

403 


71 • lit 

nc n 


l\[I RIOR PI ATE SHOULDER ARMOl 


LigIrtPlateShouldefpods 


37» 30# 


d 


>lim{IOR PI ATI WAIST AR/V. ! 


GOOD PLATE WAIST ARMOR 



35 

Enormous Ogre Belt 

4U 

Bob 

182 

27# 

04# 

40 

Jouster's Girdle 

40 

8oE 

165 

22# 

44# 

46 

Atol'olorion's Tusk Ring 

51 

BoA 

296 

62# 

63# 

40 

Saltstone Girdle 

40 

BoE 

165 

22# 

93# 

52 

Girdle of Other 

57 

BoE 

332 

82# 

26# 

40 

Reid Plate Girdle 

41 

BoE 

181 

24# 

14# 

53 

Rainbow Girdle 

58 

BoA 

338 

89# 

88# 

40 

Noga Scale Belt 

41 

BoE 

181 

23# 

2(1# 

N/A 

Omokk's Girth Restrainer 

60 

BoA 

350 

95# 

42# 

40 

Embossed Plate Girdle 

42 

BoE 

198 

26# 

93# 

► 

SPELL Add IX Crit 






40 

Worbringer's Belt 

42 

BoE 

198 

25# 

34# 

58 

Brigom Girdle 

63 

BoA 

368 1 

16# 

41# 

40 

Chromite Girdle 

43 

BoE 

215 

28# 

37# 

58 

Handcrafted Mostersmith Girdle 

63 

BoA 

368 1 

19# 

87# 

40 

Tyrant's Beh 

43 

BoE 

215 

28# 

92# 

► 

SPELL Increased Armor 150 


* 




39 

Prismatic Scale Legguords 

44 

BoE 

233 

29# 

89# 








40 

Gothic Plate Girdle 

< 45 

BoE 

238 

31# 

54# 




GOOD PI \T£ WAIST ARMOR continued 


Bloodforged Belt 
If Volorous Girdle 

5 Wyrm Scole Belt 
4 Overlord's Girdle 
d Sunsrole Belt 

6 Revenont Girdle 
fi 


47 


49 

so 

Thorium Belt 50 

SPEll Arcone, fire, Frost, Nature & Shodow Resist +6 


II High Chief's Belt 

I leviothon Girdle 

0 Alal'ai Girdle 

0 Jodemir Scale Belt 

9 Spectral Plate Girdle 

V Imperial Plate Belt 

4 Templar Girdle 

4 Volkyrie Girdle 

il Glorious Bell 

!i Hydro Girdle 

il Stonewall Girdle 

► SPELlIncreosed Armor 160 

l/l Stalwart Clutch 

> SPELL Adds 1 2 Defense 

ii [Dragonbone Girdle 


51 

51 

52 
52 

52 

53 

54 

54 

55 
55 
55 


BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 


254 

259 

264 

264 

269 

269 

275 

275 

275 

280 

285 

285 

291 

291 

291 


BoA 296 

BoE 302 


47« 

50# 

53# 

50# 

50# 

55# 

59# 

61# 

60# 

62# 

61# 


B ^ 


GOOD PLATE WAIST ARMOR continued 


33# 

38# 

52 

Nether Plole Girdle 

57 

8oE 

302 

69# 

85# 

36# 

25# 

N/A 

Gearforge Girdle 

58 

BoA 

307 

71# 

72# 

36# 

05# 

► 

SPELL Increased Defense 






40# 

48# 

54 

Demon Plate Girdle 

59 

BoE 

313 

80# 

94# 

41# 

66# 

54 

Titan's Belt 

59 

BoE 

313 

75# 

30# 

47# 

06# 

55 

Exalted Girdle 

60 

BoE 

318 

79# 

07# 

46# 

36# 

56 

Deathbone Girdle 

61 

BoA 

323 

84# 

46# 



56 

Hyperion Girdle 

61 

BoE 

323 

84# 

75# 



69# 

35# 

38# 

56# 

61# 

33# 

08# 

56# 

21 # 

39# 


70# 12# 

67# 66# 


<3 


ST'^\OARn ri Air waist as'vtou 


LEV BIND AC VENDOR PURCHASE VALUE 


^ ^ INFIRIOR Pf \i 

11 WAIST AiriSM 


[m LEV ARMOR NAME LEV BIND AC VENDOR PURCHASE VALUE 1 

52 Lighi Plate Bell 

57 Norn 272 

28# 34# 



l« 

Skullplate Bracers 

42 

BoE 

169 

30# 

27# 

13 

Giontslayer Cuffs 

48 

BoE 

217 

47# 

15# 

It 

Runed Golem Shockles 

53 

BoE 

240 

64# 

64# 

■I 

SPELL Adds 6 Defense 






if 

Emberplate Armguords 

57 

BoA 

258 

86# 

37# 

► 

SPELL fire Resist +10 







Vombroces of the Sadist 

59 

BoA 

267 

92# 

96# 

I 

SPELL Add IX Crit 






5 

VIgorsteel Vambraces 

62 

BoA 

281 1 

10# 

05# 

lit 

Baltleborn Armbraces 

63 

BoA 

286 1 

16# 

40# 


SPELL Adds nCrilond llHil 




Jouster's Wristguords 

40 

BoE 

129 

22# 

19# 


Sollslone Armsplints 

40 

BoE 

129 

21# 

73# 

« 

Reid Plate Vombroces 

41 

BoE 

141 

23# 

88# 

10 

Noga Scale Vambraces 

41 

BoE 

141 

23# 

63# 

II 

Embossed Plate Bracers 

42 

BoE 

154 

24# 

75# 

« 

Worbringer's Armsplints 

42 

BoE 

154 

25# 

15# 

u 

Chromite Brocers 

43 

BoE 

167 

28# 

07# 

10 

Tyrant's Armguords 

43 

BoE 

167 

27# 

77# 

10 

Prismatic Scale Armguords 

44 

BoE 

181 

28# 

61# 

41 

Bloodforged Bindings 

45 

BoE 

185 

31# 

08# 

« 

Gothic Plate Vombroces 

45 

BoE 

185 

33# 

11# 

11 

Volorous Wristguords 

46 

BoE 

189 

35# 

74# 

;ii 

Wyrm Scale Brocers 

46 

BoE 

189 

33# 

38# 

13 

Overlord's Vambraces 

48 

BoE 

197 

39# 

88# 

13 

Sunscale Wristguords 

48 

BoE 

197 

38# 

93# 

N 

High Chief's Bindings 

49 

BoE 

202 

41# 

66# 

N 

Revenont Bracers 

49 

BoE 

202 

43# 

50# 

15 

1 Jodemir Scale Armguords 

50 

BoE 

206 

44# 

57# 


N/A 

Runesteel Vambraces 

50 

BoA 

206 

45# 

49# 

46 

Leviathan Vambraces 

51 

BoE 

210 

49# 

62# 

46 

Thorium Brocers 

51 

BoE 

210 

49# 

98# 

► 

SPELL Arcane, fire. Frost, 

Nature & Shodow Resist +5 





47 

Valkyrie Vombroces 

52 

BoE 

214 

50# 

56# 

48 

Spectral Plate Vombroces 

53 

BoE 

218 

58# 

44# 

49 

Imperiol Plate Bracers 

54 

BoE 

222 

60# 

44# 

49 

Templar Bracers 

54 

BoE 

222 

60# 

18# 

50 

Glorious Bindings 

55 

BoE 

226 

60# 

21# 

51 

Dragonbone Bindings 

56 

BoE 

231 

63# 

83# 

51 

Hydra Vambraces 

56 

BoE 

231 

67# 

12# 

52 

Nether Plate Vambraces 

57 

BoE 

235 

71# 

16# 

53 

Titan's Armsplints 

58 

BoE 

239 

71# 

72# 

54 

Demon Plate Vambraces 

59 

BoE 

243 

79# 

78# 

54 

Exalted Armsplints 

59 

BoE 

243 

75# 

30# 

N/A 

Shining Armplotes 

59 

BoA 

243 

75# 

30# 

N/A 

Blinkstrike Armguords 

60 

BoA 

247 

79# 

07# 

► 

SPELL Add IX Cril 






55 

Hyperion Vombroces 

60 

BoE 

247 

81# 

93# 


o 


45 Plalemoil Bracers 
H/A iPVPPlote Wrist Allionce 


STANDARD PLATE WRIST ARMOR 


26# 87# 

47# 44# 





M SHIELDS 


15 Kresh'sBock 

► SPELL Adds 6 Defense 

IS Gold-plated Buckler 

19 Redbrard Crest 

20 Seedcloud Buckler 

23 Commander's Crest 

N/A Arctic Buckler 

► SPELL Frost Resist +5 

25 Shield of Thorsen 

P SPELL Increosed Armor SO 

26 Resplendent Guardian 

P SPELL Add n Block 

N/A Marbled Buckler 

31 Heort of Agomoggon 

32 Thermoplugg's Central Core 


SPELL On Hit: SX Chance to deal 35-65 Dmg to Attacker 
33 Skullonce Shield 3B BoE 

37 Olof's All Purpose Shield 42 BoA 

P SPELL Use: Slows Foil Speed for 30 sec 
37 Sovoge Boar's Guard 42 BoA 

39 Aegis of the Scorlet Commander 44 BoA 

41 Mountainside Buckler 46 BoE 

43 Troll Protector 4B BoE 

P SPELL Add 2X Block 

49 Aegis of Stormwind 54 BoE 

51 Crest of Supremacy 56 BoA 

53 Rock Golem Bulwark 58 BoA 

P SPELL Arcane Resist +15 

55 Crest of Retribution 60 BoA 

P SPELL On Block: Deals 5-35 Dmg 

56 Husk of Nerub'enkon 61 BoA 

P SPELL Nature Resist +15 

57 Garrett Family Crest 62 BoE 

56 Rhombeord Protector 61 BoA 

58 Draconian Deflector 63 BoA 

P SPELL Increosed Defense, Fire Resist +10 

N/A Argent Defender 62 BoA 

P SPELL On Hit: 1 % Chonce to Roise Block by SOX for 1 0 sec 
N/A Dorrowshire Strongguord 63 BoA 

► SPELL Frost & Noture Resist +10 




7 

Gypsy Buckler 

12 

BoE 

161 

7 

War Torn Shield 

12 

BoE 

161 

8 

Cadet Shield 

13 

BoE 

185 

8 

Grizzly Buckler 

13 

BoE 

185 

9 

Brockwoter Shield 

14 

BoE 

210 

9 

Hunting Buckler 

14 

BoE 

210 

10 

Ceremonial Buckler 

15 

BoE 

225 

N/A 

Foerleio's Shield 

15 

BoA 

225 

N/A 

Ironplote Buckler 

15 

BoA 

225 

10 

Veteran Shield 

15 

BoE 

225 

11 

Bard's Buckler 

16 

BoE 

240 

N/A 

Welding Shield 

16 

BoA 

240 

N/A 

Dworven Defender 

17 

BoA 

255 

12 

Lupine Buckler 

17 

BoE 

255 

12 

Soldier's Shield 

17 

BoE 

255 


The Green Tower 41 Bot 

SPELL On Hit: IX Chance for 3 Dmg Thorns ond 50 Nature Resist 
Blockskull Shield 46 BoE 828 

SPELL Increased Armor 100, Shadow Resist +10 
Wall of the Dead 50 BoE 900 

SPELL On Hit; 3X Chance to Raise Armor by 1 50 (20 sec) 

Skullflome Shield 59 BoE 1062 

SPELL Rre & Shadow Resist +10, On Hit: 3X 35 Life Slwll X 75-1 25 AoE 


) GOOD SHIELDS continued 


13 

8loodspottered Shield 

18 

BoE 

270 

6# 

Xf 

13 

Dust8owl 

18 

BoE 

270 

7# 

15# 

13 

Inscribed Buckler 

18 

BoE 

270 

69 

XI 

14 

Feral Buckler 

19 

BoE 

285 

89 

1S| 

14 

Raider's Shield 

19 

BoE 

285 

79 

94| 

15 

Bandit Buckler 

20 

BoE 

300 

99 

40f 

N/A 

Buckler of the Seos 

20 

BoA 

300 

99 

I8| 

N/A 

Cobalt Buckler 

20 

BoA 

300 

99 

»l 

H/A 

Furen's Favor 

20 

BoA 

300 

99 

Oil 

N/A 

Ruga's Bulwark 

20 

BoA 

300 

89 

9S| 

N/A 

Steelcop Shield 

20 

BoA 

300 

89 

Ml 

15 

War Point Shield 

20 

BoE 

300 

89 

70| 

16 

Burnished Shield 

21 

BoE 

315 

109 

221 

16 

Green Carapace Shield 

21 

BoE 

315 

109 

2S| 

P 

SPELL Nature Resist +4 






16 

Prospector's Buckler 

21 

BoE 

315 

99 

9B| 

17 

Outrunner's Shield 

22 

BoE 

330 

119 

id 

17 

Scouting Buckler 

22 

BoE 

330 

119 

Ml 

18 

Bear Buckler 

23 

BoE 

345 

139 

Ml 

18 

Defender Shield 

23 

BoE 

345 

139 

231 

18 

Moonstalker's Buckler 

23 

BoE 

345 

139 

ill 

18 

Owl's Disk 

23 

BoE 

345 

139 

49| 

19 

Black Husk Shield 

24 

BoE 

360 

149 

901 

P 

SPELL Use: Attempt to Cure Multiple Poison Effects 





19 

Forest Buckler 

24 

BoE 

360 

159 

I9| 

19 

Grunt's Shield 

24 

BoE 

360 

159 

m 

19 

Stormwind Guard Shield 

24 

BoE 

360 

149 

Oil 

N/A 

Bastion of Stormwind 

25 

BoA 

375 

179 

id 

P 

SPELL Adds 5 Defense 






20 

Bristlebork Buckler 

25 

BoE 

375 

169 

3d 

20 

Fortified Shield 

25 

BoE 

375 

179 

Id 

20 

Guardian Buckler 

25 

BoE 

375 

169 

id 

21 

Hulking Shield 

26 

BoE 

390 

189 

721 

21 

Pirate's Buckler 

26 

BoE 

390 

189 

7i| 

N/A 

Constoble Buckler 

27 

BoA 

405 

229 

id 

N/A 

Fire Hardened Buckler 

27 

BoA 

405 

229 

20| 

22 

Lambent Scale Shield 

27 

BoE 

405 

219 

Id 

N/A 

Word of the Vole 

27 

BoA 

405 

229 

2I| 

22 

Wrangler's Buckler 

27 

BoE 

405 

229 

i3| 

N/A 

aink Shield 

2B 

BoA 

420 

229 

ii| 

23 

Dervish Buckler 

28 

BoE 

420 

249 

2i| 

23 

Kodo Hide Buckler 

28 

BoE 

420 

249 

i3| 

N/A 

Sentry Buckler 

28 

BoA 

420 

249 

Sd 

24 

Battleforge Shield 

29 

BoE 

435 

269 

7d 

24 

Spiked Choin Shield 

29 

BoE 

435 

259 

Id 

25 

Emblazoned Buckler 

30 

BoE 

450 

299 

I7| 

25 

Pathfinder Guard 

30 

BoE 

450 

299 

071 

N/A 

Shield of the Foith 

30 

BoA 

450 

279 

Id 

26 

Cenarkm Buckler 

31 

BoE 

465 

319 

i2| 

26 

Glimmering Shield 

31 

BoE 

465 

309 

B9« 

26 

Sentry's Shield 

31 

BoE 

465 

329 

221 

N/A 

Deadskull Shield 

32 

BoA 

480 

339 

Oil 

27 

Monk's Guard 

32 

BoE 

480 

349 

B9| 

27 

Sloyer's Shield 

32 

BoE 

480 

339 

Id 

28 

Ambusher's Shield 

33 

BoE 

495 

379 

3d 

28 

Cutthroat's Buckler 

33 

BoE 

495 

389 

2i| 

28 

Infiltrator Buckler 

33 

BoE 

495 

399 

231 

N/A 

Gold Lion Shield 

34 

BoA 

510 

449 

od 

29 

Headhunter's Buckler 

34 

BoE 

510 

419 

01# 

29 

Nefarious Buckler 

34 

BoE 

510 

439 

90# 

29 

Phalanx Shield 

34 

BoE 

510 

439 

30# 

29 

Wicked Chain Shield 

34 

BoE 

510 

419 

79# 

N/A 

Crest of Darkshire 

35 

BoA 

525 

479 

97# 

30 

Insignia Buckler 

35 

BoE 

525 

4B9 

id 

31 

Archer's Buckler 

36 

BoE 

540 

489 

82# 

31 

Bosilisk Scale Shield 

36 

BoE 

540 

529 

2i# 

31 

Combat Shield 

36 

BoE 

540 

539 

Id 

N/A 

Energized Stone Circle 

36 

BoA 

540 

499 

3B# 

31 

Ghostwolker Buckler 

36 

BoE 

540 

499 

id 

N/A 

Grom'gol Buckler 

37 

BoA 

555 

579 

83# 

32 

Howkeye's Buckler 

37 

BoE 

555 

559 

81# 

32 

Pilloger's Shield 

37 

BoE 

555 

539 

43# 

32 

Renegade Shield 

37 

BoE 

555 

589 

28# 

33 

Sentinel Buckler 

38 

BoE 

570 

629 

02# 

N/A 

Studded Ring Shield 

38 

BoA 

570 

579 

71# 

N/A 

Visionary Buckler 

38 

BoA 

570 

629 

id 

N/A 

Anchorhold Buckler 

39 

BoA 

585 

659 

i2# 

34 

Burning Shield 

39 

BoE 

585 

629 

32# 

34 

Glyphed Buckler 

39 

BoE 

585 

639 

8d 




■ 11 4' J: 


34 

N/A 


M/A F 
N/A { 


38 f 
N/A 1 

39 ( 
N/A ( 


50 

N/A 


• ••• 


J GOOD SHIELDS continued 


GOOD SHIELDS continued 


94# 

40# 

18# 

29# 

06# 

95# 

68 # 

70# 

22 # 

25# 


9 98# 

9 68# 

• 66 # 

9 08# 

9 23# 

9 61# 

9 49# 

9 90# 

9 19# 

9 78# 

9 85# 

» 62# 


57# 

81# 

64# 

72# 

74# 

45# 

20 # 

16# 

21 # 

63# 

66 # 

26# 

63# 

51# 

78# 

16# 

87# 

07# 

95# 

62# 

89# 

22 # 

06# 

89# 

17# 

39# 

26# 

23# 

05# 

01 # 

90# 

30# 

79# 

97# 

45# 

82# 

26# 

11 « 

38# 

43# 

83# 

81# 

43# 

28# 

02 # 

71# 

68 # 

62# 

32# 


Knight's Crest 

39 

BoE 

585 


67# 

47# 

Vigilant Buckler 

39 

BoA 

585 


64# 

77# 

SPELL Add IX Block 
M Doctor's Protector 

39 

BoE 

585 


62# 

46# 

Basalt Buckler 

40 

BoA 

600 


70# 

75# 

Chief Brigadier Shield 

40 

BoE 

600 


69# 

18# 

Lunar Buckler 

40 

BoA 

600 


67# 

61# 

Morauder's Crest 

40 

BoE 

600 


71# 

62# 

Jouster's Crest 

41 

BoE 

615 


75# 

27# 

SPELL Increosed Armor 50 
Sohstone Shield 

41 

BoE 

615 


74# 

82# 

Sparkleshell Shield 

41 

BoE 

615 


75# 

94# 

Vile Protector 

41 

BoA 

615 


77# 

54# 

SPELL On Hit: IX Chance to Deal 105-175 Dmg to Attacker 
Berserker Shield 42 

BoE 

630 


79# 

20# 

Pit Fighter's Shield 

42 

BoA 

630 


82# 

82# 

Eorthclosp Barrier 

43 

BoA 

645 


90# 

51# 

Field Plate Shield 

43 

BoE 

645 


88# 

82# 

Naga Scale Crest 

43 

BoE 

645 


85# 

95# 

SPELL Increosed Armor 50 
Slithid Scale Buckler 

43 

BoE 

645 


84# 

65# 

Ihorg's Frisbee 

43 

BoA 

645 


92# 

12# 

Coptain's Buckler 

44 

BoE 

660 


95# 

58# 

Collectian Plate 

44 

BoA 

660 


94# 

44# 

Kovoger's Shield 

44 

BoE 

660 


97# 

10# 

Brigode Defender 

45 

BoE 

675 

1 

02# 

12# 

Embossed Plate Shield 

45 

BoE 

675 


00# 

97# 

Fercestone Buckler 

45 

BoA 

675 

1 

08# 

62# 

Salboc Shield 

45 

BoA 

675 


01# 

26# 

Ancient Defender 

46 

BoE 

690 

1 

11# 

58# 

Worbringer's Shield 

46 

BoE 

690 


11# 

98# 

Chromite Shield 

46 

BoE 

690 

1 

12# 

34# 

Bonelink Wall Shield 

47 

BoE 

705 


17# 

82# 

Blocklorge Buckler 

47 

BoE 

705 

1 

19# 

00# 

Tyrant's Shield 

48 

BoE 

720 

1 

24# 

83# 

dompion's Wall Shield 

48 

BoE 

720 

1 

30# 

48# 

Gothic Shield 

49 

BoE 

735 


40# 

12# 

Khan's Buckler 

49 

BoE 

735 

1 

42# 

89# 

Wormonger's Buckler 

50 

BoE 

750 


47# 

24# 

Prismotic Scale Shield 

50 

BoE 

750 

1 

52# 

32# 

Bloodlorged Shield 

51 

BoE 

765 


52# 

34# 

Voktrous Shield 

51 

BoE 

765 

1 

56# 

95# 

Gryphon Mail Buckler 

51 

BoE 

765 

1 -- 

57# 

66# 

Optomotic Deflector 

51 

BoA 

765 

1 

59# 

88# 

SPELL Add 2X Block 
Ihunderscole Defender 

51 

BoE 

765 


59# 

93# 

Icebrand Crest 

52 

BoE 

780 

1 

62# 

10# 

Overlord's Shield 

52 

BoE 

780 

1 

64# 

49# 

Sloneshell Guard 

52 

BoA 

780 

1 

65# 

78# 

SPELL Increased Armor 100 
Wyrm Scale Deflector 

53 

BoE 

795 

1 

72# 

54# 

lord's Crest 

53 

BoE 

795 

1 

86# 

42# 

Protector Buckler 

54 

BoE 

810 


87# 

81# 

Revenant Deflector 

54 

BoE 

810 

1 

89# 

03# 

Crusader's Shield 

55 

BoE 

825 


92# 

21# 

Shizzle's Drizzle Blocker 

55 

BoA 

825 

1 

92# 

70# 

Sunscole Shield 

54 

BoE 

810 


94# 

20# 

Leviathan Shield 

55 

BoE 

B25 

1 

98# 

88# 

Aegis of Battle 

55 

BoA 

825 

2r 

11# 

63# 

Astral Guard 

56 

BoA 

840 

2 

15# 

69# 

High Chief's Shield 

56 

BoE 

840 

2 

17# 

41# 

Ebonhold Buckler 

56 

BoE 

840 

2 

20# 

28# 

Spectral Shield 

57 

BoE 

855 

2 

20# 

92# 

Ironhide Shield 

56 

BoE 

840 

2 

22# 

12# 

Daemonic Shield 

57 

BoE 

855 

2 

26# 

25# 

Jodemir Scole Shield 

57 

BoE 

855 

2 

29# 

50# 

Volkyrie Shield 

59 

BoE 

885 

2 

40# 

98# 

Divine Shield 

58 

BoE 

870 

2 

47# 

60# 

Templar Shield 

58 

BoE 

870 

2 ■ 

49# 

38# 

Glorious Shield 

60 

BoE 

900 

2 

53# 

03# 

Bloodlust Buckler 

59 

BoE 

885 

2 

58# 

26# 

Hydra Shield 

59 

BoE 

885 

2 

62# 

76# 

Nether Shield 

61 

BoE 

915 

2 

65# 

68# 

Abyssol Wall 

60 

BoE 

900 

2 

73# 

96# 

Rottlecoge Buckler 

62 

BoA 

930 

2 ' 

78# 

96# 

Drogonbone Guard 

62 

BoE 

930 

2 

78# 

96# 

Impenetroble Wall 

61 

BoE 

915 

2 

87# 

85# 

HellcollerGuord 

62 

BoE 

930 

2 

89# 

32# 

Dtan's Shield 

63 

BoE 

945 

2' 

92# 

91# 

Tempest Shield 

62 

BoE 

930 

3 

06# 

37# 

Mercurial Guard 

64 

BoE 

960 

39 

10# 

40# 

Worlord's Buckler 

64 

BoE 

960 

3 

20# 

07# 

. Demon Guard 

' 63 

BoE 

945 i 

3 

20# 

52# 



60 

Exalted Shield 

65 

BoE 

975 

3 

22# 

94# 

60 

Triumphant Shield 

65 

BoE 

975 

3# 

24# 

93# 

60 

Kroken Shield 

65 

BoE 

975 

3 * 

25# 

92# 

60 

1 Hyperion Shield ^ 

65 

BoE 

975 

3# 

29# 

71# 










4 

9 SIAMDARI) SHI[ 

t ns 










mmmmmrn 


' 


M LEV ARMOR NAME UV BIND AC VENDOR PURCHASE VALUE 1 

N/A 

Deathguord Buckler 

5 

BoA 

38 



15# 

H/A 

Pikemon Shield 

5 

BoA 

38 



15# 

N/A 

Dworven Kite Shield 

5 

BoA 

38 



15# 

H/A 

Thick Bork Buckler 

5 

BoA 

38 



15# 

1 

Large Round Shield 

5 

None 

38 



15# 

1 

Small Shield 

5 

None 

38 



IS# 

H/A 

Woodland Shield 

5 

BoA 

38 



16# 

1 

Large Wooden Shield 

5 

None 

38 



16# 

1 

Dented Buckler 

5 

None 

38 



16# 

3 

Burnt Buckler 

8 

None 

78 



48# 

3 

Chorger's Shield 

8 

None 

78 



52# 

4 

Warrior's Shield 

9 

None 

95 



70# 

N/A 

Charging Buckler 

9 

BoA 

95 



71# 

4 

Primal Buckler 

9 

None 

95 



72# 

5 

Battle Shield 

10 

None 

113 



88# 

N/A 

Stone Buckler 

10 

BoA 

113 



89# 

5 

Worn Heater Shield 

10 

None 

113 



89# 

5 

Round Buckler 

10 

None 

113 



89# 

N/A 

Militia Buckler 

10 

BoA 

113 



91# 

5 

Dull Heater Shield 

10 

None 

113 



94# 

5 

Standard Issue Shield 

10 

None 

113 



94# 

5 

Small Targe 

10 

None 

113 



96# 

5 

Pioneer Buckler 

10 

None 

113 



96# 

6 

Tribal Buckler 

11 

None 

132 


1# 

15# 

N/A 

Tribal Warrior's Shield 

11 

BoA 

132 


1# 

16# 

N/A 

Crag Buckler 

11 

BoA 

132 


1# 

16# 

6 

Thuggish Shield 

11 

None 

132 


1# 

21# ' 

6 

Infantry Shield 

11 

None 

132 


1# 

25# 

N/A 

Bone Buckler 

12 

BoA 

1S3 


1# 

53# 

19 

Rozormone War Shield 

24 

BoA 

342 


2# 

33# 

12 

Banded Buckler 

17 

None 

242 


3# 

55# 

12 

Wall Shield 

17 

None 

242 


3# 

67# 

15 

Worn Turtle Shell Shield 

20 

None 

285 


5# 

62# 

► 

SPELL Increosed Armor 30 







17 

Lorge Metal Shield 

22 

None 

314 


6# 

86# 

17 

Ringed Buckler 

22 

None 

314 


7# 

29# 

21 

Techbot CPU Shell 

26 

None 

371 


11# 

20# 

22 

Kite Shield 

27 

None 

385 


12# 

36# 

22 

Reinforced Targe 

27 

None 

385 


13# 

12# 

32 

Heavy Povise 

37 

None 

527 


32# 

31# 

32 

Metal Buckler 

37 

None 

527 


34# 

17# 

35 

Battered Viking Shield 

40 

None 

570 


44# 

36# 

45 

Crested Heater Shield 

50 

None 

713 


87# 

25# 

45 

Ornate Buckler 

50 

None 

713 


93# 

93# 



1 

Worn Wooden Buckler 

1 

None 

4 


1# 

1 

Worn Wooden Shield 

1 

None 

4 


1# 

1 

Battered Buckler 

2 

None 

10 


3# 

T 

Bent Large Shield 

4 

None 

26 


7# 

1 

Cracked Buckler 

6 

None 

47 


16# 

2 

Worn Large Shield 

7 

None 

60 


24# 

6 

Wooden Shield 

11 

None 

125 


81# 

10 

Wooden Buckler 

15 

None 

203 

11# 

82# 

11 

Simple Buckler 

16 

None 

216 

2# 

10# 

12 

Rectongulor Shield 

17 

None 

230 

2# 

43# 

17 

Small Round Shield 

22 

None 

297 

4# 

57# 

18 

Box Shield 

23 

None 

311 

5# 

19# 

23 

Targe Shield 

28 

None 

378 

9# 

10# 

24 

Tower Shield 

29 

None 

392 

10# 

05# 

28 

Reinforced Buckler 

33 

None 

446 

15# 

85# 

31 

Reflective Heoter 

36 

None 

486 

21# 

02# 

37 

Blocking Targe 

42 

None 

567 

31# 

54# 

43 

Protective Pavise 

48 

None 

648 

53# 

32# 

48 

Deflecting Tower 

53 

None 

716 

68# 

37# 

51 

Crested Buckler 

56 

None 

756 

82# 

37# 

60 

Plote Woll Shield 

65 

None 

878 

1 29# 

24# 

63 

1 Plated Buckler 

68 

None 

918 

If 51# 

34# 



WEAPONS 



42 

Flurry Axe 47 BoE 35.33 

1.5 2 

969 

279 

6 

Rodentio Flint Axe 

II 

BoL 

6.00 

2 

39 

OOf 

► 

SPELl/NOTE On Attock; Chance for Extra Attack 




► 

SPELL/NOTE Main HondOnly 







52 

Axe of the Deep Woods 57 BoE 41.48 

2.7 5' 

419 

239 

6 

Scalping Tomohowk 

11 

BoE 

5.83 

1.8 

39 

m 

► 

SPEll/NOTE On Attack: Chance to Deal 90-126 Nature Dmg 




► 

SPELL/NOTE Main Hand Only 












H/A 

Defender Axe 

13 

BoA 

6.96 

2.3 

49 

m 







► 

g 

SPELL/NOTE Main Hand Only, -f 10 to Armor Clast 

Clnnocnlinlof Ava M 

BoE 

6.82 

2.2 


77A 


HP SUPERIOR AXES (IH) 



J 

► 

SPELL/NOTE Main HondOnly 


49 







N/A 

Pointed Axe 

14 

BoA 

7.11 

1.9 

59 


nr 

/ WEAPON NAME LEV BIND DPS 



WWM 

► 

SPELL/NOTE Main HondOnly 







IS 

Serpent's Kiss 20 BoE 13.40 

2.5 

169 

869 

10 

Brutish Riverpow Axe 

15 

BoE 

7.86 

2.8 

79 

32« 

► 

SPELL/NOTE On Attack: Chonce to Deal 21 Poison Dmg Over 15 sec 



► 

SPELL/NOTE Moin HondOnly 







18 

Guillotine Axe 23 BoE 15.00 

2.7 

249 

529 

10 

Deodmines Cleover 

IS 

BoE 

7.88 

2.6 

69 

90f 

► 

SPELL/NOTE Main HondOnly 




► 

SPELL/NOTE Moin HondOnly 







18 

Razor's Edge 23 BoE 15.21 

2.4 

259 

899 

10 

Dworven Hatchet 

15 

BoE 

7.50 

2 

79 

421 

20 

Butcher's Cleaver 25 BoA 16.18 

1.7 

339 

009 

► 

SPELL/NOTE Main HondOnly 







20 

Grimclow 25 BoE 16.00 

2 

339 

379 

N/A 

Elunite Axe 

15 

BoA 

7.78 

2.7 

69 

93# 

¥ 

SPELL/NOTE On Attack: Chonce to Deal 30 Shodow Dmg 




► 

SPELL/NOTE Main Hond Only 







22 

Axe of the Enforcer 27 BoE 17.12 

2.6 

399 

379 

N/A 

Haggard's Axe 

15 

BoA 

7.78 

2.7 

69 

75# 

25 

Bearded Boneoxe 30 BoE 18.95 

1.9 

519 

439 

► 

SPELL/NOTE Main HondOnly 







► 

SPELL/NOTE Main HondOnly 




N/A 

Heirloom Axe 

15 

BoA 

7.78 

2.7 

69 

83# 

25 

Heodsplitter 30 BoE 18.91 

2.3 

569 

059 

► 

SPELL/NOTE Moin HondOnly 







25 

Vibroblode 30 BoE 19.06 

1.6 

529 

889 

10 

Quilboor Tomohowk 

IS 

BoE 

7.80 

2.5 

69 

85# 

► 

SPELL/NOTE On Attock: Chonce to Lower Torget Armor by 100 




► 

SPELL/NOTE Main HondOnly 







31 

Pronged Reaver 36 BoA 23.96 

2.4 

979 

889 

N/A 

Thun'grim's Axe 

15 

BoA 

7.78 

2.7 

69 

96# 

32 

Stolvon's Reoper 37 BoE 24.83 

2.9 1 

069 

829 

> 

SPELL/NOTE Main HondOnly 







► 

SPELL/NOTE On AHock: Chance to Lower Enemy Attributes by 2 




N/A 

Umbrol Axe 

15 

BoA 

7.78 

2.7 

69 

72# 

33 

Shovelphlonge's Mining Axe 38 BoE 25.71 

2.8 1 

139 

809 

► 

SPELL/NOTE Moin HondOnly 







► 

SPELL/NOTE Attack Power 10 




12 

Thick War Axe 

17 

BoE 

B.60 

2.5 

99 

37# 

33 

Steelclow Reaver 38 BoE 25.83 

1.8 1 

129 

909 

► 

SPELL/NOTE Main Hand Only 







► 

SPELL/NOTE Moin HondOnly 




N/A 

Thelsomor Axe 

18 

BoA 

9.05 

2.1 

109 

94# 

34 

Sickle Axe 39 BoE 26.54 

2.6 1< 

169 

859 

► 

SPELL/NOTE Main Hond Only 







40 

Curve-bloded Ripper 45 BoE 30.26 

1.9 1 

97# 

789 

16 

Grunt Axe 

21 

BoE 

10.65 

2.3 

169 

94# 

► 

SPELL/NOTE Main HondOnly 




16 

Orcish Cleover 

21 

BoE 

10.56 

1.8 

179 

06# 

40 

DigmosterSOOO 45 BoE 30.28 

1.8 1 

859 

609 

► 

SPELL/NOTE Main Hand Only 







43 

Winter's Bile 48 BoE 32.14 

2.1 2 

479 

489 

17 

Smite's Reaver 

22 

BoA 

11.05 

1.9 

189 

30# 

► 

SPELL/NOTE Moin Hand Only, On Hit: Chance for 20-30 Dmg/Snore for SOX Move Speed 


18 

Flesh Corver 

23 

BoE 

11.52 

2.3 

209 

68# 

45 

Ripsaw SO BoA 33.33 

2.7 2 

889 

539 

► 

SPELL/NOTE Main HondOnly 







► 

SPELL/NOTE Main Hand Only, On AHock: Chance to Wound for 75 Dmg 



18 

Forester's Axe 

23 

BoE 

11.60 

2.5 

209 

20# 

48 

AxeofRin'ji S3 BoE 35.00 

1.9 3 

479 

059 

► 

SPELL/NOTE Main HondOnly 







48 

RibspliHer 53 BoE 35.19 

2.7 3 

539 

329 

19 

Block Metal Axe 

24 

BoE 

12.38 

2.1 

239 

00# 

> 

SPELL/NOTE Main Hand Only, AHock Power 10 




► 

SPELL/NOTE Moin Hand Only 







50 

Dawn's Edge 55 BoE 36.43 

2.1 3 

609 

449 

19 

Shodowhide Scalper 

24 

BoE 

12.41 

2.9 

239 

80# 

► 

SPELL/NOTE Add IX Crit 




► 

SPELL/NOTE Main Hand Only 







51 

Tooth of Eronikus 56 BoA 37.08 

2.4 3 

889 

019 

20 

Ridge Geover 

25 

BoE 

12.73 

2.2 

279 

55# 

► 

SPELL/NOTE Main Hand Only, Add 1XHH 




► 

SPELL/NOTE Main Hond Only 







52 

Soul Breoker 57 BoA 37.50 

1.6 4 

419 

429 

21 

Marauder Axe 

26 

BoE 

13.25 

2 

309 

87# 

► 

SPELL/NOTE Main HondOnly 




► 

SPELL/NOTE Moin Hand Only 







52 

Wraith Scythe 57 BoA 37.73 

2.2 4- 

319 

769 

22 

Blurred Axe 

27 

BoE 

13.82 

1.7 

339 

71# 

► 

SPELL/NOTE Moin Hand Only, On Attack: Chance to Steol 45 HP from Target 



► 

SPELL/NOTE Main HondOnly 







53 

Rivenspike 58 BoA 38.23 

3.1 4 

419 

069 

24 

Collous Axe 

29 

BoE 

15.00 

2.8 

409 

94# 

► 

SPELL/NOTE On AHock: Chance to Reduce Target Armor by 200 




► 

SPELL/NOTE AHock Power 08 







55 

Demonfork 60 BoA 39.46 

2.8 4 

739 

399 

N/A 

Shoni's Disarming Tool 

31 

BoA 

16.05 

1.9 

509 

28# 

► 

SPELL/NOTE Main Hond Only, On AHock: Chonce to Tronsfer 50 HP over 25 sec 



► 

SPELL/NOTE Off-Hand Only, On AHock: 

SX Chonce for 5 sec Disorm 




N/A 

Windreoper 60 BoA 39.55 

3.3 5 

149 

189 

26 

SpliHing Hatchet 

31 

BoE 

16.11 

1.8 

509 

33# 

56 

Serothil 61 BoE 40.00 

1.9 5. 

399 

579 

N/A 

Barreling Reaper 

32 

BoA 

16.58 

1.9 

539 

08# 

► 

SPELL/NOTE Increased Armor 100 




► 

SPELL/NOTE Main Hond Only 







57 

Iceblode Hacker 62 BoA 40.75 

2 5 

669 

839 

N/A 

fish GuHer 

32 

BoA 

16.67 

2.1 

549 

47# 

► 

SPELL/NOTE Main Hand Only 




► 

SPELL/NOTE Main HondOnly 







58 

Annihilotor 63 BoE 41.47 

1.7 5- 

719 

509 

28 

Hacking Cleaver 

33 

BoE 

17.11 

1.9 

619 

12# 

► 

SPELL/NOTE Main Hond Only, On AHock: Chance to Reduce Target Armor by ww200 



N/A 

Guerrilla Cleaver 

34 

BoA 

17.68 

2.8 

639 

96# 






► 

SPELL/NOTE Moin HondOnly 












29 

Hillborne Axe 

34 

BoE 

17.73 

2.2 

659 

90# 






N/A 

Bleeding Crescent 

35 

BoA 

18.13 

2.4 

709 

40# 






► 

SPELL/NOTE Main HondOnly 












N/A 

Crescent of Forlorn Spirits 

35 

BoA 

18.13 

1.6 

739 

57# 


SPEU/NOnMoinHondOnly 






Q 


GOOD AXES continued 



Gloom Reaper 

37 

BoE 

19.63 

2.7 

899 

649 

N 

F 

Savage Axe 

SPELL/NOTE Main Hand Only 

39 

BoE 

21.43 

2.8 

1 04# 

76# 

IS 

F 

Greater Scythe 

SPELL/NOTE Main Hand Only 

40 

BoE 

22.14 

2.8 

1 139 

549 

X 

Glutton's Cleover 41 BoA 23.00 

SPELL/NOTE On AHack: SX Chance to Deal SO Dmg over 30 sec 

2 

1< 219 

709 

F 

Heavy MIthril Axe 
SPELL/NOTE Moin Hand Only 

42 

BoE 

24.07 

2.7 

1 259 

20# 

» 

Blue Glittering Axe 

44 

BoE 

25.83 

1.8 

1’ 469 

599 

g 

Ehonclow Reover 

46 

BoE 

27.22 

1.8 

1 669 

969 

0 

Crescent Edge 

48 

BoE 

28.57 

2.1 

2- 109 

90# 

I/ll 

F 

Axe of the Ebon Drake 
SPEIL/NOTE Main Hond Only 

51 

BoA 

30.26 

1.9 

2 419 

59# 

1/1 

F 

Force of the Hippogryph 
SPELL/NOTE Main Hand Only 

51 

BoA 

30.42 

2.4 

2 579 

29# 

fl 

Moon Cleaver 

52 

BoE 

30.91 

2.2 

2 749 

859 

1/1 

F 

Blitzcleaver 

SPEIL/NOTE AHack Power 20 

54 

BoA 

32.05 

2.2 

2 879 

89# 

It 

EoteroltheDeod 
SPELL/NOTE Main Hand Only, 

54 BoA 

4-30 AHock Power Vs. Undeod 

32.05 

2.2 

2 969 

619 

H 

Corpse Harvester 

55 

BoE 

32.69 

2.6 

3 059 

269 

» 

Grinle's Skinner 

SPELL/NOTE Moin Hand Only 

55 

BoA 

32.92 

2.4 

3 069 

279 

SI 

F 

Ornate Thorium Hondoxe 
SPELL/NOTE Main Hand Only 

55 

BoA 

32.63 

1.9 

3 309 

799 

SI 

Rune Edge 

SPELL/NOTE Main Hond Only 

57 

BoA 

33.91 

2.3 

3 539 

3B9 

S3 

Worlord's Axe 

58 

BoE 

34.57 

2.3 

3 ' 649 

96# 

Si 

Felstone Reaver 

61 

BoE 

36.50 

2 

4 249 

09# 

it 

[Demon's Clow 

64 

BoE 

38.26 

2.3 

4 929 

819 



Rusty Holehet 

SPELL/NOTE Main Hond Only 

9 

None 

2.86 

2.1 


72# 

Worn Hatchet 

SPELL/NOTE Moin Hand Only 

14 

None 

4.29 

2.1 

29 

379 

llnbolonced Axe 

SPELL/NOTE Main Hand Only 

19 

None 

5.63 

2.4 

49 

869 

Gouging Pick 

SPELL/NOTE Main Hond Only 

22 

None 

6.67 

1.8 

79 

689 

Meat Cleaver 

SPELL/NOTE Main Hand Only 

27 

None 

8.33 

2.4 

129 

829 

Keen Axe 

SPELL/NOTE Main Hond Only 

38 

None 

12.27 

2.2 

369 

509 

Heavy Flint Axe 

SPELL/NOTE Main Hond Only 

48 

None 

17.17 

2.3 

839 

369 

Jogged Axe 

.SPELL/NOTE Main Hand Only 

56 

None 

20.00 

1.9 

1« 279 

669 


1 

Worn Axe 

2 

None 

1.00 

2 


79 

► 

SPELL/NOTE Main Hand Only 







1 

Deadman Cleaver 

3 

None 

1.14 

2.2 


11# 

► 

SPELL/NOTE Main Hond Only 







N/A 

Anvilmar Hand Axe 

4 

BoA 

1.50 

2 


179 

► 

SPELL/NOTE Main Hand Only 







1 

Hand Axe 

4 

None 

1.50 

2 


169 

H/A 

Primitive Hatchet 

4 

BoA 

1.59 

2.2 


179 

► 

SPELL/NOTE Main Hand Only 







N/A 

Stone Tomahawk 

4 

BoA 

1.67 

2.1 


169 

► 

SPELL/NOTE Main Hond Only 


‘ 





1 

Trogg Hand Axe 

4 

None 

1.50 

2 


169 

► 

SPELL/NOTE Main Hand Only 







2 

Kobold Excavation Ptck 

7 

None 

2.71 

2.4 


559 

► 

SPELL/NOTE Main Hand Only 







N/A 

Sharp Axe 

6 

BoA 

3.27 

2.6 


809 

► 

SPELL/NOTE Moin Hand Only 







3 

Skull Hatchet 

8 

None 

3.25 

2 


819 

► 

SPELL/NOTE Main Hand Only 







4 

Copper Axe 

9 

None 

3.95 

1.9 

19 

099 

P 

SPELL/NOTE Main Hand Only 







4 

Frostmone Hand Axe 

9 

None 

3.75 

2 

19 

069 

► 

SPELL/NOTE Main Hond Only 







4 

Lumberjack Axe 

9 

None 

3.85 

2.6 

19 

139 

P 

SPELL/NOTE Main Hand Only 







4 

Tomahawk 

9 

None 

3.82 

1.7 

19 

089 

P 

SPELL/NOTE Main Hand Only 







N/A 

Ceremonial Tomahowk 

10 

BoA 

4.41 

1.7 

19 

389 

P 

SPELL/NOTE Moin Hand Only 







N/A 

Striking Hatchet 

12 

BoA 

5.29 

1.7 

29 

319 

P 

SPELL/NOTE Main Hond Only 







11 

Hatchet 

16 

None 

7.20 

2.5 

49 

819 

IS 

Cleaver 

20 

None 

9.09 

2.2 

89 

839 

18 

Bronze Axe 

23 

None 

10.48 

2.1 

129 

699 

P 

SPELL/NOTE Main Hond Only 







19 

Double Axe 

24 

None 

11.00 

2.5 

139 

909 

30 

Crescent Axe 

35 

None 

17.12 

2.6 

459 

099 

llL. 

Francisco 

. 46 

None 

25.87 

2.3 : 1 

049 

43# 


> TWO-HA 


1 EPIC AXES (2H) 


bCI 


SUPERIOR AXES (2H) continued 


» Fiery War Axe 40 Bot 40.34 2.9 

F SPELL/NOTE On Anock: Chance to Deal 1 5S-) 97 Dmg/24 More Over Time 
« Kanj the Decapitotor 49 BoE 47.36 3.6 

F SPEIL/NOTE On Attack: Chonce to Deal S60 Dmg Over 30 sec 
SS Brain Hacker 60 BoE S6.67 2.1 

F SPEIL/NOTE Ad ds 14 Fire D mfl 


159 2B« 

459 809 

909 649 


SU )K A 3 -'H 


IS Boohn'sFong 20 BoE I7.i 

IS Prospector Axe 20 BoE 17.: 

II Night Reaver 23 BoE 19.1 

F SPEll/NOTE On Attack: Chance to Deal 60-90 Shadow Dmg 
II Toskmoster Axe 23 BoA 19. 

!1 Killmoim 26 BoE 21. 

SPELL/NOTE On Attack: Chonce to Deal 100 Dmg Over 30 sec 


13 Supercharger Battle Axe 


F SPELL/NOTE On Attock: Chance to Deal 80-100 Nature Dmg 


1 2.5 

209 

849 

1 2.4 

229 

059 

1 3.3 

309 

669 

1 2.7 

309 

799 

! 3.2 

479 

719 

1 2.8 

549 

839 



^''31 


27 

Bloodspiller 32 

BoE 

26.67 

2.7 

789 

749 

P 

SPELL/NOTE On Attock: Chance to Deal 130 Dnrg Over 30 

sec 




28 

Burning War Axe 33 

BoE 

27.73 

3.3 

879 

569 

P 

SPELL/NOTE On AHack: Chance to Deol 86-110 Dmg/108 More Over Time 



29 

Corpsemoker 34 

BoA 

28.95 

3.8 

999 

309 

32 

Thermaplugg's Left Arm 37 

BoA 

32.59 

2.7 1* 

359 

609 

34 

Monsloyer 39 

BoE 

34.53 

3.2 1 

589 

759 

P 

SPELL/NOTE AHock Power 38 






35 

Helislayer BoHle Axe 40 

BoE 

35.52 

2.9 1. 

729 

099 

P 

SPELL/NOTE Adds 66 AHock Power Vs. Undeod 






35 

Obsidian Cleover 40 

BoE 

35.61 

3.3 1 

689 

959 

N/A 

Whirlwind Axe 40 

BoA 

35.56 

3.6 1. 

679 

669 

37 

Rovager 42 

BoA 

37.29 

3.5 1 

899 

239 

P 

SPELL/NOTE On AHock: Chance to Begin an AoE Whirlwind 




N/A 

Bonebiter 44 

BoA 

38.82 

3.4 2 • 

349 

769 

39 

Pendulum of Doom 44 

BoE 

38.88 

4 2 

149 

89# 

P 

SPELL/NOTE On AHock: Chance to Deal 250-350 Shadow Dmg 




43 

Executioner's Cleaver 48 

BoE 

41.84 

3.8 3^ 

199 

679 

P 

SPELL/NOTE Add IX HH 






44 

The Minotaur 49 

BoE 

42.66 

3.2 3 

400 

_67«_ 


NT’-' 




i SUPLRiOK AXIS (2H) continued 



1 ; ,1 1 1'l Vi !l ! fTM 

49 

Bleokwood Hew 

54 

BoE 

46.48 

2.7 4 

61# 

54# 

► 

SPEIL/NOTE Bleokwood Curse 







51 

Lord Alexander's Battle Axe 

56 

BoE 

48.13 

3.2 4 

96# 

40# 

52 

Dork Iron Sunderer 

57 

BoE 

48.85 

2.6 5 

12# 

25# 

► 

SPEIL/NOTE On Attack: Chance to Reduce Target Armor by 300 




54 

The Nkker 

59 

BoA 

50.50 

4 5 

76# 

71# 

► 

SPELL/NOTE On AttockiChonce to Deal 50-1 50 Dmg/1 50 More Over Time 



55 

Dreodforge Retoliotor 

60 

BoA 

51.35 

3.7 6 

10# 

08# 

► 

SPELL/NOTE Add 1« Parry 







56 

Gravestone War Axe 

61 

BoA 

52.21 

3.4 6 

35# 

75# 

► 

SPELL/NOTE Creeping Mold 







58 

Arconite Reaper 

63 

BoE 

53.82 

3.8 7 

30# 

36# 

► 

SPEU/NOn Attack Power 62 







1 ^ 











AXES UH) 





CD 







. 


1 

Worn Bottleoxe 

1 

■"!"!] 

None 

t.3B 

y.9 


8# 

N/A 

Brave's Axe 

4 

BoA 

2.12 

3.3 


20# 

1 

Broad Axe 

4 

None 

2.10 

3.1 


21# 

N/A 

Thistlewood Axe 

4 

BoA 

2.14 

3.5 


21# 

3 

Lorge Axe 

8 

None 

4.29 

2.8 


96# 

3 

Wood Chopper 

8 

None 

4.24 

3.3 


99# 

4 

Vile Fin Battle Axe 

9 

None 

5.00 

3.1 

1# 

40# 

9 

Tabor 

14 

None 

8.28 

3.2 

4# 

42# 

10 

Rock Chipper 

15 

None 

9.00 

3.5 

5# 

55# 

15 

Bearded Axe 

20 

None 

11.82 

3.3 

10# 

60# 

20 

Battle Axe 

25 

None 

15.26 

3.8 

19# 

56# 

22 

Bronze Battle Axe 

27 

None 

16.90 

2.9 

24# 

35# 

30 

Bullovo 

35 

None 

22.37 

3.8 

56# 

57# 

39 

Great Axe 

44 

None 

31.25 

3.6 1 

12# 

33# 


INFERIOR AXES (2H) 


3 Beaten Battle Axe 

7 Crude Battle Axe 

12 Short-handled Battle Axe 

IB Shiny Wor Axe 

22 Stone War Axe 

27 Hefty War Axe 

-I 44 Splintering Bottle Axe 
Balanced War Axe 


B None 3.39 3.1 

12 None S.OO 3 

17 None 6.6) 3.1 

23 None 8.96 2.4 

27 None 10.77 2.6 

32 None 13.04 2.8 

49 None 22.88 3.3 

59 None 27.60 2.5 


BOWS ' 


1 # 

4 « 

))• 

169 

28# 

11 # 


GOOD AXES (2H) 


65# 

94# 

52# 

04# 

09# 

35# 

89# 

26# 


5 

Severing Axe 

10 

BoE 

7.03 

3.2 


2# 


8 

Copper Bottle Axe 

13 

BoE 

9.06 

3.2 


6# 

13# 

M/A 

Logsplitter 

16 

BoA 

10.83 

3.6 


10# 

34# 

11 

Twin-bloded Axe 

16 

BoE 

10.74 

2.7 


10# 

24# 

12 

Cold Iron Pick 

17 

BoE 

11.33 

3 


12# 

23# 

N/A 

Axe of Orgrimmor 

IB 

BoA 

11.82 

3.3 


14# 

04# 

13 

Borbork Battle Axe 

18 

BoE 

11.94 

3.6 


13# 

22# 

N/A 

Pierdng Axe 

18 

BoA 

11.82 

3.3 


12# 

71# 

14 

Broshclaw's Chopper 

19 

BoE 

12.50 

3.4 


14# 

92# 

14 

Mo'grosh Can Opener 

19 

BoE 

12.50 

3.2 


16# 

18# 

M/A 

Dworven Tree Chopper 

20 

BoA 

13.03 

3.3 


17# 

55# 

P 

SPELL/NOTE Adds 2 to 2H Axe Skill 








15 

Lupine Axe 

20 

BoE 

13.04 

2.3 


18# 

07# 

N/A 

Miner's Revenge 

20 

BoA 

13.00 

3.5 


17# 

75# 

N/A 

Skullchipper 

20 

BoA 

13.00 

3.5 


17# 

17# 

N/A 

Zhovur Axe 

20 

BoA 

13.06 

3.1 


17# 

89# 

16 

Rockslicer 

21 

BoA 

13.79 

3.3 


20# 

11# 

17 

Bottle Slayer 

22 

BoE 

14.55 

3.3 


22# 

62# 

18 

Scythe Axe 

23 

BoE 

15.14 

3.6 


26# 

64# 

18 

Shodowhide Bottle Axe 

23 

BoE 

15.31 

3.2 


26# 

83# 

19 

Blockrock Champion's Axe 

24 

BoE 

16.09 

3.2 


29# 

31# 

19 

Massive Battle Axe 

24 

BoE 

16.06 

3.3 


30# 

36# 

20 

Sloyer's Battle Axe 

25 

BoE 

16.90 

2.9 


33# 

87# 

21 

Arced War Axe 

26 

BoA 

17.58 

3.3 


38# 

57# 

22 

Heavy Ogre War Axe 

27 

BoE 

18.29 

3.8 


41# 

33# 

22 

Reel Axe 

27 

BoA 

18.33 

3.3 


40# 

10# 

23 

Barborion War Axe 

28 

BoE 

19.03 

3.1 


44# 

96# 

23 

Block Metal War Axe 

28 

BoE 

18.97 

2.9 


44# 

43# 

24 

Tunnel Pkk 

29 

BoE 

19.84 

3.1 


49# 

63# 

25 

Brutol War Axe 

30 

BoE 

20.28 

3.6 


56# 

26# 

26 

Merciless Axe 

31 

BoE 

21.09 

3.2 


60# 

39# 

29 

Midnight Axe 

34 

BoE 

22.96 

2.7 


80# 

68# 

► 

SPEIL/NOTE On Attack: Chance to Deal Shadow Dmg 







32 

Massive Iron Axe 

37 

BoE 

25.57 

3.5 

1 

12# 

48# 

35 

Shadow Crescent Axe 

40 

BoE 

29.00 

2.5 

1 

42# 

21# 

N/A 

Skullsplitter 

41 

BoA 

30.17 

2.9 

1 

43# 

82# 

N/A 

Dworven Charge 

42 

BoA 

31.21 

2.9 

1 

62# 

43# 

37 

Monstrous War Axe 

42 

BoE 

31.22 

3.7 


56# 

37# 

N/A 

Tok'kar's Mutloc Chopper 

43 

BoA 

32.50 

3.2 

1 

75# 

50# 

39 

Heodchopper 

44 

BoE 

33.62 

2.9 


82# 

34# 

► 

SPELL/NOTE Add )%Crit 








39 

lumbering Ogre Axe 

44 

BoE 

33.72 

3.9 

1 

92# 

05# 

41 

Gigantic War Axe 

46 

BoE 

35.63 

3.2 

2 

27# 

75# 

44 

Grinning Axe 

49 

BoE 

38.04 

2.8 

2 

84# 

60# 

N/A 

Will of the Mountoin Giont 

51 

BoA 

39.46 

2.8 

3 

03# 

08# 

N/A 

Beastslayer 

55 

BoA 

42.58 

3.3 

4 

10# 

50# 

► 

SPELl/NOTE Adds 72 Attock Power Vs. Boosts 







N/A 

Limb Oeover 

55 

BoA 

42.71 

2.4 

4 

10# 

53# 

51 

Colossol Great Axe 

56 

BoE 

43.42 

3.8 

4 

37# 

01# 

51 

Huge Thorium Bottleoxe 

56 

BoE 

43.33 

3.3 

3 

99# 

49# 

► 

SPELL/NOTE Adds to 2H Axe Skill 








53 

Angerlorge's Bottle Axe 

58 

BoA 

45.00 

2.6 

4 

57# 

70# 

54 

Razor's Edge 

59 

BoE 

45.80 

2.5 

5 

17# 

40# 

58 

Death Striker 

63 

BoE 

48.93 

2.8 

5 


J8£, 




:=i.- 




- 


' '1‘ 


■■ 


M't 







' 37 Bow of Searing Arrows 

J8 Hurricane 


42 Bot 25.00 2.7 

53 BoE 30.31 1.6 


19 

Venomstrike 

24 

BoA 

9.58 

2.4 

22# 

40# 

20 

Ranger 8aw 

25 

BoE 

12.59 

2.7 

24# 

21# 

27 

Harpyclaw Short 8ow 

32 

BoE 

16.11 

1.8 

47# 

65# 

27 

Nightstalker Bow 

32 

BoA 

16.18 

1.7 

50# 

86# 

33 

Ouillshooler 

38 

BoE 

15.89 

2.8 

87# 

25# 

34 

Skystriker Bow 

39 

BoE 

20.71 

2.1 

89# 

85# 

36 

Monolithk Bow 

41 

BoE 

21.85 

2.7 1 

02# 

75# 

42 

Needle Threader 

47 

BoE 

24.50 

2 1 

' 66# 

24# 

42 

Stinging Bow 

47 

BoE 

24.52 

2.1 1 

72# 

49# 

► 

SPELl/NOT! Attack Power 14 







48 

Houndmaster's Bow 

53 

BoA 

27.22 

1.8 2 

44# 

33# 

► 

SPELL/NOTE Adds 24 Attack Power Vs. Beosts 






50 

Gyphonwing Long Bow 

55 

BoE 

28.33 

2.7 2 

79# 

90# 

54 

Riphook 

59 

BoA 

30.23 

2.2 3 

63# 

18# 

► 

SPELL/NOTE Attack Power 22 







58 

Truesilver Plated Long Bow 

63 

BoE 

32.22 

1.8 4 

27# 

-M. 



^ GOOD I 


!4 long Bottle Bow 
lilt LunorisBow 
m Roptor's End 
S Archer's Longbow 
V 
U 
If 
» 
s 

X 

to 


Sturdy Recurve 
Whipwood Recurve Bow 
Dense Shortbow 
Long Redwood Bow 
Trueshot Bow 
Crusoder Bow 
R/A Master Hunter's Bow 
12 Massive Longbow 
Sylvan Shortbow 
Horpy Needier 
Siege Bow 
Quilllire Bow 
Voone's Twitchbow 
Blosthorn Bow 
Howkeye Bow 
Arcbstrike Bow 


dO 


STANDARD BOWS 



Hunting Bow 

11 

BoE 

4.62 

2.6 

2# 

40# 

1 

Worn Shortbow 

2 

None 

1.52 

2.3 


5# 

.i'i 

Orcish Bottle Bow 

14 

BoA 

5.53 

1.9 

4# 

25# 

1 

Polished Shortbow 

4 

None 

1.75 

2 


11# 


Doryl's Hunting Bow 

15 

BoA 

5.87 

2.3 

5# 

15# 

N/A 

Primitive 8ow 

4 

BoA 

1.85 

2.7 


12# 

le 

Heavy Shortbow 

15 

BoE 

6.00 

2.5 

5# 

15# 

N/A 

Thistlewood Bow 

4 

BoA 

1.96 

2.3 


12# 

II 

Centaur Longbow 

16 

BoE 

6.14 

2.2 

6# 

09# 

1 

Cadet's Bow 

6 

None 

2.25 

2 


28# 

il 

Rne Shortbow 

16 

BoE 

6.18 

1.7 

6# 

36# 

3 

Hornwood Recurve Bow 

8 

None 

2.38 

2.1 


57# 

11 

Rne Longbow 

19 

BoE 

7.41 

2.7 

9# 

72# 

N/A 

Ashwood Bow 

11 

BoA 

3.81 

2.1 

1# 

41# 

11 

Light Bow 

21 

BoE 

7.94 

1.7 

11# 

84# 

N/A 

Hickory Shortbow 

11 

BoA 

3.75 

2 

1# 

34# 

i| 

Short Ash Bow 

23 

BoE 

9.21 

1.9 

16# 

10# 

11 

Laminated Recurve Bow 

16 

None 

5.77 

2.6 

3# 

50# 

B 

Nogo Heortpiercer 

26 

BoA 

10.56 

1.8 

23# 

14# 

16 

Reinforced Bow 

21 

None 

7.50 

2.2 

7# 

62# 

a 

Precision Bow 

27 

BoE 

10.96 

2.6 

24# 

26# 

20 

Heovy Recurve Bow 

25 

None 

9.17 

2.4 

12# 

69# 

I/A 

Bow of Plunder 

28 

BoA 

11.35 

2.6 

28# 

62# 

29 

Longbow 

34 

None 

13.04 

2.3 

30# 

86# 

I/A 

Qiffrunner's Aim 

29 

BoA 

11.96 

2.3 

29# 

91# 

36 

Boelog's Shortbow 

41 

None 

16.52 

2.3 

54# 

14# 


11.82 2.2 
12.22 2.7 


30# 

32# 


39# 

26# 


30 

32 

32 

32 

BoA 

BoE 

BoE 

BoE 

12.07 

12.88 

12.89 

12.95 

2.9 
2.6 

1.9 
2.2 

34# 

40# 

42# 

38# 

48# 

26# 

61# 

07# 

93# 

41 

^0 INMKIOK 

ISOWS 





m 

nn 



1H!I'1 

E!a 

L-l-JjLiM'fj 


li'AIUW 

34 

BoE 

13.61 

1.8 

14# 

3 

Crocked Shortbow 

8 

None 

1.96 

2.3 


39# 

35 

BoE 

14.21 

1.9 

51# 

62# 

8 

Feeble Shortbow 

13 

None 

3.33 

1.8 

1# 

46# 

35 

BoE 

14.29 

2.8 

55# 

68# 

14 

Light Hunting Bow 

19 

None 

4.41 

1.7 

3# 

74# 

41 

BoE 

18.16 

1.9 

87# 

22# 

19 

Mishandled Recurve Bow 

24 

None 

5.63 

2.4 

7# 

51# 

45 

BoE 

20.91 

2.2 1 

25# 

16# 

23 

Stiff Recurve Bow 

28 

None 

6.79 

2.8 

10# 

62# 

45 

BoA 

20.83 

2.4 1 

19# 

99# 

26 

Tout Compound Bow 

31 

None 

7.60 

2.5 

15# 

41# 

47 

BoE 

21.96 

2.8 1 

35# 

90# 

40 

Balanced Long Bow 

45 

None 

12.22 

1.8 

50# 

70# 

49 

BoE 

22.75 

2 1 

57# 

65# 

45 

Recurve long Bow 

Ul 

None 

15.20 

2.5 

90# 

15# 


23.70 2.7 

24.64 2.8 

25.65 2.3 

27.81 1.6 

28.27 2.6 
29.41 1.7 


95# 

01 # 

27# 

06# 

37# 

46# 


91# 

35# 

12 # 

19# 

43# 

57# 


o 


SUPERIOR CROSSBOWS 


$PEU/NOTEAdd1%Hit 


B Ci 


GOOD CROSSBOWS 



11 

Crystolpine Stinger 

32 

BoE 

14.46 

2.8 

47# 

29# 

)S 

Swiftwind 

40 

BoE 

20.75 

2 

96# 

30# 

0 

1 

Skull Splitting Crossbow 
SPEll/NOTE Attack Power 14 

48 

BoE 

25.19 

2.6 1 

78# 

92# 

il 

Heartseeking Crossbow 

56 

BoE 

28.87 

3.1 2 

94# 

44# 


Blockcrow 

59 

BoA 

34.22 

3.2 3 

60# 

55# 


22 Steelorrovr Crossbow 


27 BoE 13.24 3.4 




3 Light Crossbow 

16 Fine Light Crossbow 

29 Heovy Crossbow 


None 

2.60 

2.5 


57# 

None 

7.41 

2.7 

7# 

02# 

None 

13.04 

2.8 

28# 

22# 



Gut Ripper 45 BoE 33.89 1.8 

SPEIL/NOTE On Attock: Chance for 95-121 Dmg 

Shodowblode 53 8oE 38.93 1.4 

SPEll/NOTE On Attack: Chance for 110-140 Shadow Dmg 

Alcor's Sunrozor 63 8oA 45.38 1.3 

SPEll/NOTE Fire Resist +10, On Attock: Chonce for o Fire 8oh 

Deothstriker 63 BoA 45.59 1.7 


56# 24# 


a 


SUPERIOR DAGGERS 


l| Evocator's Blade 

23 

BoE 

15.31 

1.6 

25# 

09# 

11 Assassin's Blade 

24 

BoE 

15.53 

1.9 

29# 

74# 

ill Blflckfong 

25 

BoE 

16.33 

1.5 

33# 

86# 

t SPEll/NOTE Shadow Resist +5 







ill Doomspike 

25 

BoE 

16.33 

1.5 

32# 

29# 


21 

Blockvenom Blade 

26 

BoE 

16.67 

1.8 

35# 

94# 

► 

SPEll/NOTE On AHock: Chonce to Deal 1 5 Dmg Over 1 5 sec 




N/A 

Block Menace 

44 

BoA 

29.67 

1.5 1 

- 75# 

22# 

► 

SPEll/NOTE On Attack: Chonce to Cost o Bolt 






N/A 

Lifeforce Dirk 

54 

BoA 

35.94 

1.6 3 

53# 

15# 

N/A 

Dorrowspike 

63 

BoA 

41.33 

1.5 5 

< 78# 

06# 

21 

Prison Shank 

26 

BoA 

16.67 

1.8 

35# 

52# 

21 

Talon of Vultros 

26 

BoE 

16.75 

2 

38# 

00# 

23 

Bite of Serro'kis 

28 

BoA 

17.69 

1.3 

46# 

65# 

► 

SPEll/NOTE On Attock; Chonce to Deal 40 Dmg Over 20 

sec 




24 

Meteor Shard 

29 

BoA 

18.33 

1.8 

48# 

93# 

► 

SPEll/NOTE On Attack: Chonce to Deal 35 Fire Dmg 





26 

Vendetta 

31 

BoE 

19.23 

1.3 

57# 

65# 

27 

Clow of the Shodowmoncer 

32 

BoE 

20.53 

1.9 

67# 

31# 

► 

SPEll/NOTE On Attack: Chance to Deal 35 Shadow Dmg 





27 

Toxic Revenger 

32 

BoA 

20.53 

1.9 

65# 

92# 


SPEll / NOTE O n Attock: Chance for lSDmgAoE DOT 









29 

Torturing Poker 

34 

BoA 

17.65 

1.7 

769 

789 

30 

Swinelusk Shonk 

35 

BoA 

23.00 

1.5 

889 

669 

31 

Howling Blade 

36 

BoE 

23.93 

1.4 

949 

669 

► 

SPUl/NOTE On Atfock: Chonce to Reduce Attack Power by 30 




31 

Stonevoult Shiv 

36 

BoE 

24.00 

1.5 

979 

899 

32 

Sliverblode 

37 

BoE 

25.00 

1.4 1 

009 

269 

► 

SPELL/NOTE On Attack: Chance to Deal 45 Frost Dmg 





34 

Hypnotic Blade 

39 

BoA 

26.79 

1.4 1 

279 

839 

34 

The Ziggler 

39 

BoE 

26.47 

1.7 1 + 

249 

729 

► 

SPELL/NOTE On Attack; Chance to Deal 20-30 Nature Dmg 




39 

Coldroge Dagger 

44 

BoA 

29.67 

1.5 1 

719 

939 

► 

SPELL/NOTE On Attock: Chonce for 20-30 Frost Dmg and 50% Snore 



42 

Gutwrencher 

47 

BoE 

31.56 

1.6 2 

279 

389 

► 

SPEIL/NOTE On Attack: Chance for 80 Dmg Over 30 sec 





42 

Widowmaker 

47 

BoE 

31.58 

1.9 2 

249 

799 

44 

Stealthblade 

49 

BoE 

32.86 

1.4 2 

739 

669 

► 

SPELL/NOTE On Attack: Chance to Reduce Threat to All Enemies 




46 

Searing Needle 

51 

BoE 

33.89 

1.8 2 

889 

839 

► 

SPEIL/NOTE On Attack; Chance for 69 Dmg and +10 Rre Exposure 




49 

Hookfang Shanker 

54 

BoA 

35.71 

1.4 3 ' 

549 

519 

► 

SPEIL/NOTE On Attack: Chonce for 70 Omg Over Time and 50 Armor Sunder 



SO 

Barman Shonker 

55 

BoA 

36.50 

2 3 

949 

119 

► 

SPELL/NOTE Moin Hand Only, On HH: Chance lor 100 Dmg Over 3C 

Isec 



50 

Julie's Dagger 

55 

BoE 

36.54 

1.3 3 

619 

579 

► 

SPELL/NOTE On AHock: Chonce to Heal User 78 Over 12 

sec 




51 

Dire Nail 

56 

BoA 

36.67 

1.5 4 

049 

279 

► 

SPELL/NOTE Shodow Resist +5 







52 

Blood-etched Blode 

57 

BoA 

20.33 

1.5 4 

349 

919 

► 

SPELL/NOTE On AHock: Chance to Deol 

120 Dmg/Convert to Mono 




55 

Keris of Zul'Serak 

60 

BoA 

39.44 

1.8 5 

119 

999 

► 

SPELL/NOTE On AHock: Chance for 50 Omg/10% AHock Speed Debuff 



56 

Fang of the Crystol Spider 

61 

BoA 

40.31 

1.6 5' 

339 

889 

► 

SPELL/NOTE On AHock: Chance to Slow Attock/SPELLs by 10% 




! 56 

Frightolon 

61 

BoA 

40.00 

1.4 5 

249 

229 

► 

SPELL/NOTE Adds 8 to Arcane SPELls/Effects 






57 

Finkle's Skinner 

62 

BoA 

40.38 

1.3 5- 

529 

299 

► 

SPELL/NOTE Add 10 to Skinning, Add 45 AHock Power Vs. Boosts 




57 

Witchblode 

62 

BoA 

40.63 

1.6 5 

239 

069 

► 

SPELL/NOTE Increase Arcone Dmg 8 







58 

Bonescroper 

63 

BoA 

41.43 

1.4 5 

829 

109 

► 

SPELL/NOTE AHock Power 30 







58 

Gift of the Elven Magi 

63 

BoA 

41.33 

1.5 5 

659 

179 

58 

Heortseeker 

63 

BoE 

41.47 

1.7 5' 

829 

159 

► 

SPELL/NOTE Add 1%Crit 







58 

Scarlet Kris 

63 

BoE 

41.33 

1.5 5 

989 

519 
















m 





■ns 





Jeweled Dagger 

iii 

na 

BoE 

5.31 

1.6 

29 


6 

Corving Knife 

11 

BoE 

5.94 

1.6 

39 

239 

N/A 

Jagged Dagger 

11 

BoA 

6.00 

1.5 

3# 

259 

6 

Small Hand Blade 

11 

BoE 

6.00 

1.5 

39 

059 

1 M/A 

Compoct Fighting Knife 

12 

BoA 

6.33 

1.5 

39 

889 

’ N/A 

Blode of Cunning 

13 

BoA 

6.75 

2 

49 

689 

6 

SPELL/NOTE Add 1 to Subtlety 







N/A 

Craftsman's Dagger 

13 

BoA 

6.76 

1.7 

59 

019 

8 

Stonesplinter Dagger 

13 

BoE 

7.00 

1.5 

49 

799 

9 

Curved Dagger 

14 

BoE 

7.19 

1.6 

69 

059 

N/A 

Curvewood Dagger 

14 

BoA 

7.00 

1.5 

59 

829 

N/A 

Elunite Dagger 

15 

BoA 

7.65 

1.7 

79 

019 

10 

Gkrnt Tarantula Fang 

15 

BoE 

7.50 

1.4 

79 

039 

N/A 

Haggard's Dagger 

15 

BoA 

7.65 

1.7 

69 

779 

N/A 

Heirbm Dagger 

15 

BoA 

7.65 

1.7 

69 

859 

10 

Lang Crawler limb 

15 

BoE 

7.50 

1.6 

79 

299 

10 

Ritual Blade 

15 

BoE 

7.50 

1.4 

79 

309 

M/A 

Thun'grim's Dagger 

15 

BoA 

7.65 

1.7 

69 

989 

H/A 

Umbral Dagger 

15 

BoA 

7.65 

1.7 

69 

809 

12 

Slicer Blade 

17 

BoE 

8.67 

1.5 

99 

479 

12 

War Knife 

17 

BoE 

8.53 

1.7 

99 

799 

13 

Chanting Blade 

18 

BoA 

9.00 

1.5 

109 

559 

13 

Goblin Screwdriver 

18 

BoE 

8.93 

1.4 

119 

139 

13 

Hollowfang Blade 

18 

BoE 

8.93 

1.4 

109 

499 

M/A 

Kris of Orgrimmar 

18 

BoA 

9.00 

1.5 

109 

269 

M/A 

Scrimshaw Dagger 

18 

BoA 

8.89 

1.8 

119 

139 

N/A 

Serrated Knife 

18 

BoA 

9.06 

1.6 

109 

469 

13 

Sp'mner Fang 

18 

BoE 

9.00 

1.5 

109 

739 

lil_ 

Brackclow 

19 

BoE 

9.64 

1.4 

129 

819 


14 

Venam Web Fang 

19 

BoE 

9.67 

1.5 

129 

4W 

P 

SPELL/NOTE On AHack: Chance to Poison for 1 5 Omg over 1 5 sec 




14 

Wicked Dagger 

19 

BoE 

9.38 

1.6 

129 

03« 

15 

Big Bronze Knife 

20 

BoE 

10.00 

1.9 

149 

26# 

N/A 

Harpy Skinner 

20 

BoA 

9.64 

1.4 

149 

36# 

15 

Hook Dagger 

20 

BoE 

10.00 

1.5 

139 

96# 

N/A 

Relic Blade 

20 

BoA 

10.00 

1.8 

139 

79# 

N/A 

Thornblade 

20 

BoA 

10.00 

1.6 

149 

09# 

17 

Spikeiosh Dogger 

22 

BoE 

11.05 

1.9 

199 

29# 

17 

Toil Spike 

22 

BoA 

11.11 

1.8 

199 

«# 

18 

Pearl-handled Dogger 

23 

BoE 

11.47 

1.7 

219 

07# 

20 

Deadly Bronze Poniord 

25 

BoE 

12.78 

1.8 

279 

31# 

21 

BaHle Knife 

26 

BoE 

13.44 

1.6 

309 

12# 

21 

Wyvem Toilspike 

26 

BoE 

13.61 

1.8 

319 

09# 

P 

SPELL/NOTE On AHock: Chonce to Poison for 30 Dmg over 15 sec 




22 

Naraxis' Fong 

27 

BoE 

13.75 

1.6 

339 

32# 

P 

SPELL/NOTE On AHock: Chance to Poison lor 30 Dmg over 15 sec 




23 

Cross Dagger 

28 

BoE 

14.62 

1.3 

389 

30# 

24 

Flesh Piercer 

29 

BoE 

15.25 

2 

399 

06# 

P 

SPELL/NOTE On AHock: Chonce to Deal 30 Dmg over 30 sec 





25 

Honed StileHo 

30 

BoE 

15.71 

1.4 

449 

26# 

27 

Brood Bloded Knife 

32 

BoE 

16.75 

2 

569 

74# 

29 

Daring Dirk 

34 

BoE 

17.50 

1.6 

649 

OS# 

31 

Deodly Krh 

36 

BoE 

18.93 

1.4 

7B9 

71# 

31 

Glinting Steel Dagger 

36 

BoE 

18.67 

1.5 

809 

72# 

P 

SPELl/NOTE AHock Power 12 







33 

Tigerbone 

38 

BoE 

20.53 

1.9 

989 

24# 

P 

SPELL/NOTE Adds 18 AHack Power Vs. Boosts 






34 

Searing Golden Blode 

39 

BoE 

21.43 

1.4 

1 039 

95# 

P 

SPELL/NOTE Increose Rre Dmg 6 







35 

Gemstone Dagger 

40 

BoE 

22.33 

1.5 

1< 079 

70# 

P 

SPELL/NOTE Rre & Frost Resist +5 







N/A 

Silent Hunter 

41 

BoA 

23.06 

1.8 

1 149 

61# 

37 

Rozor Blade 

42 

BoE 

23.82 

1.7 

1- 279 

69# 

N/A 

Tok'kar's Murloc Shonker 

43 

BoA 

25.00 

1.6 

1 ^ 409 

90# 

39 

Sacrificiol Kris 

44 

BoE 

25.71 

1.4 

U 489 

70# 

N/A 

Ceremonial Elven Blade 

45 

BoA 

26.67 

1.8 

1 579 

75# 

N/A 

RendishSkiv 

45 

BoA 

26.58 

1.9 

]t 679 

93# 

42 

Dreodblade 

47 

BoE 

28.00 

1.5 

1 859 

23# 

42 

Gohz'rilla Fong 

47 

BoA 

28.06 

1.8 

1« 869 

01# 

P 

SPELL/NOTE On AHock: Chonce for a 

10 Dmg Nature Shield 





45 

Vorpol Dagger 

50 

BoE 

29.69 

1.6 

2 329 

04# 

46 

Ebon Shiv 

51 

BoE 

30.33 

1.5 

2> 489 

92# 

N/A 

Hunt Tracker Blade 

57 

BoA 

33.67 

1.5 

3 389 

30# 

N/A 

Beosthunler Dagger 

60 

BoA 

35.59 

1.7 

4' 329 

92# 

P 

SPELL/NOTE Adds 33 AHock Power Vs. Boosts 






N/A 

Enchonted Azshorite Felbane Dogger 

60 

BoA 

35.67 

1.5 

4 209 

44# 

P 

SPEIL/NOTE Adds 33 AHock Power Vs. Demons 






N/A 

Skilled Fighting Blode 

60 

BoA 

35.71 

1.4 

4 039 

65# 

P 

SPELL/NOTE Adds 4 to Dagger Skill 







57 

Demon Blade 

62 

BoE 

36.94 

1.8 

4 579 

04# 

59 

Bloodstrike Dogger 

64 

BoE 

38.24 

1.7 

5« 059 

769 



^ S O A N n A KD DAGGERS 




_J 











Worn Dogger 


Hone 

KliLS 

0.V4 

i.o 


mm 

7# 

1 

Deodmon Dogger 

3 

None 

1.07 

1.4 


10 # 

1 

Dirk 

3 

None 

1.25 

1.6 


11 # 

1 

Trogg Dogger 

3 

None 

1.00 

1.5 


10# 

N/A 

Anvilmor Knife 

4 

BoA 

1.25 

1.6 


16 # 

N/A 

Forsaken Dogger 

4 

BoA 

1.25 

1.6 


17 # 

N/A 

Militio Dogger 

4 

BoA 

1.33 

1.5 


16 # 

N/A 

Primitive Hand Blade 

4 

BoA 

1.47 

1.7 


17 # 

N/A 

Thistlewood Dogger 

4 

BoA 

1.47 

1.7 


16 # 

N/A 

Whinling Knife 

4 

BoA 

1.33 

1.5 


16 # 

1 

Simple Dagger 

6 

None 

2.50 

1.8 


M 

N/A 

Camping Knife 

8 

BoA 

3.21 

1.4 


01 # 

3 

StileHo 

8 

None 

3.33 

1.5 


80 # 

4 

Bloodstained Knife 

9 

None 

3.75 

1.6 

19 

09# 

N/A 

Long Bayonet 

10 

BoA 

4.41 

1.7 

19 

42# 

N/A 

Pruning Knife 

10 

BoA 

4.06 

1.6 

19 

50# 

5 

Smell Green Dagger 

10 

None 

4.33 

1.5 

19 

46# 

6 

Copper Dogger 

II 

None 

5.00 

1.5 

19 

94# 

N/A 

Sharp Kitchen Knife 

11 

BoA 

5.00 

1.5 

19 

83# 

N/A 

Ceremonial Knife 

12 

BoA 

5.36 

1.4 

29 

26# 

11 

Jombiya 

16 

None 

7.14 

1.4 

49 

78# 

14 

Poignord 

19 

None 

8.46 

1.3 

79 

30# 








48# 


03# 


26# 


36# 


94# 


79# 


09# 


29# 


42# 


07# 


31# 


12# 


09# 


32# 


30# 


86# 


26# 


74# 


05# 


71# 


72# 


24# 


95# 


70# 


61# 


69# 


90# 


70# 


75# 


92# 


23# 


81# 


84# 


92# 


30# 


92# 


44# 


65# 


04# 


76# 


mm 



!l.mV.!IIW 


7# 


10# 


11# 


10# 


16# 


17# 


16# 


17# 


16# 


16# 


38# 


81# 


80# 

I 

09# 

F 

42# 

F 

50# 


46# 


94# 


83# 

F 

26# 

F 

78# 


30# 


N51KIOR l)A(,< 




1 IF Buner Blade 

21 

None 

9.67 

i.5 

9# 

43* 

IF Rozormone Bockstobber 

21 

fioA 

9.41 

1.7 

2# 

47# 

|IF Kris 

24 

None 

10.94 

1.6 

14# 

23# 

!7 Shadow Hunter Knife 

32 

Quest 

15.59 

1.7 


0# 

17 Thornspike 

32 

None 

15.59 

1.7 

31# 

24# 

Moin Gouche 

34 

None 

16.56 

1.6 

38# 

67# 

n 1 Rondel 

44 

None 

24.06 


90# 

86# 


Shorpened letter Opener 

7 

None 

2.06 

1.7 


38# 

Pishermon Knife 

14 

None 

4.29 

1.4 

2# 

40# 

Threshodon Fong 

16 

None 

5.00 

1.5 

3# 

17# 

Small Dagger 

18 

None 

5.36 

1.4 

4# 

40# 

Hunting Knife 

23 

None 

7.06 

1.7 

8# 

11# 

Deft Stiletto 

29 

None 

8.93 

1.4 

15# 

64# 

Shiny Dirk 

39 

None 

12.81 

1.6 

39# 

57# 

Fine Pointed Dogger 

44 

None 

15.36 

1.4 

62# 

15# 

Spiked Dagger 

S3 

None 

19.06 

1.6 1 

07# 

18# 


Q 


FISHING POLES 


a 


' I/A Fishing Pole 

l/A Slump Family Fishing Pole 
F SPELL/NOTE Pishing Skill +3 
I S Strong Fishing Pole 

F SPELL/NOTE Fishing SkilUS 

IS Dorkwood Pishing Pole 

F SPELL/NOTE Fishing SkilUIS 

; IS Big Iron Fishing Pole 

SPEU/NOTE Fishing $kilU20 


None 

1.00 3 


4# 

BoA 

5.67 3 

1# 

87# 

None 

5.67 3 

1# 

80# 

None 

11.83 3 

10# 

66# 

None 

19.00 3 

33# 

78# 




SPELL/NOTE Main HondOnly 


l/A While Bone Shredder 
F SPELL/NOTE Off-Hond Only 
JL Bwklist 56 


BoA 

31.07 

1.4 

2 71# 

91# 

BoA 

33.21 

1.4 ; 

3# 25# 

78# 




71 

Iron Knuckles 26 BoA 16.47 

1.7 

36# 

63# 

10 

Left-Handed Brass Knuckles 

15 

Nane 

6.79 

1.4 

49 

27# 

F 

SPELL/NOTE On Attack: Chance to Deal 4 Dmg and Interrupt 




► 

SPELL/NOTE Off-Hand Only 







4i 

Vilerend Sheer 51 BoE 33.93 

1.4 3- 

06# 

56# 

10 

Right-Handed Brass Knuckles 

15 

None 

6.79 

1.4 

4# 

26# 

F 

SPELl/NOTE Main Hand Only, On Attack: Chonce to Deal 75 Dmg 




► 

SPELL/NOTE Main Hand Only 







51 

Bloodfisi 56 BaA 36.67 

1.5 3' 

92# 

42# 

20 

Left-Handed Claw 

25 

None 

11.67 

1.5 

16# 

47# 

F 

SPEll/NOTE On Attack: Chance to Deal 20 Dmg 




> 

SPELL/NOTE Off-Hand Only 







55 

Blood Talon 60 BoA 39.23 

1.3 4 

88# 

21# 

20 

Right-Handed Claw 

25 

None 

11.67 

1.5 

16# 

23# 

F 

SPELL/NOTE Main Hand Only, On Attack: Deals Dmg Over Time 




P 

SPELL/NOTE Main Hand Only 







55 

Hurd Smasher 60 BaA 39.44 

1.B 5 

08# 

51# 

29 

Bloody Brass Knuckles 

34 

None 

16.56 

1.6 

39# 

58# 

F 

SPELL/NOTE On AHack: Chance for 2 sec Stun 




30 

Left-Handed Blades 

35 

None 

17.33 

1.5 

44# 

21# 

Si 

Gorgoyle Shredder Talons 61 BoA 40.00 

1.8 5< 

10# 

59# 

► 

SPELL/NOTE Off-Hand Only 







F 

SPELL/NOn Off-Hand Only, On Attack: Chance to Deal 1 10 Dmg Over 30 sec 



30 

Right-Handed Blades 

35 

None 

17.33 

1.5 

43# 

41# 



13 Precisely Calibrated Boomstick 

48 

nnj 

BoE 

Mum 

27.67 

L-IJJf if 
1.5 2 

45# 

39# 

1,1 It 

37 

HilllA'Ililliili— 

The Silencer 

wmim 

42 

BoE 

22.32 

2.8 1 

15# 

32# 

53 1 Dwarven Hand Cannan 

58 

BoE 

32.76 

2.9 4 

50# 

40# 

► 

SPELL/NOTE Attack Power 14 


BoE 

22.76 

2.9 1 

< 30# 

52# 








38 

Shadowforge Bushmoster 

43 








► 

SPELL/NOTE Shodow Resist +7 



24.62 

2.6 1 


81# 






■n 

42 

Galgann's Rreblaster 

47 

BoA 

66# 







S9 

45 

Guttbuster 

50 

BoE 

26.11 

2.7 2 

10# 

29# 

WEAPON NAME 

UV 

nm 

■ua 

SPEED VEI 


1*’7:UH^ 

48 

6 

Houndmoster's Rifle 
SPELL/NOTE Beast Slaying 24 

53 

BoA 

27.39 

2.3 2 

45# 

27# 

IF Ul Timmy's Peashooter 

21 

BoE 

10.96 

2.6 

14# 

56# 

50 

Dark Iron Rifle 

55 

BoE 

28.38 

3.4 2 

91# 

52# 

77 Double-barreled Shotgun 

27 

BoE 

13.26 

2.3 

30# 

20# 

51 

Burstshot Harquebus 

56 

BoA 

28.85 

2.6 2 

96# 

69# 

74 Hi-tech Supergun 

29 

BoE 

14.35 

2.3 

36# 

32# 

► 

SPELL/NOTE Attock Power 10 







71 Chesterfall Musket 

33 

BoE 

16.52 

2.3 

55# 

14# 

53 

Shell Launcher Shotgun 

58 

BoE 

29.78 

2.3 3 

47# 

04# 

77 Ironweover 

34 

BoE 

17.31 

2.6 

58# 

74# 

56 

Flawless Arcanite Rifle 

61 

BoE 

31.17 

3 3 

73# 

62# 

ID 1 Gloss Shooter 

35 

BoA 

17.93 

2.9 

66# 

52# 

56 

Willey's Portable Howitzer 

61 

BoA 

31.25 

2.4 3 

84# 

43# 






EPIC MACES (IH) 


STANDARD GUNS 


•nap, - — c 

1 Old Blunderbuss 

2 

None 

1.52 

2.3 


59 

1 Solid Blunderbuss 

3 

None 

2.05 

2.2 


89 

N/A Anvilmar Musket 

4 

BoA 

1.85 

2.7 


129 

N/A Light Hunting Rifle 

4 

BoA 

1.84 

1.9 


129 

2 Pellet Rifle 

7 

None 

2.50 

2.6 


409 

4 Hunting Rifle 

9 

None 

2.96 

2.7 


799 

4 Ornate Blunderbuss 

9 

None 

2.95 

2.2 


829 

9 Hunter's Boomstick 

14 

None 

5.00 

2.1 

1% 

849 

16 Large Bore Blunderbuss 

21 

None 

7.40 

2.5 

7# 

549 

21 BKP 2700 yorcer"" 

26 

None 

9.63 

2.7 

14« 

199 

31 BKP42Ultro"" 

36 

None 

13.81 

2.1 

36# 

959 

.aadf-s* 

C inferior guns j 


2 Rust-covered Blunderbuss 

/ 

None 

i.bb 

2.4 


289 

8 Cheap Blunderbuss 

13 

None 

3.18 

2.2 

1# 

479 

13 Dirty Blunderbuss 

18 

None 

4.09 

2.2 

3# 

359 

17 Shoddy Blunderbuss 

22 

None 

5.00 

2.1 

5# 

909 

24 Oiled Blunderbuss 

29 

None 

7.00 

2 

11# 

739 

28 Long-barreled Musket 

33 

None 

7.88 

2.6 

18# 

779 

38 Sentinel Musket 

43 

None 

11.61 

2.8 

43# 

629 

52 Primed Musket 

57 

None 

15.83 

1.8 1 

01# 

499, 


SUPERIOR MACES (IH) continued 


Ebony Bonedub 

SPELL/NOTE Shadow Resist iS 
Midnight Mace 

SPELl/NOTE Shadow Resist +10 
Fight Club 39 

Stonevouh Bonebreoker 42 

Hand of Righteousness 44 

SPELL/NOTE Increase Healing 14, Main Hand Only 
Heaven's Ught 45 BoE 30.37 2.7 

SPELL/NOTE Main Hand Only 

Wirt's Third Leg 45 BoE 30.43 2.3 

Mug 0' Hurt 46 BoE 31.18 1.7 

SPEIL/NOTE On Attack: Chance to Slow Opponent Movement by 50\ 
TheShotterer 47 BoE 31.67 2.4 

SPELL/NOTE Moin Hond Only, On Attack: Chance to Disarm Opponent 
TheHondolAntu'sul 48 BoA 32.22 2.7 

SPEU/NOTE Moin Hand Only, On Attack: Chance to Deal 7 Dmg/Slow 4 Enemies 


Bonesnopper 
SPELL/NOTE Main Hand Only 
Might of Hakkor 
SPELL/NOTE Main Hand Only 
Viking Warhommer 
SPELL/NOTE Main Hond Only 
Serenity 


SPELL/NOTE Moin Hond Only, On Attack: Chonce to Dispel Magical Effect on Foe 
Rubidium Hammer 58 BoA 38.25 2 

SPELL/NOTE Increosed Armor 120, Main Hond Only 
The Cruel Hand of Timmy 59 BoA 38.89 1.8 

SPELL/NOTE On Attock: Chance to Lower All Attributes by 1 5 for I min 
The Hommer of Groce 59 BoA 38.89 2.7 

SPEU/NOTE Increase Heoling 28, Moin Hand Only 
Venomspitter 60 BoA 39.47 1.9 

SPEU/NOTE On Attack: Chonce to Deol 105 Poison Over 30 sec 
Bhidstone Hammer 61 BoE 40.24 2.1 

SPEU/NOTE Moin Hand Only 

Bonechill Hommer 62 BoA 40.63 2.4 

SPEU/NOTE On Attack: Chance to Deol 1 12 Frost Dmg 
Moss of McGowan 62 BoE 40.79 3.8 

SPEU/NOTE Main Hand Only 

Mosterwork Stormhommer 63 BoE 41.50 2 

SPEU/NOTE Main Hand Only, On Attack: Chance to Lounch Choin Lightning 
Scepter of the Unholy 63 BoA 41.25 2.4 

SPEU /NOTE Increose Shodo w Dmg 14, S hodow Resist +7, M oin Hand Only 


GOOD GUNS 


Rough Boomstick 


N/A Skorn's Rifle 


Compact Shotgun 
I N/A Daryl's Hunting Rifle 

' N/A Dwarven Fishing Pole 

' 14 Hunter's Muzzle Loader 

N/A Owlsight Rifle 

N/A Privoteer Musket 

16 Deadly Blunderbuss 

1 9 Lovingly Crafted Boomstick 
21 Silver-plated Shotgun 

24 Moonsight Rifle 

26 Mage-Eye" Blunderbuss’ 

28 BKP Sporrow' Smallbore" 

N/A Blasting Hackbut 

I 32 Explosive Shotgun 

N/A Flash Rifle 

N/A Sidegunner Shottie 

34 Smoothbore Gun 

I N/A Shrapnel Bluster 

I 36 Mithril Blunderbuss 

Mithril Heavy-bore Rifle 
Sniper Rifle 
' N/A Master Hunter's Rifle 

I 43 Ricochet Blunderbuss 

i 45 Percussion Shotgun 

j 47 Thorium Rifle 

] 51 Burnside Rifle 

N/A Former Dolson's Shotgun 

55 Sharpshooter Harquebus 




38 

Ardent Custodian 43 

BoE 32.86 2.1 2 

IS# 

32# 

► 

SPEU/NOTE Moin Hand Only, Adds 100 to Armor and 7 to Defense 



40 

Hommer of Expertise 50 

BoA 36.90 2.1 


0# 

► 

SPEU/NOTE Main Hand Only 




49 

Hammer of the Northern Wind 54 

BoE 39.52 2.1 4 

52# 

67# 

► 

SPEU/NOTE Main Hond Only, On AHock: Chonce to Deol 20-30 Dmg and Slow by 5096 



55 

Ironfoe 60 

BoA 43.54 2.4 6 

30# 

86# 

► 

SPEU/NOTE Moin Hand Only, On Attack: Chance to Gain Increosed Cril and Attack Speed 



57 

Hond of Edward the Odd 62 

BoE 45.00 1.6 7 

05# 

54# 


SPEU/NOTE Fiery Weapon, On Attack: Chance to Coin Instant Cast on Next spell 


SUPERIOR MACES (IH) 


16 

Face Smasher 

21 

BoE 

14.04 

2.6 

20# 

25# 

19 

SkeletolOub 

24 

BoE 

15.58 

2.6 

29# 

96# 

> 

SPEU/NOTE Main Hand Only, On Attack; Chance to Deal 30 Shadow Dmg 



19 

Stinging Viper 

24 

BoA 

15.54 

2.8 

30# 

18# 

► 

SPEU/NOTE On Attock: Chance to Deal 35 Poison 

Dmg Over 15 sec 




20 

Diamond Hommer 

25 

BoE 

16.20 

2.5 

32# 

76# 

22 

Crested Scepter 

27 

BoE 

17.12 

2.6 

40# 

28# 

► 

SPEU/NOTE Main Hand Only 







23 

Oscillating Power Hammer 

28 

BoE 

17.50 

2 

44# 

19# 

24 

Beozel's Bosher 

29 

BoE 

18.40 

2.5 

48# 

63# 

► 

SPEU/NOTE Main Hand Only 







26 

Looming Gavel 

31 

BoE 

19.79 

2.4 

59# 

71# 

► 

SPEU/NOTE Main Hand Only 







28 

Death Speoker Scepter 

33 

BoA 

17.14 

2.8 

73# 

24# 

► 

SPEU/NOTE Increase Healing 10, Main Hand Only 





28 

Dreomsiayer 

33 

BoE 

21.43 

2.1 

69# 

02# 

► 

SPEU/NOTE Main Hand Only 







30 

Ironspine's Fist 

35 

BoA 

22.92 

2.4 

88# 

36# 

30 

Royol Diplomatic Scepter 

35 

BoA 

23.04 

2.3 

89# 

02# 

31 

Excavator's Brand 

36 

BoE 

24.04 

2.6 

98# 

59# 

► 

SPEU/NOTE On Attack: Chance to Deal 40 Rre Dmg + 9 Over Time 




32 

Deadwood Sledge 

37 

BoE 

25.00 

1.9 1' 

' 04# 

64# 

► 

SPEU/NOTE Moin Hand Only 














TfWM 

2i0 

47# 

35# 

90# 

73# 

77# 

62# 

49# 


27# 

20 # 


70# 

53# 

22 # 


77# 

36# 


59# 

II# 

32# 

65# 

IS# 

21 # 


S7# 

81# 

71# 

05# 

22 # 


5# 

8 # 

12 # 

12 # 

40# 

79# 

82# 

64# 

54# 

19# 

95# 


1 


(iH) 









mm 

Mi 

■■ 


■MM 

1 

E 

Froslmone Stepler 
SPElL/NOTEMoin Hand Only 

mm 

II 

BoE 

5.91 

2.2 

3# 

06# 

m 

E 

Stinging Mace 

SPELL/NOTE Main Hand Only 

11 

BoA 

5.87 

2.3 

3# 

26# 

1 

> 

Cranial Thumper 
SPElL/NOTEMain Hand Only 

12 

BoE 

6.43 

2.8 

3# 

98# 

1 

> 

Priest's Mace 

SPELL/NOTE Main Hand Only 

12 

BoE 

6.50 

2 

3# 

86# 

m 

E 

Skom's Hammer 
SPELL/NOTE Main Hand Only 

12 

BoA 

6.48 

2.7 

3# 

83# 

l/A 

Compoct Hammer 
SPELL/NOTE Main Hand Only 

13 

BoA 

6.96 

2.3 

4# 

90# 

I/A 

Thornroot Club 

SPELL/NOTE Moin Hand Only 

13 

BoA 

6.90 

2.1 

5# 

12# 

» 

► 

Staunch Hammer 
SPELL/NOTE Moin Hand Only 

14 

BoE 

7.27 

2.2 

6# 

12# 

10 

► 

Driftwood Club 

SPELL/NOTE Main Hand Only 

IS 

BoE 

7.65 

1.7 

7# 

40# 

I/A 

A 

Elunite Hammer 

SPELL/NOTE Main Hand Only 

15 

BoA 

7.61 

2.3 

6# 

98# 

I/A 

A 

Haggard's Hammer 
SPELL/NOTE Main Hand Only 

IS 

BoA 

7.61 

2.3 

6# 

85# 

I/A 

A 

Heirloom Hammer 
SPELL/NOTE Main Hand Only 

15 

BoA 

7.61 

2.3 

6# 

88# 

10 

A 

Stonesplinter Mace 
5PEU/NOTE Main Hand Only 

15 

BoE 

7.50 

2 

7# 

11# 

I/A 

A 

Thun'grim's Mace 
SPELL/NOTE Moin Hand Only 

15 

BoA 

7.61 

2.3 

7# 

01# 

I/A 

A 

Umbral Mace 

SPEll/NOTE Main Hand Only 

IS 

BoA 

7.61 

2.3 

6# 

83# 

10 

A 

Weighted Sop 

SPElL/NOTEMain Hand Only 

15 

BoE 

7.73 

2.2 

6# 

87# 

I/A 

A 

Bonegrinding Pestle 
SPELl/NOTE Moin Hond Only 

16 

BoA 

8.13 

2.4 

8# 

39# 

I/A 

A 

Engineer's Hammer 
SPElL/NOTEMain Hond Only 

16 

BoA 

B.13 

2.4 

7# 

76# 

I/A 

A 

Fist of the People's Militia 
SPELL/NOTE Main Hand Only 

17 

BoA 

8.44 

1.6 

9# 

54# 

12 

A 

Gnoll Punisher 

SPELL/NOTE Main Hand Only 

17 

BoE 

8.54 

2.4 

9# 

30# 

12 

A 

Petrified Shinbone 
SPELL/NOTE Main Hand Only 

17 

BoE 

8.75 

2 

9# 

75# 

12 

Sergeant's Worhommer 

17 

BoE 

8.57 

2.1 

9# 

33# 

12 

A 

Wicked Blackjock 
SPELL/NOTE Main Hand Only 

17 

BoE 

8.70 

2.3 

9# 

71# 

I/A 

A 

Hammer of Orgrimmor 
SPELL/NOTE Moin Hand Only 

18 

BoA 

9.14 

2.9 

11# 

27# 

13 

A 

Mo'grosh Mosher 
SPElL/NOTEMain Hand Only 

18 

BoE 

9.20 

2.5 

11# 

17# 

M 

A 

Borhed Club 

SPElL/NOTEMain Hand Only 

19 

BoE 

9.57 

2.3 

12# 

19# 

M 

A 

Gnoll Skull Basher 
SPELL/NOTE Main Hand Only 

19 

BoE 

9.63 

2.7 

12# 

30# 

I/A 

A 

Hardwood Cudgel 
SPELL/NOTE Main Hond Only 

20 

BoA 

10.00 

2.6 

13# 

63# 

li 

A 

Blackrock Mace 

SPELL/NOTE Main Hand Only 

21 

BoE 

10.60 

2.5 

16# 

81# 

li 

Cookie's Tenderizer 

21 

BoA 

10.54 

2.8 

15# 

97# 

17 

A 

Block Mollet 

SPELL/NOTE Main Hand Only 

22 

BoE 

11.11 

1.8 

19# 

62# 

17 

A 

Bruiser Club 

SPElL/NOTEMain Hand Only 

22 

BoE 

11.14 

2.2 

17# 

88# 

17 

A 

Shodowhide Mace 
SPELL/NOTE Main Hand Only 

22 

BoE 

11.14 

2.2 

18# 

50# 

17 

A 

Stout Bottlehommer 
SPELL/NOTE Main Hand Only 

22 

BoE 

10.87 

2.3 

19# 

69# 

l» 

A 

Jagged Star 

SPELL/NOTE Moin Hand Only 

24 

BoE 

12.32 

2.8 

23# 

76# 

20 

A 

Baron's Scepter 

SPELL/NOTE Main Hond Only 

25 

BoA 

12.71 

2.4 

26# 

11# 

20 

Battlesmosher 

25 

BoE 

12.78 

2.7 

26# 

95# 

20 

A 

Heavy Bronze Moce 
SPELL/NOTE Main Hond Only 

25 

BoE 

12.86 

2.8 

27# 

41# 

20 

Steelscale Crushfish 

25 

BoE 

12.80 

2.5 

25# 

81# 

20 

A 

Wicked Spiked Mace 
SPELL/NOTE Main Hand Only 

25 

BoE 

12.80 

2.5 

28# 

21# 

23 

Iridescent Hammer 

28 

BoE 

J4J4_ 

1-8^. 

36# 

93# 


F 

K GOOD MACES (IH) continued 

— 


m 










25 

Mighty Iran Hammer 

30 

BoE 

15.54 

2.8 


45# 

52# 

► 

SPELL/NOTE Main Hand Only 








26 

Leaden Mace 

31 

BoE 

16.03 

2.9 


50# 

96# 

28 

Sequoia Hammer 

33 

BoE 

17.04 

2.7 


59# 

58# 

► 

SPELL/NOTE Main Hand Only 








30 

Kovork's Bottle 

35 

BoE 

18.33 

3 


72# 

27# 

N/A 

Ryedol's Hammer 

36 

BoA 

19.00 

2.5 


79# 

76# 

P 

SPELL/NOTE Main Hand Only 








N/A 

Bookmaker's Scepter 

37 

BoA 

19.57 

2.3 


83# 

84# 

► 

SPELL/NOTE Main Hand Only 








32 

Giont Ouh 

37 

BoE 

19.74 

1.9 


87# 

55# 

► 

SPELL/NOTE Main Hand Only 








34 

Murphstar 

39 

BoE 

21.43 

2.1 


98# 

92# 

N/A 

Black Water Hammer 

40 

BoA 

22.22 

2.7 


12# 

56# 

► 

SPELL/NOTE Main Hand Only 








N/A 

Windstorm Hammer 

40 

BoA 

22.14 

2.1 

1 

12# 

62# 

► 

SPELL/NOTE Main Hand Only 








38 

Goblin Nutcracker 

43 

BoE 

25.00 

2.2 


38# 

77# 

41 

Big Black Moce 

46 

BoE 

27.50 

2.4 

1 

72# 

91# 

► 

SPElL/NOTEMain Hand Only 








41 

Galgann's Firehammer 

46 

BoA 

27.50 

2.2 

1 

80# 

76# 

P 

SPELL/NOTE On Attack: Chance to Oeol 80-112 Dmg 






42 

Skullcrusher Mace 

47 

BoE 

28.15 

2.7 

1 

89# 

40# 

44 

Diamond-Tip Floil 

49 

BoE 

29.17 

2.4 

2 

19# 

25# 

44 

Runed Mithril Hammer 

49 

BoE 

29.25 

2 

2 

16# 

60# 

P 

SPELL/NOTE Main Hand Only 








N/A 

Spirit of the Faerie Dragon 

51 

BoA 

30.38 

2.6 

2 

59# 

14# 

P 

SPELL/NOTE Main Hand Only 








N/A 

Gryphon Rider's Stormhammer 

53 

BoA 

31.48 

2.7 

2 

68# 

28# 

P 

SPELL/NOTE Main Hand Only, On Attock: Chonce to Deal 91-125 





48 

Smashing Star 

53 

BoE 

31.61 

2.8 

2 

83# 

08# 

49 

Fist of the Damned 

54 

BoA 

32.11 

1.9 

2 

95# 

51# 

P 

SPELL/NOTE Dn Attack; Chance to Steal 30 HP 







N/A 

Grave Scepter 

54 

BoA 

32.19 

1.6 

2 

88# 

96# 

P 

SPELL/NOTE Main Hand Only 








N/A 

Beostsmosher 

55 

BoA 

32.86 

2.1 

3 

27# 

23# 

P 

SPEll/NOTE Main Hand Only, Adds 30 Attack Power Vs. Beosts 





N/A 

Belgrom's Hammer 

55 

BoA 

32.86 

2.8 

3 

01# 

44# 

P 

SPELL/NOTE Main Hand Only 








50 

Blesswind Hummer 

55 

BoE 

32.86 

2.1 

3 

19# 

24# 

N/A 

Swiftstrike Cudgel 

55 

BoA 

32.50 

1.6 

3 

01# 

56# 

P 

SPELL/NOTE Main Hond Only, Add U Hit 








53 

Vokonic Hummer 

58 

BoE 

34.60 

2.5 

3 

92# 

55# 

P 

SPELL/NOTE Main Hand Only, On Attack: Chance to Deol IOO-12B 

•f 18 Over Time 



55 

Boshguuder 

60 

BoA 

35.74 

2.7 

4 

32# 

87# 


SPELL/NOTE Main Hond Only, On Allack: Chonce to Sunder Armor by SO 


4Q 


SIANDARl) MAC IS ( IH) 



ij 


mi 


WEAPONS 


I 






1 

Worn Moce 

2 None 

1.05 

1.9 

7# 

► 

SPELL/NOTE Main Hand Only 





1 

Club 

3 None 

1.05 

1.9 

10# 

► 

SPELL/NOTE Main Hand Only 





1 

Deadman Club 

3 None 

1.11 

1.8 

11# 

► 

SPELL/NOTE Moin Hand Only 





1 

Putrid Wooden Hummer 

3 None 

1.00 

2 

10# 

► 

SPELL/NOTE Moin Hand Only 





N/A 

Anvilmor Hummer 

4 BoA 

1.67 

2.1 

17# 

► 

SPELL/NOTE Main Hand Only 





N/A 

Forsaken Moul 

4 BoA 

1.58 

1.9 

17# 

> 

SPELL/NOTE Main Hond Only 





N/A 

Militia Hammer 

4 BoA 

1.52 

2.3 

17# 

► 

SPELL/NOTE Main Hand Only 





N/A 

Primitive Club 

4 BoA 

1.67 

2.1 

17# 

► 

SPELL/NOTE Main Hand Only 





N/A 

Rock Moce 

4 BoA 

1.58 

1.9 

16# 

► 

SPELL/NOTE Main Hand Only 





1 

Smoll Wooden Hammer 

4 None 

1.58 

1.9 

16# 

► 

SPELL/NOTE Main Hand Only 





N/A 

Thistlewood Maul 

4 BoA 

1.58 

1.9 

17# 

► 

SPELL/NOTE Main Hand Only 





2 

Cudgel 

7 None 

2.78 

1.8 

56# 

► 

SPELL/NOTE Main Hand Only 





2 

Flanged Mace 

7 None 

3.00 

2 

57# 

► 

SPELL/NOTE Main Hond Only 





2 

Kobold Mining Mollet 

7 None 

2.83 

2.3 

58# 

► 

SPEU/NOn Main Hand Only 











connnuea 


I N \ t R I O R M A C F S ( T H) 


3 

Frostmane Club 

B 

None 

3.25 

2 


759 

► 

4 

SPELL/NOTE Main HondOnly 
Billy Club 

9 

None 

3.86 

2.2 

l« 

109 

► 

4 

► 

SPELL/NOTE Moin Hand Only 
Copper Mace 

SPELL/NOTE Main Hand Only 

9 

None 

3.86 

2.2 

1« 

069 

4 

► 

Stone Gnoll Hammer 
SPElL/NOTEMoin Hand Only 

9 

None 

3.81 

2.1 

19 

109 

N/A 

Solid Metal Club 

10 

BoA 

4.44 

2.7 

1# 

46« 

► 

5 

SPELL/NOTE Main HondOnly 
Studded Blockjack 

10 

None 

4.17 

1.8 

19 

489 

► 

6 

SPELL/NOTE Moin Hand Only 
Spiked Wooden Plank 

11 

None 

4.74 

1.9 

19 

799 

► 

6 

► 

SPElL/NOTEMain HondOnly 
Trogg Club 

SPELL/NOTE Main HondOnly 

11 

None 

4.75 

2 

19 

919 

7 

► 

Broken Wine Bottle 
SPELL/NOTE Moin HondOnly 

12 

None 

5.29 

1.7 

29 

349 

9 

¥ 

Mace 

SPELL/NOTE Main HondOnly 

14 

None 

6.32 

1.9 

39 

479 

16 

Hommer 

21 

None 

9.58 

2.4 

109 

139 

> 

17 

► 

SPELL/NOTE Main HondOnly 
Bronze Mace 

SPElL/NOTEMain HondOnly 

22 

None 

10.00 

2.6 

119 

199 

20 

Floil 

25 

None 

11.82 

2.2 

159 

599 

► 

29 

SPELL/NOTE Main Hand Only 
Truncheon 

34 

None 

16.60 

2.5 

389 

389 

► 

41 

¥ 

SPELl/NOTEMoin HondOnly 
Morning Stor 

SPELL/NOTE Moin Hand Only 

46 

None 

25.79 

1.9 1 

059 

219 



4 

► 

Carpenter's Mollet 
SPELL/NOTE Main Hand Only 

9 

None 

2.94 

1./ 


72# 

7 

► 

Heavy Hommer 

SPELL/NOTE Main Hand Only 

12 

None 

3.75 

2.4 

19 

SO# 

12 

► 

Ornamental Mace 
SPELL/NOTE Main Hand Only 

17 

None 

5.18 

2.8 

39 

66# 

17 

► 

Bludgeoning Cudgel 
SPELL/NOTE Main Hand Only 

22 

None 

6.67 

1.8 

79 

79# 

23 

► 

Bulky Bludgeon 

SPElL/NOTEMain HondOnly 

28 

None 

8.75 

2.8 

159 

48# 

23 

► 

Large Bear Bone 
SPElL/NOTEMain Hand Only 

28 

None 

8.75 

2.4 

149 

84# 

29 

¥ 

Noboru's Cudgel 
SPELL/NOTE Main HondOnly 

34 

BoA 

10.48 

2.1 


0# 

35 

¥ 

Stone Club 

SPELl/NOTEMoin HondOnly 

40 

None 

13.18 

2.2 

429 

89# 

41 

► 

Blunting Moce 

SPELl/NOTEMoin HondOnly 

46 

None 

16.43 

2.1 

719 

98« 

49 

► 

Clout Moce 

SPElL/NOTEMain HondOnly 

54 

None 

19.35 

2.3 1 

139 

62# 



47 

Toron Icebreaker 

52 

BoE 49.57 

2.3 5 

529 

899 

51 

Enchonted BoHlehommer 

56 

BoE 

48.08 

2.6 4 

819 

24# 

¥ 

SPEll/NOTE On Attack: Chonce to Deol 1 80-220 Omg/36 Over Time 



¥ 

SPELL/NOTE Add l%Porry 














52 

Impervious Giant 

57 

BoA 

48.89 

2.7 5 

419 

67# 









► 

53 

SPELL/NOTE AC +30, Add 1% Hit 
Twig of the World Tree 

5B 

BoE 

49.73 

3.7 5 

659 

B8# 


H SUPERIOR MACES (2H) 




55 

Fist of Omokk 

60 

BoA 

51.36 

3.3 5 

949 

10# 








56 

¥ 

Molown'sSlom 61 BoA 52.11 3.8 6 

SPELL /NOTE On Attnck ChnncA In Ailil S(1 In Mur Sir.nnili nnri nn7. Fnn 17 

23# 

80# 

16 

Block Malice 

21 

BoE 18.33 

3.3 

249 

959 

57 

Frightskull Shaft 

62 

BoA 

53.09 

3.4 6 

939 

32# 

► 

SPELL/NOTE On AHock: Chonce to Deol 55-85 Shadow Dmg 




► 

SPELL/NOTE On Attack: Chonce to Deal 120 Dmg Over Time and Reduce Strength 



16 

Rokzur Club 

21 

BoE 18.27 

2.6 

239 

629 

58 

Hammer of the Titons 

63 

BoE 

53.82 

3.B 7 

09# 

12# 

18 

Smite's Mighty Hammer 

23 

BoA 19.71 

3.5 

319 

039 

¥ 

SPELL/NOTE On AHock: Chance to Stun Target for 3 sec 





23 

Dense Triangle Moce 

28 

BoE 22.92 

2.4 

549 

369 

58 

Seeping Willow 

63 

BoA 

53.94 

3.3 7 

08# 

84# 

24 

Sloghommer 

29 

BoE 23.75 

2.8 

639 

409 

► 

SPELL/NOTE On AHock: Chance to Deol 200 Dmg Over Time and Reduce All Stots 



N/A 

Verigon's Fist 

31 

BoA 25.63 

3.2 

749 

599 

N/A 

Shimmering Platinum Worhommer 


BoA . 

53.87 

JJ 7 



29 

Cobalt Crusher 

34 

BoE 28.91 

3.2 1 

019 

469 









► 

SPELL/NOTE On AHock: Chance to Deal 110-120 Frost Dmg 












29 

► 

Manual Crowd Pummeler 34 BoA 29.00 2 

SPELL/NOTE On AHock: Chance to Add S09( AHock Sneed lor 30 sec 

959 

649 

4 


VOS 






30 

Viscous Hammer 

35 

BoE 30.17 

2.9 1 

089 

099 





” 




► 

SPELL/NOTE AHock Power 34 






nn 



rm 




Ml 

32 

The Pacifier 

37 

BoE 32.50 

4 1- 

289 

239 

1 

Bottleworn Hammer 

2 

None 

1.38 

2.9 


9# 

32 

The Shoveler 

37 

BoE 32.50 

3.4 1 

289 

319 

1 

large Club 

3 

None 

1.56 

3.2 


14# 

► 

SPELL/NOTE AHock Power 20 






N/A 

Anvilmor Sledge 

4 

BoA 

2.10 

3.1 


20# 

N/A 

Whirlwind Worhommer 

40 

BoA 35.74 

3.4 1 

729 

649 

N/A 

Militia Worhommer 

4 

BoA 

1.90 

2.9 


21# 

37 

Thornstone Sledgehommer 

42 

BoE 37.19 

3.2 1 

949 

079 

3 

Kobold Mining Shovel 

6 

None 

2.96 

2.7 


47# 

► 

SPELL/NOTE Nature Resist +10 






2 

Farmer's Shovel 

7 

None 

3.78 

3.7 


68# 

39 

Mogroine's Might 

44 

BoA 38.93 

2.8 2 

259 

679 

3 

Beotstick 

8 

None 

4.42 

2.6 


99# 

40 

The Jockhommer 

45 

BoE 39.60 

2.5 2 

S49 

639 

4 

Wooden Mallet 

9 

None 

5.00 

2.6 

1# 

40# 

► 

SPELL/NOTE On AHock: Chance to Add 30% AHock Speed 




N/A 

Thicket Hammer 

II 

BoA 

6.45 

3.1 

2# 

35# 

44 

The Rockpounder 

49 

BoA 42.70 

3.7 3 

229 

489 

10 

Giant Club 

15 

None 

9.00 

3.5 

5# 

33# 

► 

SPELL/NOTE Add 2% Crit 






11 

Heavy Copper Maul 

16 

None 

9.46 

2.8 

5# 

95# 

45 

Blonchord's Stout 

50 

BoE 43.39 

3.1 3 

509 

429 

15 

Rhohk'Zor's Hammer 

20 

None 

11.88 

3.2 

10# 

81# 

► 

SPELL/NOTE Rre Resist +5 






16 

Rock Hammer 

21 

None 

12.57 

3.7 

12# 

57# 

45 

Rogehommer 

50 

BoE 43.38 

3.7 3 

679 

329 

20 

Bronze Worhommer 

25 

None 

15.16 

3.1 

19# 

44# 

► 

SPELL/NOTE On AHock: Chance to Add 20 Dmg ond 5% AHock Speed 



21 

Maul 

26 

None 

16.03 

2.9 

21# 

94# 

47 

The Judge's Gavel 

52 

BoE 45.00 

2.9 3 

789 

339 

30 

War Hammer 

35 

None 

22.29 

3.5 

52# 

97# 

¥ 

SPELL/NOTE On Attack: Chonce to Imprison Torget (No Actions/No Dmg) for 10 sec 



40 

War Maul 

45 

None 

32.42 

3.3 1 

229 

21# 

50 

Dork Iron Pulverizer 

55 

BoE 47.43 

3.7 4 

579 

609 










SPFLL/NOTE On Attack: (honce to Stun Fm for 8 set 










i:w4'/:Uii« 


» 62# 


47# 

68 # 

99# 

40# 

35# 

33# 

95# 

81# 

57# 

44# 

94# 

97 # 




1 J 

GOOD MACES (2H) 


L J 

GOOD MACES (2H) continued 


72# 

m 

Coldridge Hammer 

12 

BoA 

8.33 

2.7 

4# 

66# 

N/A 

Servomechonic Sledgehammer 

41 

BoA 

30.23 

2.2 1 

50# 

28# 

50# 

I/A 

Goblin Smasher 

12 

BoA 

8.23 

3.1 

5# 

03# 

► 

SPEll/NOTE Adds 7 to 2H Mace Skill 







1 

Icepone Worhommer 

12 

BoE 

8.48 

3.3 

5# 

06# 

N/A 

Silver Spode 

41 

BoA 

30.14 

3.7 1 

45# 

87# 

66# 

I/A 

Bonecrocker 

13 

BoA 

9.06 

3.2 

6# 

40# 

N/A 

Crogwood Moul 

42 

BoA 

31.25 

2.8 1 

64# 

84# 

1 

Spiked Qub 

13 

BoE 

9.03 

3.1 

6# 

10# 

N/A 

Rock Pulverizer 

42 

BoA 

31.22 

3.7 1 

68# 

37# 

79# 

I/A 

Slonewood Hammer 

14 

BoA 

9.53 

3.2 

7# 

05# 

► 

SPEll/NOTE Attack Power 34 







10 

Birchwood Moul 

15 

BoE 

10.00 

3.3 

9# 

22# 

N/A 

Tok'kor's Murloc Basher 

43 

BoA 

32.32 

2.8 1 

74# 

85# 

48# 

10 

Burrawing Shovel 

15 

BoE 

10.00 

2.3 

9# 

22# 

41 

Greater Moul 

46 

BoE 

35.74 

3.4 2 

15# 

52# 

13 

Ironwood Maul 

18 

BoE 

11.79 

2.8 

14# 

08# 

43 

Conk Hammer 

48 

BoE 

37.29 

3.5 2 

53# 

78# 

84# 

14 

Heavy Spiked Mace 

19 

BoE 

12.50 

3.4 

14# 

70# 

45 

Royal Mallet 

50 

BoE 

38.70 

2.7 2 

88# 

89# 

10 

Heovy Gnoll War Club 

21 

BoE 

13.65 

3.7 

20# 

64# 

49 

Inlaid Thorium Hommer 

54 

BoE 

41.83 

3 3 

88# 

71# 


10 

Oak Mallet 

21 

BoE 

13.71 

3.5 

20# 

72# 

51 

Bockbreoker 

56 

BoE 

43.39 

3.1 4 

15# 

17# 

0# 

10 

Trogg Beater 

21 

BoE 

13.75 

3.6 

21# 

18# 

53 

Force of Magma 

58 

BoA 

45.00 

3.2 4 

69# 

83# 

89# 

10 

Battering Hammer 

23 

BoE 

15.16 

3.1 

27# 

41# 

► 

SPEll/NOTE On Attack; Chance to Deal 150 Rre Dmg 





10 

Shadowhide Maul 

23 

BoE 

15.17 

3 

26# 

23# 

53 

Painbringer 

58 

BoE 

44.82 

2.8 4 

68# 

23# 

98# 

20 

Hefty Bottlehommer 

25 

BoE 

16.88 

3.2 

33# 

06# 

56 

Fierce Mauler 

61 

BoE 

47.42 

3.3 5 

44# 

05# 

20 

Ironwood Treebronch 

25 

BoE 

16.76 

3.4 

33# 

24# 

58 

. Brutehommer 

63 

BoE 

48.97 

3.4 6 

02# 

03# 



M/A Demolition Hammer 
N/A Heodbosher 
22 Kazon's AAoul 
l/A Ort Crusher 
N/A Brule Hommer 
N/A Glacial Slone 
> SPEll/NOTE On Attack: C 
B/A Mechonic's Pipehommer 
2i Solid Iron Maul 
29 Goblin Power Shovel 

29 Golden Iron Destroyer 

31 Bollost Maul 
31 Huge Slone Club 
31 Korg Bol 
33 Rock Hammer 
35 Sequoio Branch 


26 BoA 

27 BoE 


17.61 2.3 

17.61 2.3 


18.24 3.4 
18.19 3.6 


19.09 3.3 
20.28 3.6 


40# 

36# 

41# 

44# 

44# 

53# 


16# 

71# 

97# 

18# 

26# 

37# 



30 

BoA 

20.36 

2.8 

56# 

32# 

4 

Crocked Sledge 

9 

None 

3.79 

3.3 


97# 

31 

BoE 

21.14 

3.5 

62# 

58# 

9 

Rusty Worhommer 

14 

None 

5.67 

3 

2# 

94# 

34 

BoE 

22.88 

3.3 

83# 

57# 

14 

Battered Mallet 

19 

None 

7.41 

2.9 

6# 

03# 

34 

BoE 

22.91 

2.75 

83# 

60# 

17 

Wooden Moul 

22 

None 

8.62 

2.9 

9# 

63# 

36 

BoE 

24.71 

3.4 1 

00# 

77# 

22 

Rock Moul 

27 

None 

10.86 

2.9 

17# 

65# 

36 

BoE 

24.72 

3.6 1 

02# 

61# 

30 

Large War Club 

35 

None 

14.19 

3.1 

34# 

51# 

36 

BoE 

24.68 

3.1 

96# 

35# 

45 

Crushing Moul 

50 

None 

23.18 

3.3 1 

20# 

59# 

38 

BoE 

26.67 

3 1 

15# 

56# 

52 

Bulky Moul 

57 

None 

26.53 

3.6 1 

< 69# 

15# 


BoE 28.95 3.8 1 35# 30# 


;/ POLEARMS 


€1 


M IM 1‘ f j POE I ARM 


GOOD POLEARMS 


liWVTWM 


W 

> 

Gargoyle's Bite 
SPEll/NOTE AC +60 

22 BoE 18.97 

2.9 

28# 

S4# 

a 

► 

Bloodpike 28 BoE 23.13 

SPELL/NOTE On Attock: Chance for 1 10 Dmg Over 30 sec 

3.2 

53# 

82# 

31 

► 

Poison-tipped Bone Speor 36 BoE 31.30 

SPELL/NOTE On Attock; Chance for 150 Dmg Over 30 sec 

2.3 1 

21# 

83# 

34 

Ruthless Shiv 

39 BoE 34.81 

2.7 1 

SO# 

74# 

35 

> 

Grim Reaper 40 BoE 35.65 

SPELL/NOTE On Attock: Chance to Deol 130 Dmg 

3.1 1 

58# 

05# 

39 

Khoo's Point 

44 BoE 38.80 

2.5 2 

18# 

33# 

42 

Grimlok's Charge 

47 BoA 40.93 

2.7 2 

82# 

18# 

43 

Bonechewer 

48 BoE 41.96 

2.8 2 

93# 

67# 

43 

Eyegouger 

48 BoE 41.83 

3 3 

17# 

25# 

44 

> 

Diobolic Skiver 49 BoA 42.76 

SPELL/NOTE On Attack: Chonce lor 160-180 Shadow Dmg 

2.9 3 

33# 

46# 

45 

A 

Blight SO BoE 43.33 

SPELL/NOTE On Attock: Chance for 50 Dmg and 180 Over Time 

2.7 3 

38# 

57# 

4i 

Headspike 

51 BoA 44.17 

3 3 

92# 

88# 

47 

Stoneroven 

52 BoE 44.85 

3.3 3 

87# 

19# 

49 

A 

Smoldering Clow 54 BoA 46.55 

SPELL/NOTE Fire Resist +10, On Attack; Chance for 135 Rre Dmg 

2.9 4 

59# 

80# 

51 

A 

Frenzied Striker 
SPEll/NOTE Add IX Parry 

56 BoA 48.21 

2.8 4 

83# 

30# 

53 

A 

Flame Wroth 58 BoA 49.70 

SPELL/NOTE On Attack: Chance for Rre Shield and 130-170 AoE 

3.3 5 

76# 

26# 

55 

Dorkspeor 

60 BoE 51.25 

3.2 6 

26# 

25# 

55 

A 

The Needier 60 BoE 51.36 

SPELL/NOTE On Attack: Chance to Deal 75 Dmg 

2.2 6 

07# 

84# 

5i 

A 

Chillpike 61 BoA 52.32 

SPEll/NOTE On Attack: Chonce to Deol 80-90 Frost Dmg 

2.8 6 

26# 

29# 

51 

Blockhond Doomsow 

63 BoA 54.00 

3.5 7 

43# 

46# 

A 

SPEll/NOTE On Attack: Chance to Deal 324-540 Dmg 





20 Pearl-encrusted Speor 

20 Impaling Horpoon 

24 Armor Piercer 

31 Headhunting Spoor 

N/A While Bone Speor 


c ? 


STANDARD POLEARMS 


20 Short Speor 
30 Heo vy Sp eor 


2S None IS. 1 5 3.3 

35 None 22.37 3.8 


20# 29# 

54# 26# 



25 None 10.00 3.7 


19# 10» 


LEATHER ARMOR 



BoE 

13.75 

3.2 

20# 

79# 


BoA 

14.38 

2.4 

23# 

23# 


BoA 

19.81 

2.6 

4B# 

52# 

BoE 

24.69 

3.2 1 

< 02# 

24# 


BoA 

40.37 

2.7 3 

41# 

08# 





35 

Stoff of Jordan 40 

BoE 

40.41 

3.7 

17® 

709 

H/A 

Arcane Staff 

ID 

BoA 

7.07 

2.9 

3® 

06« 

► 

SPELL/NOTE Increase spell Dmg 13 






N/A 

Gritroot Staff 

10 

BoA 

6.92 

2.6 

3® 

02# 

43 

Warden Staff 48 

BoE 

46.46 

2.4 

289 

639 

H/A 

Ley Staff 

10 

BoA 

7.07 

2.9 

3# 

OS# 

► 

SPELL/NOTE Adds IS Defense, AC +260 






N/A 

Balanced Fighting Stick 

13 

BoA 

8.86 

2.2 

6® 

01# 

49 

Glowing Brightwood Staff 54 

BoE 

51.29 

3.1 

709 

189 

N/A 

Darkwood Staff 

13 

BoA 

9.06 

3.2 

5® 

92# 

► 

SPEIL/NOTE Nature Resist +15 






8 

Sturdy Quarterstaff 

13 

BoE 

8.93 

2.8 

6® 

31# 

56 

Elemental Mage Stoff 61 

BoE 

57.50 

3.2 

309 

009 

N/A 

Dakthrush Staff 

14 

BoA 

9.46 

2.8 

7® 

02# 

► 

SPELL/NOTE Increase Rre Dmg 21, Rre & Frost Resist +20 




N/A 

Cauldron Stirrer 

IS 

BoA 

10.16 

3.1 

9® 

19# 

57 

Heodmoster's Charge 62 

BoA 

58.45 

2.9 

709 

139 

10 

Staff of Conjuring 

IS 

BoE 

10.17 

3 

9® 

05# 








► 

SPELL/NOTE On Use: Summons Food to Eot 













11 

Delias Mage Staff 

16 

BoE 

10.71 

2.8 

9® 

95# 

4 

SUPERIOR STAVES 

j| 13 

Foomspittle Staff 
Riverpaw Mystic Staff 

17 

18 

BoE 

BoE 

11.41 

11.83 

3.2 

3 

11® 

13® 

84# 

92# 







' 

^ 13 

Staff of Nobles 

18 

BoE 

11.88 

3.2 

13® 

17# 

CE 

'I'.'i f I M ! 1 ! 






1 N/A 

Staff of Orgrimmor 

18 

BoA 

11.82 

3.3 

12® 

82# 

M 

Witching Stave 22 

BoE 

19.17 

3.6 

299 

229 

14 

Gnarled Hermit's Staff 

19 

BoE 

12.50 

2.8 

15® 

72# 

> 

SPELL/NOTE Increose Shadow Dmg 7 






14 

Medicine Staff 

19 

BoE 

12.60 

2.5 

14® 

87# 

18 

Emberstone Staff 23 

BoA 

19.67 

3 

319 

619 

14 

Riverside Staff 

19 

BoE 

12.58 

3.1 

14® 

97# 

18 

Stoff of the Blessed Seer 23 

BoE 

19.67 

3 

329 

559 

15 

Channeler's Staff 

20 

BoE 

13.09 

3.4 

18® 

55# 

► 

SPEIL/NOTE Increase Healing 22 






15 

Lesser Staff of the Spire 

20 

BoE 

13.09 

3.4 

18® 

54# 

H/A 

Crescent Staff 24 

BoA 

20.34 

2.9 

369 

809 

N/A 

Wind Rider Staff 

20 

BoA 

13.04 

2.8 

17® 

10# 

19 

Staff of the Friar 24 

BoE 

20.38 

2.6 

359 

989 

N/A 

Ceranium Rod 

22 

BoA 

14.44 

2.7 

23® 

22# 

H/A 

Staff of Westfall 24 

BoA 

20.50 

3 

369 

399 

18 

Nightbane Staff 

23 

BoE 

15.00 

2.7 

26® 

33# 

19 

Twisted Chanter's Staff 24 

BoE 

20.44 

3.4 

359 

179 

18 

Staff af Horrors 

23 

BoE 

15.15 

3.4 

26® 

92# 

20 

Living Root 25 

BoA 

21.21 

2.9 

409 

539 

► 

SPELL/NOTE On Attock: Reduce Torget's Dmg by 5 for 2 

min 




> 

SPEll/NOTE Nature Resist +5 






N/A 

Staff of the Purifier 

23 

BoA 

15.27 

3.7 

26® 

35# 

21 

Odo's ley Staff 26 

BoA 

21.72 

2.9 

489 

029 

► 

SPELL/NOTE On Use: Remove 1 Poison/1 

Diseose From Torget 




22 

Staff of the Shode 27 

BoE 

22.31 

2.6 

509 

169 

N/A 

Brewing Rod 

25 

BoA 

16.90 

2.9 

34® 

39# 

► 

SPELL/NOTE Increase Shadow Dmg 13 






N/A 

Hardened Root Staff 

25 

BoA 

16.82 

3.3 

35® 

00# 

24 

Rod of the Sleepwalker 29 

BoA 

23.75 

2.8 

599 

549 

N/A 

Ickle Rod 

25 

BoA 

16.84 

3.8 

34® 

76# 

26 

Gnarled Ash Stoff 31 

BoE 

25.63 

3.2 

709 

699 

► 

SPEll/NOTE Increose Frost Dmg 6 







27 

Hydrocane 32 

BoA 

21.61 

2.8 

829 

109 

N/A 

Stoff of Soron'ruk 

25 

BoA 

16.90 

2.9 

33® 

44# 

► 

SPELL/NOTE Frost Resist +15, Allows Breothing Underwater 




► 

SPELL/NOTE Increose Shodow Dmg 5 







27 

Wind Spirit Stoff 32 

BoA 

26.67 

3.3 

829 

679 

21 

Cryptbone Stoff 

26 

BoE 

17.41 

2.9 

36® 

44# 

31 

Loksey's Troining Stick 36 

BoA 

31.29 

3.1 1 

229 

799 

22 

Dworven Mogestalf 

27 

BoE 

18.39 

2.8 

44® 

14# 

► 

SPELL/NOTE Add 60 Ahock Power Vs. Beasts 






22 

Korn's Walking Stick 

27 

BoE 

18.39 

2.8 

40® 

23# 

32 

Windweaver Stoff 37 

BoE 

32.42 

3.1 1 

289 

749 

22 

Ogremoge Staff 

27 

BoE 

18.24 

3.4 

41® 

17# 

► 

SPELL/NOTE Increose Arcone Dmg 8 






24 

Mogician Stoff 

29 

BoE 

19.67 

3 

50® 

59# 

33 

Black Duskwood Staff 38 

BoE 

33.57 

2.B 1 

459 

779 

28 

Bloodscalp Channeling Staff 

33 

BoE 

22.32 

2.8 

72® 

39# 

► 

SPELL/NOTE On Attack: Chance to Deal 110-140 Shadow Dmg 




► 

SPELL/NOTE Increose Noture Dmg 11 







34 

Illusionary Rod 39 

BoA 

34.71 

3.4 1 

599 

249 

29 

Acrobatic Staff 

34 

BoE 

22.95 

2.2 

80® 

88# 

37 

Ironshod Bludgeon 42 

BoA 

37.20 

2.5 1 

869 

399 

32 

Big Stick 

37 

BoE 

25.67 

3 1 

07® 

79# 

41 

Tonglewood Stoff 46 

BoE 

40.29 

3.4 2 

629 

099 

34 

Staff of Protection 

39 

BoE 

27.67 

3 1 

26® 

19# 

► 

SPELL/NOTE Increase Nature Dmg 8 






► 

SPELL/NOTE AC +100, Arcane, Rre, Frost, Noture 

, & Shadow Resist +6 



42 

Bludgeon of the Grinning Dog 47 

BoE 

41.18 

3.4 2 

699 

749 

N/A 

Celestial Stave 

40 

BoA 

28.83 

3 1 

31® 

14# 

► 

SPEll/NOTE On Attock: Chonce for a 3 sec Stun 






► 

SPELL/NOTE Increase Arcone Dmg 7 







42 

Witch Doctor's Cone 47 

BoE 

41.09 

2.3 2 

959 

859 

N/A 

Staff of Dar'Orahil 

40 

BoA 

28.89 

2.7 1 

31® 

47# 

► 

SPELL/NOTE Increase Nature Dmg 19 






> 

SPELL/NOTE Increose Shadow Dmg 1 1 







45 

The Chief's Enforcer 50 

BoA 

43.53 

3.4 3 

599 

369 

N/A 

Staff of Noh'Orahil 

40 

BoA 

28.89 

2.7 1 

31® 

47# 

► 

SPELL/NOTE On AHock: Chonce lor a 3 sec Stun 






► 

SPELL/NOTE Increose Rre Dmg 1 1 







48 

Kindling Stave 53 

BoA 

45.86 

2.9 4 

329 

349 

36 

Spellforce Rod 

41 

BoE 

30.16 

3.2 1 

46® 

95# 

► 

SPELL/NOTE Fire Resist +10 






► 

SPEll/NOTE Increose SPELL Dmg 10 







49 

Soulkeeper 54 

BoE 

46.58 

3.8 4 

349 

209 

37 

Monk's Staff 

42 

BoE 

31.25 

2.4 1* 

66® 

40# 

N/A 

Dancing Sliver 60 

BoA 

51.25 

2.4 6 

459 

029 

39 

SpirHchoser Staff 

44 

BoE 

33.57 

2.8 1 

91® 

39# 

N/A 

Argent Crusoder 62 

BoA 

53.00 

3 6 

779 

829 

N/A 

Nimboya's Mystical Staff 

46 

BoA 

35.65 

2.3 2- 

249 

95# 

49 

Spire of Hokkar 54 

BoA 

46.47 

3.4 4 

439 

149 

N/A 

Sonctimonial Rod 

46 

BoA 

35.65 

3.1 2 

13® 

77# 

► 

SPELL/NOTE Increase SPELL/NOTE Dmg 9 






N/A 

Spellbinder 

46 

BoA 

35.74 

2.7 2‘ 

16® 

13# 

51 

Spire of the Stoneshaper 56 

BoE 

48.24 

3.4 4 

859 

019 

H/A 

Stoff of Lore 

48 

BoA 

37.26 

3.1 2 

55® 

01# 

► 

SPELL/NOTE On Use: Add 1000 Armor but Prevents spells/Melee Attacks 



H/A 

Strength of the Treont 

SO 

BoA 

38.92 

3.7 2 ‘ 

99® 

52# 

55 

Guiding Stave of Eternol Wisdom 60 

BoA 

51.36 

3.3 6 

129 

389 

47 

Diviner Long Staff 

52 

BoE 

40.38 

2.6 3 

16® 

66# 

► 

SPELL/NOTE Increases Group MP Regen by 10 






49 

Thoumoturgist Staff 

54 

BoE 

41.81 

3.6 3> 

57® 

14# 

55 

Slovedriver's Cone 60 

BoA 

51.32 

3.4 6 

379 

699 

53 

Magus Long Stoff 

58 

BoE 

45.00 

3.4 4 

52® 

63# 

> 

SPELL/NOTE Increases Group HP/MP Regen by 6 






N/A 

Enchanted Azsharite Felbane Staff 

60 

BoA 

46.61 

2.8 S' 

27® 

47# 

56 

Trindlehoven Staff 61 

BoA 

52.14 

2.1 6 

579 

499 

► 

SPELL/NOTE Add 78 Attack Power Vs. Demons 






57 

Staff of Hale Mogefire 6J 

BoE 

53.03 

6 

529 

259 

55 

Solstice Staff 

40 

M 


JA . _L 

02® 

85# 



06« 
02 # 
05# 
01 # 
92# 
31# 
02 # 
19# 
05# 


95# 

84# 

92# 

17# 

82# 

72# 

87# 

97# 

55# 

54# 

10 # 

22 # 

33# 

92# 


9 39# 

9 00 # 

9 76# 


44# 

14# 

23# 

17# 

59# 

39# 


9 88 # 

• 79# 

• 19# 


40# 

39# 

95# 

77# 

13# 

01 # 

52# 

66 # 

14# 

63# 

47# 


• 85 # 


1 

Bent Staff 

2 None 

1.38 

2.9 

9# 

N/A Blemished Wooden Staff 

11 

BoA 

6.41 

3.2 

2# 

36# 

1 

Handcrafted Staff 

2 None 

1.38 

2.9 

9# 

11 Quarter Staff 

16 

None 

9.44 

2.7 

6# 

04# 

1 

Crooked Staff 

3 None 

1.67 

3.3 

14# 

15 Gnarled Staff 

20 

None 

11.90 

2.9 

11# 

08# 

B/A 

Elder's Cane 

4 BoA 

2.14 

3.5 

20# 

20 long Staff 

25 

None 

15.17 

3 

19# 

72# 

B/A 

Militio Quarterstalf 

4 BoA 

1.96 

2.8 

21# 

31 Battle StoH 

36 

None 

22.94 

3.4 

58# 

71# 

B/A 

PrimHive Walking Stick 

4 BoA 

2.10 

3.1 

20# 

40 War Staff 

45 

None 

32.42 

3.3 1 

4 23# 

.. Jli...... 

1 

Short Staff 

4 None 

2.03 

3.2 

20# 










8/A ThisHewood Staff 
N/A Executor Staff 
H/A Smooth Walking Staff 


BoA 2.10 3.1 

2.59 2.9 

2.73 3.3 


21 # 

30# 

32# 


INFFRIOR STAVES 


3 

B/A 

termers Broom 
Gnarled Short Stoff 

0 

8 

none 

BoA 

J./V 

4.29 

J.3 

2.8 


IDV 

99# 

3 

Withered Stoff 

8 

None 

3.33 

3 


68# 

3 

Long Bo Stoff 

8 

None 

4.20 

2.5 

1# 

00# 

7 

Rough Wooden Staff 

12 

None 

5.00 

3.3 

1# 

96# 

3 

Wolking Stick 

8 

None 

4.20 

2.5 

1# 

00# 

13 

Chipped Quarterstaff 

18 

None 

7.10 

3.1 

5# 

22# 

4 

Vile Fin Orocle Staff 

9 

None 

5.00 

2.9 

1# 

41# 

18 

Cedar Walking Stick 

23 

None 

9.11 

2.8 

10# 

96# 

B/A 

Dreamwatcher Staff 

10 

BoA 

5.63 

3.2 

1# 

83# 

23 

Oaken War Staff 

28 

None 

11.35 

3.7 

17# 

90# 

5 

Driftwood Branch 

10 

None 

5.74 

3.4 

1# 

74# 

32 

Metal Stave 

37 

None 

15.32 

3.1 

42# 

08# 

5 

Frostbit Stoff 

10 

None 

5.74 

2.7 

1# 

86# 

42 

Heovy Wor Staff 

47 

None 

21.91 

3.4 

98# 

21# 

5 

Frostmane Staff 

10 

None 

5.65 

3.1 

1# 


llL 

Stout War Staff 

51 

None 

23.B7 

3.1 1 

19# 

24# 


!/ ONE-HANDED SWORDS 


EPIC SWORDS (IH) 


36 Dazzling Longsworri 41 BoE 31.47 1.7 1 85# 

► SPEll/NOTE Main Hond Only, On Attack: Chance to Sunder Armor 1 00/Prevent Steolth 
« Bloodrozor 50 BoE 37.04 2.7 3 91# 

6 SPELl/NOTE Main Hand Only, On Attock: Chance to Deal 1 20 Dmg Over 30 sec 

51 Xrol Blade 56 BoE 40.89 2.8 5 18# 

k SPELL/NOTE Moin Hand Only, Add 1 % CrH 

52 Dragon's Call 57 BoA 41.40 2.5 S' 69# 

k SPELL/NOTE On Attack: Chance ta Summon Dragon Whelp (Up to 3/BaHle) 

60 Teebu's Blozing Longsword 65 BoE 47.24 2.9 B 70# 

k SPELL/NOTE Moin Hand Only, Deals 22-24 Fire Dmg 


a 


StJPFRIOR SW()RF)S HH) 


15 Ironpatch Blode 20 BoE 13.46 2.6 

15 Night Watch Shortsword 20 BoE 13.46 2.6 

19 Cruel Borb 24 BoA 15.54 2.8 

k SPELL/NOTE Attack Power 12 

19 Shodowfang 24 BoE 15.56 2.7 

k SPELL/NOTE Main Hand Only, On Attack; Chance to Deol 30 Shadow Dmg 
B/A Wingblade 24 BoA 15.68 2.2 

SPELL/NOTE Main Hand Only 


21 Twisted Sabre 

k SPELL/NOTE Main Hand Only 

22 Heovy Marauder Scimitar 

k SPELL/NOTE Main Hond Only 

22 Sword of Corruption 


26 BoE 16.67 1.B 


27 BoE 17.08 2.4 


27 BoE 17.14 2.1 


SPELL/NOTE On Attack: Chance to Deal 30 Dmg Over 3 sec 

B/A Sword of Omen 44 BoA 29.74 1.9 

B/A Sword of Serenity 44 BoA 30.00 2.2 

B/A Mirah'sSong 61 BoA 40.00 1.8 

B/A Argent Avenger 62 BoA 40.6B 2.2 

k SPELL/NOTE On Attack: Chance to Add 200 Attack Power Vs. Undeod 
23 Sword of Decoy 2B BoE 17.59 2.7 


SPELL/NOTE Moin Hand Only, On Attack: Chonce to Reduce Foe Strength by 10 
The Block Knight 31 BoE 19.74 1.9 

SPELL/NOTE Main Hand Only, On Attock: Chonce to Deal 35-45 Dmg 
The Butcher 31 BoE 19.64 2.B 

SPELL/NOTE Main Hand Only 

Electrocutioner leg 34 BoA 22.06 1.7 

k SPELL/NOTE Main Hand Only, On Attack; Chance to Deal 1 0-20 Nature Dmg 
29 Zealot Blade 34 BoE 22.14 2.8 

31 Tainted Pierce 36 BoE 24.21 1.9 

k SPELL/NOTE On Attock: Chance to Deal 45 Dmg Over 3 set 

32 Bye of the Basilisk 37 BoE 25.00 1.9 

k SPELL/NOTE On Attack: Chance to Add 50 Defense for 5 sec 

33 Reforged Blade of Heroes 38 BoE 20.45 2.2 

34 Scorpion Sting 39 BoE 26.46 2.4 

k WEll/NOTE On Attock: Chonce to Deo l 65 Po is on Dmg O ve r 25 sec 


i 


SUPERIOR SW'ORDS (IH) continued 


SPELL/NOTE On Attock; Chance to Deal 30 Holy Dmg 

Phantom Blode 49 BoE 32.69 2.6 2 

SPELL/NOTE Main Hand Only, On Attack: Chance to Sunder Armor 100/Prevent Steolth 


SPEll/NOTE Main Hand Only, On Attack: Chonce to Shield User lor 55-85 Dmg 


82# 

87# 

12 # 

36# 

45# 

61# 

57# 

75#, 

80# 

92# 

00 # 

14# 

17# 


55# 

14# 

73# 

22 # 

62# 

05# 

47# 

64# 

94# 

22 # 


21 # 

74# 


SPELL/NOTE Main Hand Only, Adds 15 Attock Power to Group Members 
EbonHihofMorduk 59 BoA 38.89 2.7 

SPELL/NOTE Main Hand Only, On Attack: Chance to Deal 210 Dmg Over 3 sec 
Silent Fang 62 BoA 40.63 1.6 

SPELL/NOTE Main Hond Only, On Attack: Chon 
Dal'Rend's Sacred Charge 63 

SPELL/NOTE Main Hand Only, Add IX CrH 
Dol'Rend's Tribol Guardian 63 

SPELL/NOTE Off-Hand Only, Adds 10 Defense and 100 Armor 


SPEll/NOTE Main Hand Onl y , Ad ds 1 D mg an d 10 A rmor 


29# 

35 

36 

Annealed Blade 
Ginn-su Sword 

40 

41 

BoE 

BoE 

27.22 

27.94 

1.8 1 

1.7 1 

29# 

35# 

80# 

94# 


36 

Speedsteel Rapier 

41 

BoE 

28.06 

1.8 1' 

47# 

10# 

25# 

38 

Nordic Longshank 

43 

BoA 

29.32 

2.2 1 

69# 

01# 


41 

Bloodletter Scalpel 

46 

BoE 

31.11 

1.8 2' 

10# 

60# 

57# 

► 

42 

SPELL/NOTE On Attack: Chance to Deal 55 Dmg 
Shortsword of Vengeance 47 

BoE 

31.67 

2.4 2 

35# 

56# 


44 

Sang'thraze the Deflector 49 

BoA 

29.12 

1.7 2 

63# 

83# 

► 

SPELL/NOTE Add IX Parry 






44 

Serpent Slicer 49 

BoE 

32.B0 

2.5 2 

' 51# 

41# 

► 

SPELL/NOTE On Attack: Chance to Deol 80 Poison Dmg Over 20 sec 




45 

Jang'thraze the Protector 50 

BoA 

33.42 

1.9 2 

74# 

03# 


17# 

70# 

4B 

Firebreother 

53 

BoA 

35.23 

2.2 3- 

50# 

69# 

17# 

42# 

► 

SPELL/NOTE On Attack: Chance to Deal 70 Dmg/9 More Over 6 sec 




29# 

64# 

49 

Doomforged Straightedge 

54 

BoE 

35.79 

1.9 3 

49# 

25# 



k 

SPEll/NOTE Attack Power 12 







29# 

64# 

50 

Hanzo Sword 

55 

BoE 

36.33 

1.5 3 

72# 

86# 

► 

SPELL/NOTE On Attack: Chance to Deal 75 Dmg 






29# 

33# 

51 

Blazing Rapier 

56 

BoE 

37.06 

1.7 3 

86# 

48# 



► 

SPEll/NOTE On Attock: Chance to Deol 100 Dmg Over 30 sec 




38# 

40# 

52 

Arbiter's Blade 

57 

BoA 

37.71 

2.4 4 

27# 

16# 

► 

SPELL/NOTE Main Hand Only 







39# 

22# 

52 

Assossination Blode 

57 

BoE 

37.59 

2.7 4 

09# 

88# 

► 

SPELL/NOTE Add IX CrH 







41# 

38# 

53 

Lord Generol's Sword 

58 

BoA 

38.27 

2.6 4 

41# 

06# 


BoA 

41.43 

2.8 5 

48# 

12# 

BoA 

41.39 

1.8 6 

03# 

63# 


58 

Frost Guard 

63 

BoE 

41.30 

2.3 5 

69# 

43# 

k 

SPELL/NOTE Main Hand Only 







58 

Skullforge Reover 

63 

BoA 

41.40 

2.5 5 

67# 

30# 

k 

SPELL/NOTE On Attack: Chonce to Steal 2 HP/sec for 30 

sec 




58 

Sword of Zeol 

63 

BoE 

41.43 

2.8 5 

54# 

00# 




I 



Notched Shortsword 
' 7 Pole Skinner 

► SPEIL/NOTE Main Hand Only 

8 Ferol Blade 

i| ► SPELL/NOTE Main Hand Only 

N/A Briarsteel Shorlsword 

{ 9 Enomelled Broadsword 

SPELl/NOTE Moin Hand Only 
'I N/A Elunite Sword 

► SPELL/NOTE Main Hand Only 

N/A Hoggord's Sword 

► SPELL/NOTE Main Hond Only 

N/A Heirloom Sword 

► SPELL/NOTE Main Hand Only 

N/A Thun'grim's Sword 

► SPEU/NOTE Main Hond Only 

N/A Umbrol Sword 

► SPEU/NOTE Main Hand Only 

] 1 Delias Ropier 

► SPEU/NOTE Main Hand Only 

II Raider Shortsword 

) 1 Redridge Machete 

► SPEU/NOTE Moin Hand Only 

N/A Daryl's Shortsword 

13 Cursed Felblade 


lu BoE 5.48 2.1 


12 BoE 6.59 2.2 


13 BoE 6.92 2.6 


14 BoA 7.20 2.5 


14 BoE 7.29 2.4 


15 BoA 7.62 2.1 


15 BoA 7.62 2.1 


15 BoA 7.62 2.1 


15 BoA 7.62 2.1 


15 BoA 7.62 2.1 


16 BoE 8.13 1.6 


16 BoE 8.16 1.9 

16 BoE 8.26 2.3 


17 BoA 8.70 2.3 


18 BoA 9.04 2.6 


SPEU/NOTE Moin Hand Only, On Attack: Chance to Reduce Foe Attack Power by 1 5 


13 Northern Shortsword 

. N/A Solid Shortblade 

I. 14 Blackwater Cutlass 
[ 14 Scimitar of Atun 
► SPEU/NOTE Main Hand Only 

/ N/A Elegant Shortsword 

\ 16 Buzz Sow 

i 17 Militant Shortsword 

j 17 Thief's Blade 

> 18 Butcher's Sheer 

I 19 Bluegill Kukri 

h SPEU/NOTE Moin Hand Only 
; 19 Decapitating Sword 

i ► SPEU/NOTE Main Hand Only 

: 19 Sword of the Night Sky 
: ► SPEU/NOTE Main Hand Only 

j N/A Talonstrike 

I > SPEU/NOTE Main Hand Only 

N/A Lucine longsword 

SPEU/NOTE Main Hand Only 
: N/A Phytoblode 


18 BoE 9.09 2.2 

9.20 2.5 


19 BoE 9.47 1.9 

19 BoE 9.62 2.6 


21 BoA 10.42 2.4 

22 BoE 11.00 2.5 

22 


BoA 11.18 1.7 

23 BoA 11.55 2.9 


24 BoE 12.32 2.8 


24 BoE 12.06 1.7 


24 BoA 12.19 1.6 


25 BoA 12.80 2.5 


BoA 12.86 2.8 


SPEU/NOTE Moin Hond Only, On Attock: Chance to Deal 35 Nature Dmg 
i 21 Black Metal Shortsword 26 BoE 13.53 1.7 

' P SPEU/NOTE Shadow Resist -f 4, Main Hand Only 
■ 21 Dorkwaler Tolwar 26 BoA 13.41 2.2 

SPEU/NOTE Main Hond Only, On Attack: Chonce to Deal 25 Shodow Dmg 


' 22 Fighter Broadsword 

SPEU/NOTE Main Hond Only 
|| 22 Skeletal Longsword 

SPEU/NOTE Main Hand Only 
23 Dragonmow Shortsword 
25 Viking Sword 

SPEU/NOTE Moin Hand Only 


BoE 13.93 2.8 


27 BoE 13.86 2.2 


BoE 14.55 2.2 

BoE 15.56 2.7 


27 Hardened Iron Shortsword 


SPEU/NOTE Main Hand Only 
Jode Serpentblade 
31 Mercenory Blade 

31 Silithid Ripper 


32 BoE 16.67 1.8 


35 BoE 18.27 2.6 


BoE 18.75 2.4 

BoE 18.91 2.3 


SPEU/NOTE Main Hand Only, On Attack: Chance to Deol 45 Dmg Over 30 se 






I 33 Knightly Longsword 

- 35 Nobles Broadsword 

I N/A Olmann Sewar 

]> SPEU/NOTE Main Hand Only 
N/A Sword of Hammerfall 

► SPEU/NOTE Main Hand Only 

38 Ebon Scimitar 

N/A Dwarf Captain's Sword 

40 Furious Falchion 

► SPEU/NOTE Main Hand Only 

N/A Vonquisher's Sword 

! ► SPELL/NOTE Attack Power 16 


38 BoE 20.33 1.5 


BoE 22.14 2.1 


41 BoA 22.96 2.7 


41 BoA 23.04 2.3 1 


43 BoE 25.00 1.9 

45 BoA 26.60 2.5 

45 BoE 26.60 2.5 


45 BoA 26.59 2.2 1 


2# 

44# 

40 

Wicked Mithril Blade 

45 

BoE 

26.74 

2.3 1 

58# 

91# 

3# 

86# 

► 

SPEU/NOTE Main Hand Only 








43 

Dazzling Mithril Rapier 

48 

BoE 

28.53 

1.7 2 

00# 

92# 

4# 

81# 

► 

SPEU/NOTE Main Hand Only 









46 

Rune Sword 

51 

BoE 

30.31 

1.6 2 

59# 

32# 

s# 

80# 

49 

Blade of the Wretched 

54 

BoA 

32.14 

2.1 2 

94# 

41# 

5# 

75# 

► 

SPEU/NOTE Main Hand Only, On Ahack: Chance to Deol 90 Dmg Over 3 sec 





49 

Widow Blade 

54 

BoE 

32.25 

2 . 3 

09# 

96# 

6# 

96# 

N/A 

Linken's Sword of Mastery 

56 

BoA 

33.33 

1.8 3 

41# 

94# 



► 

SPEU/NOTE Main Hand Only, On Attock: Chance to Deol 45-75 Dmg 



6# 

90# 

52 

Crystal Sword 

57 

BoE 

33.91 

2.3 3 

70# 

47# 



52 

Dimensional Blade 

57 

BoA 

34.05 

2.1 3 

67# 

85# 

6# 

90# 

► 

SPEU/NOTE Otf-Hond Only 








N/A 

Fidecrest Blade 

57 

BoA 

34.04 

2.6 3 

38# 

30# 

7# 

03# 

N/A 

Intrepid Shortsword 

58 

BoA 

34.52 

2.1 3 

60# 

82# 



N/A 

Voliont Shortsword 

58 

BoA 

34.52 

2.1 3 

58# 

60# 

6# 

88# 

54 

Dimensional Blade 

59 

BoE 

35.00 

1.6 4 

13# 

76# 



N/A 

Beaststalker Blade 

60 

BoA 

35.91 

2.2 4 

31# 

42# 

7# 

87# 

► 

SPEU/NOTE Adds 33 ANock Power Vs. Beasts 






N/A 

Blade of Reckoning 

60 

BoA 

35.83 

2.4 4 

02# 

12# 

8# 

25# 

► 

SPEU/NOTE AHock Power 22 







8# 

23# 

N/A 

Enchanted Azsharite Felbone Sword 

60 

BoA 

35.75 

2 4 

18# 

90# 



► 

SPEU/NOTE Main Hond Only, Adds 33 Attock Power Vs. Demons 



9# 

72# 

N/A 

Homeya's Slayer 

60 

BoA 

35.75 

2 4 

19# 

II# 

10# 

32# 

► 

SPEU/NOTE Adds 33 Attock Power Vs. Demons 






57 

Battlefell Sabre 

62 

BoE 

37.05 

2.2 4 

34# 

93# 

10# 

70# 

► 

SPEU/NOTE Moin Hand Only 






10# 

54# 

60 

Holy War Sword 

65 

BoE 

38.64 

2.2 5 ' 

19# 

46# 


17« 

19# 


67# 

60# 


0 # 

16# 


18# 03# 

21# 31# 


24# 61# 

24# 52# 


23# 00# 

22# 83# 


27# 61# 

26# 19# 


29# 49# 

29# 41# 


34# 50# 

32# 69# 


38# 42# 

44# 36# 


73# 04# 

81# 65# 


97# 16# 

13# 56# 


23# 37# 

18# 93# 


39# 79# 

55# 84# 


4Q 


SI AND SWORDS (IH) 


1 

► 

Worn Shortsword 
SPEU/NOTE Main Hand Only 

2 

None 

1.05 

1.9 


7# 

1 

> 

Deadman Blade 

SPEU/NOTE Main Hand Only 

3 

None 

1.20 

2.5 


10# 

1 

► 

Dull Blade 

SPEU/NOTE Main Hand Only 

3 

None 

1.05 

1.9 


11# 

1 

► 

Shortsword 

SPEU/NOTE Main Hand Only 

3 

None 

1.15 

2.6 


10# 

N/A 

► 

Forsaken Shortsword 
SPEU/NOTE Main Hand Only 

4 

BoA 

1.67 

2.1 


17# 

N/A 

► 

Militia Shortsword 
SPEU/NOTE Main Hond Only 

4 

BoA 

1.40 

2.5 


17# 

1 

► 

Pitted Delias Shortsword 
SPEU/NOTE Main Hond Only 

4 

None 

1.50 

2 


16# 

N/A 

► 

Thistlewood Blode 
SPELL/NOTE Main Hand Only 

4 

BoA 

1.59 

2.2 


17# 

1 

Fine Scimitar 

6 

None 

2.37 

1.9 


37# 

3 

► 

Frostmane Shortsword 
SPEU/NOTE Moin Hand Only 

8 

None 

3.25 

2 


83# 

4 

► 

Copper Shortsword 
SPEU/NOTE Main Hand Only 

9 

None 

3.81 

2.1 

1# 

10# 

4 

► 

Glodius 

SPEU/NOTE Main Hand Only 

9 

None 

3.81 

2.1 

1# 

07# 

4 

► 

Rockjaw Blade 

SPEU/NOTE Main Hand Only 

9 

None 

3.B1 

2.1 

1# 

13# 

4 

► 

Short Sabre 

SPEU/NOTE Main Hand Only 

9 

None 

3.95 

1.9 

1# 

10# 

5 

► 

Rodentia Shortsword 
SPEU/NOTE Main Hand Only 

10 

None 

4.35 

2.3 

1# 

39# 

5 

► 

Stonesplinter Blade 
SPEU/NOTE Main Hand Only 

10 

None 

4.50 

2 

1# 

46# 

N/A 

► 

Well-used Sword 
SPEU/NOTE Main Hand Only 

10 

BoA 

4.29 

2.1 

1# 

44# 

N/A 

Deathstalker Shortsword 

11 

BoA 

5.00 

2.1 

1# 

88# 

N/A 

► 

Horpy Wing Dipper 
SPEU/NOTE Moin Hond Only 

11 

BoA 

5.00 

2.6 

1# 

79# 

10 

► 

Cutloss 

SPEU/NOTE Main Hond Only 

15 

None 

6.82 

2.2 

4# 

04# 

14 

► 

Scimitor 

SPEU/NOTE Main Hand Only 

19 

None 

8.70 

2.3 

7# 

63# 

19 

> 

Bronze Shortsword 
SPEU/NOTE Main Hand Only 

24 

None 

11.19 

2.1 

14# 

39# 

20 

► 

Smotts' Cutlass 

SPEU/NOTE Main Hand Only 

25 

Quest 

11.58 

1.9 


0# 


□J 

21 


I 


m 

39 


Cl 

18 



STANDARD SWt^ROS . I 


AVIUM 

91# 


32# 

41# 

96# 

94# 

47# 

85# 

30# 

82# 

60# 

76# 

42# 

12 # 

90# 

II# 

93# 

46# 


?iV.UIM 

7# 

10 # 

II# 

10 # 

17# 

17# 

16# 

17# 

37# 

83# 

10 # 

07# 

13# 

10 # 

39# 

46# 

44# 

88 # 

79# 

04# 

63# 

39# 

0 # 



26 

None 

12.17 

2.3 


48# 

3 

Feeble Sword 

8 

None 

2.50 

2 


55# 

k SPELL/NOTE Main Hand Only 







► 

SPELL/NOTE Main Hand Only 







1 31 Broodsword 

36 

None 

17.61 

2.3 

49# 

25# 

8 

Commoner's Sword 

13 

None 

3.91 

2.3 

1# 

93# 

k SPELL/NOTE Main Hond Only 







► 

SPELL/NOTE Main Hand Only 







11 Falchion 

46 

None 

25.68 

2.2 1 

03# 

67# 

14 

Stock Shorfsword 

19 

None 

5.83 

1.8 

5# 

01# 

k SPELL/NOTE Main Hond Only 







► 

SPELL/NOTE Main Hond Only 







“ 







19 

Warped Blade 

24 

None 

7.19 

1.6 

9# 

88# 








► 

SPELL/NOTE Main Hand Only 














24 

Short Cutlass 

29 

None 

9.07 

2.7 

15# 

63# 








> 

SPELL/NOTE Main Hand Only 














25 

Aura Proc Damoge Sword 

30 

BoE 

9.50 

2 

17# 

20# 








> 

SPELL/NOTE Moin Hand Only, On Attack: Chance to Add 4 Point Dmg Shield 










31 

Light Scimitar 

36 

None 

11.32 

1.9 

30# 

48# 








► 

SPELL/NOTE Moin Hand Only 














41 

Shorp Shorlsword 

46 

None 

16.39 

1.8 

69# 

10# 








► 

SPELL/NOTE Main Hand Only 














47 

Fine Longsword 

52 

None 

18.41 

2.2 P 

01# 

12# 








► 

SPELL/NOTE Moin Hand Only 



— - 





7 TWO-HANDED SWORDS , *■ 



Nightblode 44 BoE 43.39 2.8 2 

SPELL/NOTE On Attack: Chance ta Deal 125-275 Shadaw Dmg 
5ul'thraze the Lasher 55 BaA 52.12 2.6 6 

SPELL/NOTE On Attack: Chance ta Lower Strength/Deal 90-210 Dmg -t-125 Over Dme 
Destiny 57 BoE 53.85 2.6 7 

SPELL/NOTE On Attack: Chance to Add 300 Strength lor 10 sec 
BlackbladeofShahram 63 BoA 59.35 2.3 9 

Runeblode of Boron Rivendare 63 BoA 59.46 2.8 9 


M I Blode of Hanna 


64 BoE 60.24 2.1 


52# 

13# 

47# 


41# 

45# 

29# 


Cl 


SUPERIOR SWORDS (2H) 


Searing Blade 23 BoE 19.60 2.5 

SPELL/NOTE On Attock: Chance to Deal 70 Fire Dmg/9 More Over Time 
Duskbringer 25 BoE 21.03 3.4 

SPELL/NOTE On Attack: Chonce to Deal 60-100 Shodow Dmg 


Guordion Blade 26 

SPELL/NOTE Adds 13 Defense ond 40 Armor 


Onyx Cloymore 
Pyson's Old Greotsword 
Deanship Claymore 
SPELL/NOTE Add IS Defense 
Gizmotron Megachopper 
Strike of the Hydro 
Cloymore of the Mortyr 


BoE 21.72 2.9 

BoE 21.61 2.8 

BoE 22.88 3.3 

BoE 23.75 2.8 

BoE 23.91 3.2 

BoA 25.61 3.3 

BoE 27.76 2.9 

BoA 30.17 2.9 

BoE 31.29 3.1 


Ancient Defender 
SPELL/NOTE Add 15 Defense and 100 Armor 
32 Boneslosher 37 BoE 32.59 2.7 

R/A Whirlwind Sword 40 BoA 35.52 2.9 

3i Sword of the Mogistrote 41 BoE 36.52 3.3 

35 X'coliboor 42 BoA 37.27 3.3 

39 Witchfury 44 BoE 38.93 2.8 

k SPELl/NOTE On Attack: Chance to Deal 1 SO Shadow Dmg 

42 Mutilator 47 BoA 41.20 2.5 

43 Deothblow 48 BoE 41.96 2.B 

k SPELL/NOTE On Attack: Chance to Deal 1 60 Dmg 

44 Blade of the Titons 49 BoE 42.58 3.3 

44 Stonesloyer 49 BoA 42.69 3.9 

k SPELL/NOTE On Attack: Chance to Add 1 0 Dmg for 8 sec 

47 Truesilver Champion 52 BoE 45.00 3 

k SPELL/NOTE On Attock: Chonce to Cost Holy Shield on User 
47 Warmonger 52 BoE 45.00 3 

k SPELL/NOTE Add 3% Hit 

4B Orokefong Butcher 53 BoA 45.93 2.7 

k SPELL/NOTE On Attack: Chonce to Deal 1 50 Dmg Over 30 sec 

52 Demonsloyer 57 BoE 48.87 3.1 

k SPELL/NOTE Adds 99 Attack Power Vs. Demons 

53 Corruption 5J^ BoA 4^7 J 


46# 

57# 

61# 

61# 

71# 

85# 

11 # 

22 # 

37# 

73# 

75# 

01 # 

29# 


21 # 

55# 

24# 

24# 

80# 

54# 

25# 

96# 

44# 

11 # 


91# 79# 

92# 45# 


23# 

28# 


85# 48# 

16# 77# 


& li 


53 

Slone oi the Earth 

58 

BoA 

49.69 

3.2 

iv 

m 

II# 

P 

SPELL/NOTE AC +280 








55 

Doombringer 

60 

BoE 

51.43 

2.8 

5 

91# 

86# 

► 

SPELL/NOTE On Attack: Chonce to Deal 125-275 Shadow Dmg 





56 

Relentless Scythe 

61 

BoA 

52.17 

2.3 

6# 

62# 

26# 

► 

SPELL/NOTE Add IX Porry 








57 

Barovian Fomily Sword 

62 

BoA 

53.10 

2.1 

7 

18# 

47# 

► 

SPELL/NOTE On AHock: Chance to Stool 1 50 HP Over 1 5 sec 





58 

Arcanite Champion 

63 

BoE 

53.83 

3 

7* 

46# 

19# 

► 

SPELL/NOTE On AHack: Chance to Heal 270-450 HP/Buff Strength by 120 lor 30 sec 



58 

Demonshear 

63 

BoA 

53.91 

2.3 

7 

27# 

69# 

> 

SPELL/NOTE On Attack: Chonce to Deol ISO Shodow Dmg/120 Over 30 sec 




70 

Juno's Redemption 

63 

BoA 

53.94 

3.3 

7* 

25# 

10# 

N/A 

Warblode of Caer Dorrow 

83 

BoA 

53.94 

3.3 

. 6 


_26t. 











IV GOOD SWORDS (2H) 

















N/A 

Brushwood Blade 

to 

BoA 

7.17 

3 


3# 

00# 

5 

Training Sword 

10 

BoE 

7.14 

3.5 


3# 

06# 

N/A 

Steady Bastord Sword 

11 

BoA 

7.59 

2.7 


3# 

95# 

7 

Short Bastard Sword 

12 

BoE 

B.33 

3 


4# 

95# 

10 

Coral Cloymore 

15 

BoE 

10.00 

2.8 


8# 

79# 

11 

Merc Sword 

16 

BoE 

10.71 

2.8 


10# 

49# 

12 

Broshclow's Skewer 

17 

BoE 

11.41 

3.2 


11# 

33# 

N/A 

Edge of the People's Militia 

17 

BoA 

11.21 

2.9 


11# 

32# 

13 

Edged Bostard Sword 

18 

BoE 

11.77 

3.1 


13# 

77# 

13 

Mo'grosh Toothpick 

18 

BoE 

11.79 

2.8 


14# 

02# 

N/A 

Trogg Sheer 

18 

BoA 

11.91 

3.4 


13# 

72# 

14 

Ghoulfang 

19 

BoE 

12.50 

3.6 


15# 

78# 

► 

SPELL/NOTE On Attock: Chance to Deal 35 Shadow Dmg 






14 

Heovy Copper Broadsword 

19 

BoE 

12.59 

2.7 


14# 

98# 

N/A 

Somophlange Screwdriver 

19 

BoA 

12.60 

2.5 


14# 

94# 

15 

Gleaming Cloymore 

20 

BoE 

13.10 

2.9 


17# 

91# 

IS 

Shadowhide Two-handed Sword 

20 

BoE 

13.10 

2.9 


17# 

68# 

15 

Shiver Blode 

20 

BoE 

13.10 

2.9 


17# 

69# 

► 

SPELL/NOTE On Attack: Chance to Deal 35 Frost Dmg 






N/A 

Woodsmon Sword 

20 

BoA 

13.03 

3.3 


17# 

76# 

17 

Blessed Claymore 

22 

BoE 

14.60 

2.5 


24# 

62# 

19 

Executioner's Sword 

24 

BoE 

15.88 

3.4 


28# 

54# 

21 

Hounting Blode 

26 

BoA 

17.50 

3.8 


36# 

75# 

21 

Polished Zweihander 

26 

BoE 

17.50 

3.6 


38# 

77# 

23 

Cavalier Two-honder 

28 

BoE 

18.97 

2.9 


45# 

82# 

24 

Black Metal Greotsword 

29 

BoE 

19.70 

3.3 


48# 

69# 

24 

Huge Ogre Sword 

29 

BoE 

19.74 

3.8 


50# 

37# 

25 

Darksteel Bastard Sword 

30 

BoE 

20.47 

3.2 


57# 

09# 

N/A 

Seraph's Strike 

31 

BoA 

21.09 

3.2 


61# 

47# 

N/A 

Ancient War Sword 

32 

BoA 

21.67 

3.3 


67# 

83# 

N/A 

Emil's Brand 

32 

BoA 

21.61 

3.1 


70# 

87# 

27 

Glimmering Flamberge 

32 

BoE 

21.72 

3.2 


68# 

94# 






GOOD SWORDS (2H) continued 


STANDARD SWORDS (2H) 










810 







ZlllZi 

viTattiiI 

► 

SPEU/NOTE On Anock; Chance to Deal 35 5hodow Dmg 




640 

1 

Tarnished Bastard Sword 

i 

None 

1.56 

3.2 

k’ililMJii'HidE 

I3« 

N/A 

Archeus 

35 

BoA 

23.94 

3.3 


880 

270 

1 

Bastard Sword 

4 

None 

2.17 

3 


20« 

► 

SPELL/NOTE On Attack: Chance to Deol 85 Arcone Dmg 






N/A 

Forsaken Bastard Sword 

4 

BoA 

2.12 

3.3 


20« 

30 

Stonecutter Cioymore 

35 

BoE 

23.87 

3.1 


920 

950 

2 

Practice Sword 

7 

None 

3.75 

3.2 


71« 

31 

Moonsteel 8roadsword 

36 

BoE 

24.64 

2.8 

1 

010 

530 

2 

Two-handed Sword 

7 

None 

3.62 

2.9 


6li« 

35 

Frost Tiger Blade 

40 

BoE 

28.82 

3.4 

1 

410 

200 

6 

Copper Claymore 

11 

None 

6.33 

3 

20 

41# 

► 

SPELL/NOTE Add nCrit 








10 

Claymore 

15 

None 

9.06 

3.2 

50 

35# 

: 36 

Exquisite Flamberge 

41 

BoE 

30.17 

3 

1 

470 

540 

16 

Espodon 

21 

None 

12.59 

2.9 

120 

15# 

36 

Gutrender 

41 

BoE 

30.00 

2.6 

1 

480 

610 

21 

Bronze Greotsword 

26 

None 

16.00 

3 

220 

05# 

: ► 

SPELL/NOTE On Attack; Chance to Deal 90-114 Dmg 






21 

Dacian Falx 

26 

None 

15.97 

3.1 

240 

07# 

38 

Headstriker Sword 

43 

BoE 

32.50 

2.4 

1 

760 

850 

N/A 

Orcish Wor Sword 

29 

BoA 

1B.23 

3.1 

300 

14# 

40 

Chromatic Sword 

45 

BoE 

34.72 

3.6 

1 

940 

630 

31 

Flomberge 

36 

None 

23.13 

3.2 

610 

79# 

► 

SPELL/NOTE Arcane, Fire, Frost, Noture, & Shadow Resist -1-7 





41 

Zweihander 

46 

None 

33.57 

__2i 

J_ 300 


42 

44 

Bottlefield Destroyer 
Tusl(6r Sword 

47 

49 

BoE 

BoE 

36.45 

37.97 

3.1 

3.7 

2 

2 

460 

79A 

610 

060 










57 

Beheading Blade 

52 

BoE 

40.43 

3.5 

3 

150 

470 

M 


mu 

HHH 

■1 

i 47 

Thorium Greotsword 

52 

BoE 

40.42 

3.6 

3 

360 

210 



■ 

■ ■ ' 

■ 



5S9 

49 

Dork Espodon 

54 

BoE 

41.B2 

3.3 

3 

550 

840 

nn 

TMEnUMM 



wim 


I'MJjiliMf.' 

H47.UI.1 

52 

Gollont Flamberge 

57 

BoE 

44.26 

3.4 

4 

250 

450 

2 

Crude Bustard Sword 

1 

None 

2.97 

3.2 


49# 

i 54 

Mossacre Sword 

59 

BoE 

45.79 

3.8 

4 

750 

310 

9 

Old Greotsword 

14 

None 

5.69 

3.6 

20 

93# 

: 57 

Shin Blade 

62 

BoE 

47.95 

2.2 

5 

520 

340 

12 

Blunt Claymore 

17 

None 

6.61 

3.1 

40 

51# 

60 

, Divine Warblode 

65 

BoE 

50.56 

2.7 

6 

410 

850 

19 

Standard Cioymore 

24 

None 

9.67 

3 

120 

21# 










23 

long Bastard Sword 

2B 

None 

11.41 

3.2 

170 

B3# 










29 

Broad Claymore 

34 

None 

13.79 

3.3 

310 

25# 










37 

Whetted Claymore 

42 

None 

18.71 

3.1 

630 

72# 










53 

Tapered Greotsword 

58 

None 

26.90 

2.9 

1 790 

30# 



^5 Flightblode Throwing Axe 


6U uoA iyii 17 


GOOD THROWN WEAPONS 


H/A Silver Star 


H BoA I/.S 2 


1 

Crude Ihrowing Axe 

3 

None 

1 2 

0# 

1 

Small Throwing Knife 

3 

None 

1 2 

0# 

3 

Balonced Throwing Dogger 

8 

None 

3 2 

0# 

3 

Weighted Throwing Axe 

8 

None 

3 2 

0# 

11 

Keen Throwing Knife 

16 

None 

6.5 2 

0# 

11 

Shorp Throwing Axe 

16 

None 

6.5 2 

8# 

22 

Deadly Throwing Axe 

27 

None 

11.5 2 

0# 

22 

Heovy Throwing Dagger 

27 

None 

11.5 2 

0# 

35 

Gleaming Throwing Axe 

40 

None 

18.25 2 

1# 

35 

Wicked Throwing Dagger 

40 

None 

18.33 1.8 

1# 



15 

Firebelcher 

20 

BoA 

20.29 

I./ 

130 

120 

53 

Torch of Austen 

58 

BoE 

56.79 

1.4 3 

350 

90# 

16 

Skycoller 

21 

BoE 

21.56 

1.6 

140 

220 

P 

SPELL/NOTE Fire Resist +10 







17 

Cookie's Stirring Rod 

22 

BoA 

22.31 

1.3 

160 

600 

54 

Skul's Ghastly Touch 

59 

BoA 

58.33 

1.8 3 

430 

39# 

22 

Thunderwood 

27 

BoE 

27.11 

1.9 

290 

910 

► 

SPELL/NOTE Increase Shadow Dmg 8 







N/A 

Grovestone Scepter 

29 

BoA 

29.00 

1.5 

350 

350 

55 

Banshee Finger 

60 

BoA 

59.74 

1.9 3 

770 

27# 

► 

SPELL/NOTE Shodow Resist +5 







► 

SPELL/NOTE Frost Resist +10 







29 

Starfoller 

34 

BoE 

32.B6 

1.4 

580 

510 

55 

Serpentine Skuller 

60 

BoA 

59.64 

1.4 3 

600 

56# 

30 

Necrotic Wand 

35 

BoA 

33.21 

1.4 

660 

490 

► 

SPELL/NOTE Shadow Resist +10 







33 

Earthen Rod 

38 

BoE 

35.59 

1.7 

860 

280 

57 

Bonecreeper Stylus 

62 

BoA 

62.63 

1.9 3 

930 

04# 

34 

Freezing Shard 

39 

BoE 

35.77 

1.3 

950 

920 

► 

SPELL/NOTE Increase spell Dmg 5 







► 

SPEll/NOTE Increase Frost Dmg 6 















35 

Plaguerot Sprig 

40 

BoA 

37.19 

1.6 

960 

600 









► 

SPELL/NOTE Shadow Resist +7 















37 

Jaino's Firestarter 

42 

BoE 

39.38 

1.6 1 

140 

870 









44 

Flaming Incinerator 

49 

BoE 

47.22 

1.8 1 

910 

390 









► 

SPELL/NOTE Fire Resist +8 















1 45 

Wand of Allistari 

50 

BoE 

48.42 

1.9 2 

090 

450 









► 

SPELL/NOTE Arcane Resist +9 















48 

Pyrk Coduceus 

53 

BoA 

52.50 

1.8 2 

500 

830 









> 

SPELL/NOTE Increase RreDmgB 















51 

Rod of Corrosion 

56 

BoA 

55.00 

1.3 2 

890 

890 









► 

SPELL/NOTE Noture Resist +10 





















STANDARD WANDS 


J Fire Wand 

l/A Elven Wand 

! ShadawWond 

VA Gnder Wand 

12 Blazing Wand 

A/A Spark af the Peaple's Militia 

A/A Dwarven Flamestick 

l/A Flaring Batan 

A/A Moonstane Wand 

IS Opaque Wand 

A/A Tarchlight Wand 

A/A Wand af Decay 

A/A Sable Wand 

A/A Sizzle Stick 

21 Dire Wand 

A/A Spellcrafter Wand 

A/A Branding Rad 

A/A Charred Wand 

A/A StingshatWand 

24 Firestarter 

A/A Cansecrated Wand 

A/A Excavatian Rod 

A/A Moonbeam Wand 

26 Gyromotic Icemaker 

6 SPEll/NOTE Frost Resist +5 

27 Wand of Eventide 
29 Summoner's Wand 
3D Scorching Wand 
A/A Eyepoker 

A/A FloshWand 
A/A Fizzle's Zippy lighter 
A/A Kodo Bronder 
A/A Rod of Sorrow 
A/A Burning Sliver 
N/A Dancing Flame 
A/A Gnomish Zopper 
A/A Goblin Igniter 


5 

Lesser Magic Wand 

lU 

None 

1.6/ 

1.1 

1# 

04# 

13 

Greater Magic Wand 

18 

None 

11.94 

1.8 

4# 

65# 

15 

Smoldering Wand 

20 

None 

13.44 

1.6 

6# 

68# 

16 

Gloom Wand 

21 

None 

14.44 

1.8 

7# 

70# 

IB 

Charred Razormane Wand 

23 

BoA 

15.67 

1.5 

2# 

40# 

20 

Burning Wond 

25 

None 

17.50 

1.4 

11# 

61# 

20 

Dusk Wand 

25 

None 

17.65 

1.7 

11# 

66# 

26 

Lesser Mystic Wond 

31 

None 

23.08 

1.3 

21# 

48# 

29 

Combustible Wand 

34 

None 

25.94 

1.6 

28# 

78# 

30 

Greater Mystic Wond 

35 

None 

27.25 

2 

31# 

57# 

30 

Pestilent Wand 

35 

None 

27.00 

1.5 

31# 

42# 

40 

PHchwood Wond 

45 

None 

34.71 

1.7 

71# 

45# 

41 

BlockboneWand 

46 

None 

35.31 

1.6 

77# 

_4^ 




A/A 

A 

Icefury Wand 

SPELL/NOTE Increose Frost Dmg 4 

40 

BoA 

32.50 

1.6 

A/A 

> 

Nether Force Wond 

SPELL/NOTE Increase Arcane Dmg 4 

40 

BoA 

32.67 

1.5 

A/A 

A 

Ragefire Wand 

SPELL/NOTE Increose Fire Dmg 4 

40 

BoA 

32.86 

1.4 

36 

Ember Wand 

41 

BoE 

33.67 

1.5 

40 

UmbralWond 

45 

BoE 

35.67 

1.5 

A/A 

Charged Lightning Rod 

46 

BoA 

37.33 


A/A 

Chillnail Splinter 

46 

BoA 

37.14 

1.4 

A/A 

Cairnstone Sliver 

50 

BoA 

41.39 

1.8 

46 

Ivory Wond 

51 

BoE 

42.14 

1.4 

4B 

Wizord's Hand 

53 

BoE 

44.44 


52 

Glawstar Rod 

57 

BoE 

50.00 


55 

Dragon Finger 

60 

BoE 

53.21 

1.4 

59 

Lunar Wond 

64 

BoE 

56.76 

1.7 


IWiVJUW 

A 90# 

A 39# 

A 27# 

I 56# 

I 04# 


1^1 



58 

Book of the Dead 

63 

BoA 


1 04# 

52# 

N/A 

P 

Spal Summon Skeleton 






14 

- 

- 






15 


SUPERIOR OFF 

HANi; 

» IFF MS 



H/A 

N/A 



■■■MB 

■■M 

rnmm 



16 


V ARMOR NAME 

UV 

UNO 

AC 1 


18 

23 

OrbofMistmontle 

26 

BoL 

u 

149 

01# 

18 

P 

SPELL Increose Healing 8 






19 

15 

Pulsating Hydro Heort 

20 

BoE 

0 

15# 

75# 

H/A 

P 

SPELL Increase Rre Dmg 4 






► 

30 

Rod of Molten Rre 

35 

BoE 

0 

31# 

13# 

N/A 

P 

SPELL Increase Rre Dmg 8, Rre Resist +6 






P 

17 

Antipodean Rod 

22 

BoE 

0 

31# 

21# 

20 

P 

SPELL Increase Rre Dmg 3 






N/A 

H/A 

Prophetic Cone 

44 

BoA 

0 

48# 

85# 

► 

H/A 

Orb of Noh'Orohil 

40 

BoA 

0 

50# 

00# 

21 

P 

SPELL Increase Rre Dmg 8 






21 

N/A 

Orb of Dor'Orohil 

40 

BoA 

0 

50# 

00# 

22 

P 

Spell Increose Shodow Dmg 8 






22 

N/A 

Celestiol Orb 

40 

BoA 

0 

53# 

82# 

23 

P 

SPELL Increose Arcane Dmg 5 






► 

33 

Swompchill Fetish 

38 

BoE 

0 

54# 

68# 

23 

P 

Spell Increose Frost Dmg 7, Frost & Shodow Resist +5 





24 

33 

Orb of the Forgotten Seer 

38 

BoA 

0 

54# 

68# 

25 

P 

SPELL Increase Spell Dmg 6 






25 

54 

Lopidis Tankard of Tidesippe 

59 

BoE 

0 

55# 

37# 

26 

P 

Spell Restores 1992 MP Over 30 sec (Drink) 






► 

38 

Umbrol Crystal 

43 

BoE 

0 

56# 

13# 

N/A 

P 

SPELL Increose Shadow Dmg 10 






► 

36 

Mordresh's Lifeless Skull 

41 

BoA 

0 

78# 

35# 

26 

33 

Beacon of Hope 

38 

BoE 

0 

78# 

82# 

26 

P 

SPELL Increase Healing 20 






27 

M/A 

Orb of Lorico 

44 

BoA 

0 

81# 

42# 

28 

42 

Desertwolker Cone 

47 

BoA 

0 

84# 

09# 

N/A 

49 

Drokestone 

54 

BoA 

0 

89# 

82# 

► 

P 

Spell Increose Spell Dmg 4 






29 

48 

Enthralled Sphere 

53 

BoA 

0 

1 04# 

52# 

30 

54 

Globe of D'sok 

59 

BoA 

0 

1 04# 

52# 

31 

P 

Spell Shadow Resist *7 






32 

57 

Skull of Burning Shadows 

62 

BoA 

0 

1 ' 24# 

58# 

32 

P 

SPELL Fire Resist +15, Shadow Resist ilO 






33 

46 

Bosilisk Rod 

51 

BoE 

0 

1 31# 

13# 

34 

P 

Spell Arcane, Rre, Frost, Nature & Shodow Resist +6 





35 

53 

Mogmus Stone 

58 

BoA 

0 

1 31# 

62# 

36 

P 

SPELL Rre Resist +15 






36 

56 

Tome of Knowledge 

61 

BoA 

0 

1 32# 

37# 

M/A 

H/A 

Penelope's Rose 

61 

BoA 

0 

1 46# 

62# 

► 

N/A 

Mogebone Scion 

60 

BoA 

0 

1 53# 

35# 

H/A 

P 

Spell Arcane, Rre & Frost Resist +10 






P 

55 

Thourissan's Royal Scepter 

60 

BoA 

1 

2 20# 

45# 

37 


SPEllUst Heol 135-165 HP lor Target 


BoE 

BoA 


SPELL IrKreose Rre Dmg 3 
Shimmering Stove 


SPELL Deals 75-125 Dmg Attacker (IX Orance) 


BoE 

BoA 


Sunlire Sphere 


SPELL Rre Resist +6 


Enchontress Orb 
Strength of Will 


BoE 

BoE 

BoE 

BoE 


SPELL Increase Shadow Dmg 6 


SPELL Increose Healing 12 
Roincoller Scepter 
Silver-threod Rod 


Sotyr's Rod 


33 


SPELL Use: Decreoses Target Armor by 50 for I Minute 

34 

35 

36 

37 


Elder's Amber Stove 


Dryad's Stove 


37 


Twilight Orb 
Auroro Sphere 


BoE 

BoE 


Spell Increase Spell Dmg 5 


SPELL Use: Increases Run Speed 60X but deals HP/MP Domoge for ID so 



S« 37f 


72# 


IS* 

8 « 02 « 

5 « Vt 

8« (I2« 

SO* 00« 


5« 

72# 

72# 

72# 


72# 

B# 

75# 

79# 

72# 

48# 


4 







N/A 

N/A 

38 

N/A 

Explorer's League Lodestar 
Uthek's Finger 
Sorcerer Sphere 
Tranquil Orb 

42 

42 

43 
43 

BoA 

BoA 

BoE 

BoA 

0 

0 

0 

0 

25# 

2B# 

75# 

31# 

i 

§ 

0 

91 

HAND ITEMS 










OS 

V ARMOR NAME 

LEV 

BIND 

AC VE 


TIMM 

39 

Silksond Star 

44 

BoE 

0 

79# 

4 

Beaded Orb 

9 

BoE 

0 

72v 

15# 

N/A 

Jodemoon Orb 

45 

BoA 

0 

71# 

4 

Journeymon's Stove 

9 

BoE 

0 

8# 

02# 

40 

Regal Star 

45 

BoE 

0 

75# 

N/A 

Arcane Orb 

10 

BoA 

0 

4# 

00# 

41 

Dorkmist Orb 

46 

BoE 

0 

72# 

P 

SPELL Use: Restores 80-240 MP 






41 

Mistscope Stave 

46 

BoE 

0 

49# 

N/A 

Ley Orb 

10 

BoA 

0 

4# 

00# 

42 

Lord Sokrosis' Scepter 

47 

BoE 

0 

55# 

P 

SPELL Use: Restores 80-240 MP 






42 

Lunor Sphere 

47 

BoE 

0 

72# 

7 

Ancestrol Orb 

12 

BoE 

0 

8# 

02# 

43 

Royal Scepter 

48 

BoE 

0 

75# 

7 

Disciple's Stein 

12 

BoE 

0 

5# 

27# 

44 

Windchoser Orb 

49 

BoE 

0 

49# 

10 

Jester's Orb 

15 

BoE 

0 

5# 

27# 

45 

Gossomer Rod 

50 

BoE 

0 

52# 

10 

Native Branch 

15 

BoE 

0 

72# 

15# 

46 

Bloodwoven Rod 

51 

BoE 

0 

72# 

H/A 

Yeildust Medicine Bog 

15 

BoA 

0 

5# 

62# 

46 

Hibernal Sphere 

51 

BoE 

0 

79# 

P 

SPELL Mono Rejuvenation 






N/A 

Thermotostic Egg Timer 

51 

BoA 

0 

98# 

N/A 

Tear of Grief 

16 

BoA 

0 

4# 

52# 

47 

Gaea's Scepter 

52 

BoE 

0 

72# 

12 

Mogister's Orb 

17 

BoE 

0 

8# 

02# 

N/A 

Skullspell Orb 

52 

BoA 

0 

89# 

12 

Runic Cone 

17 

BoE 

0 

6# 

66# 

48 

Illusionary Orb 

53 

BoE 

0 

52# 

H/A 

Nightglow Concoction 

18 

BoA 

0 

6# 

07# 

N/A 

Oblivion Orb 

54 

BoA 

0 

1' 02# 

13 

Runic Stove 

18 

BoE 

0 

8# 

02# 

49 

Venomshroud Stein 

54 

BoE 

0 

79# 

14 

Eerie Stable Lantern 

19 

BoA 

0 

6# 

66# 








I 

4 


CE 

46 

► 

55 

59 


rr 

27 

28 
30 
30 
36 
36 

38 
N/i 

39 
N/, 
N/, 
43 




GOOD OFF-HAND ITEMS continued 




iO 

Ouskwoven Bronch 

55 

BoE 

0 

59 

27# 

N/A 

l/L 

Pyrestone Orb 

55 

BoA 

0 

1 09# 

53# 

► 

51 

High Arcane Scepter 

56 

BoE 

0 

8# 

02# 

N/A 

51 

Necrotic Orb 

56 

BoE 

0 

72# 

15# 

N/A 

m 

Spirit of Aquementos 

56 

BoA 

0 

1c 38# 

15# 

5 

i 

SPELL Decreases MP Cost of Spells by 25 






► 

52 

Arochnidian Bronch 

57 

BoE 

0 

72# 

15# 

N/A 

51 

High Arcane Scepter 

56 

BoE 

0 

8# 

02# 

N/A 

51 

Necrotic Orb 

56 

BoE 

0 

72# 

15# 

N/A 

Ilk 

Spirit of Aquementos 

56 

BoA 

0 

1 38# 

15# 

H/A 

i 

SPELL Oecreoses MP Cost of Spells by 25 






N/A 

52 

Arochnidian Bronch 

57 

BoE 

0 

72# 

IS# 

N/A 

V* 

Father Flame 

58 

None 

0 

66# 

57# 

► 

y 

SPELL Hre Resist r-10 






N/A 

53 

Mystical Orb 

58 

BoE 

0 

s# 

27# 

25 

54 

Fay Star 

59 

BoE 

0 

5# 

27# 

N/A 

54 

Highborne Star 

59 

BoE 

0 

8# 

02# 

b 

55 

Bonecoster's Star 

60 

BoE 

0 

72# 

15# 

N/A 

56 

Celestial Orb 

61 

BoE 

0 

72# 

IS# 

b 

56 

Zephyr Star 

61 

BoE 

0 

8# 

02# 

31 

57 

Novo Scepter 

62 

BoE 

0 

5# 

27# 

b 

51 

Demonskin Stove 

63 

BoE 

0 

72# 

15# 

N/A 

59 

Elunorion Sphere 

64 

BoE 

0 

8# 

02# 

N/A 

59 

Empyreol Stove 

64 

BoE 

0 

5# 

27# 

b 

60 

Eternal Rod 

65 

BoE 

0 

72# 

15# 

43 

60 

Lkh'sRod 

65 

BoE 

0 

5# 

27# 

b 



Dim Torch 

SPELL Adds 4 Spirit to Group Members 


SPELL Adds o 25-35 Rre Proc to o Weapon 


Stiches' Femur 


SPELL Removes Enchontment's from Morbent Fel (Quest) 
Rrestone 36 

SPELL Adds o 40-60 Fire Proc to o Weapon 
Spellstone 36 

SPELL Use: Absorbs 400 Magic Dmg lor 1 min 


SPELL Adds 0 60-90 Fire Proc to a Weapon 
Greater SPELLstone 

SPELL Use: Absorbs 650 Mogk Dmg for I min 


N/A Mojor Rrestone 

b SPELL Adds on 80-1 20 Fire Proc too Weapon 
N/A Bouquet of Block Roses 
Major Spellstone 

SPELL Use: Absorbs 900 Monk Dmg lor I m 



1# 

2# 

50# 


0# 

2# 

50# 


50# 

2# 

50# 

1# 

25# 

5# 

75# 


0# 

5# 

00# 

6# 

25# 


0# 


0# 


0# 

12# 

50# 


0# 


0# 

50# 

00# 


0# 

50# 

00# 


0# 



Llii 

46 

Lei of Lilies 

51 

BoE 

0 

1 

30# 

00# 

25 

Glowing Green Talisman 

30 

BoE 

0 

IS# 

35# 

i 

SPELL Conjures lily Roots (that Restore HP/MP) 






25 

Spectral Necklace 

30 

BoE 

0 

49# 

96# 

55 

Jeweled Amulet of Coinwyn 

60 

BoE 

0 

2 

11# 

25# 

26 

Crystal Storfire Medollion 

31 

BoE 

0 

17# 

13# 

JL. 

lady Moye's Pendont 

64 

BoE 

0 

1 

05# 

00# 

26 

Gnomeregon Amulet 

31 

BoA 

0 

37# 

78# 










26 

Wolfpock Medollion 

31 

BoE 

0 

25# 

38# 



4 Kl Ae 

S 




■Q 

27 

27 

Basalt Necklace 
Cerulean Tolismon 

32 

32 

BoE 

BoE 

0 

0 

40# 

42# 

07# 

20# 




■■Ml 

■■1 




28 

Tundra Neckloce 

33 

BoE 

0 

42# 

24# 

ns 

ARMOR NAME 

LEV 

UND 

AC 

mmim 

ms 

iV:UIW 

29 

Neckloce of Harmony 

34 

BoE 

0 

27# 

77# 

V 

Stygian Bone Amulet 

32 

BoA 

0 


30# 

02# 

30 

Emberspork Pendont 

35 

BoE 

0 

18# 

40# 

28 

River Pride Choker 

33 

BoE 

0 


58# 

96# 

30 

Greenstone Talismon 

35 

BoE 

0 

53# 

95# 

30 

Ghostshard Talismon 

35 

BoA 

0 


34# 

82# 

30 

Mork of the Kirin Tor 

35 

BoE 

0 

18# 

06# 

30 

Kaleidoscope Chain 

35 

BoE 

0 


66# 

14# 

30 

Pendant of Myzroel 

35 

BoA 

0 


0# 

36 

Gazlowe's Charm 

41 

BoE 

0 


74# 

13# 

31 

Thallium Choker 

36 

BoE 

0 

39# 

69# 

36 

Glowing Eye of Mordresh 

41 

BoA 

0 


52# 

77# 

33 

Forest Pendent 

38 

BoE 

0 

41# 

64# 

30 

Necklace of Calisea 

43 

BoE 

0 


25# 

35# 

34 

Jet Chain 

39 

BoE 

0 

71# 

43# 

H/A 

Drogon's Blood Necklace 

44 

BoA 

0 


83# 

77# 

N/A 

Explorers' Leogue Commendation 

41 

BoA 

0 

84# 

30# 

39 

Triune Amulet 

44 

BoA 

0 


92# 

95# 

36 

Iridium Choin 

41 

BoE 

0 

47# 

18# 

m 

Jorkal's Enhancing Necklace 

47 

BoA 

0 


89# 

90# 

N/A 

Kodobone Necklace 

41 

BoA 

0 

49# 

12# 

m 

Tohrash's Enhancing Neckloce 

47 

BoA 

0 


89# 

90# 

37 

Morsh Chain 

42 

BoE 

0 

47# 

49# 

43 

Lifeblood Amulet 

48 

BoA 

0 

1 

30# 

41# 

N/A 

Ethereal Talisman 

43 

BoA 

0 

43# 

07# 

44 

Skibi's Pendent 

49 

BoE 

0 


80# 

39# 

N/A 

Choker of the High Shaman 

44 

BoA 

0 

41# 

82# 

46 

Horizon Choker 

51 

BoE 

0 


91# 

37# 

39 

Lodestone Necklace 

44 

BoE 

0 

78# 

94# 

51 

Dragon's Eye 

56 

BoA 

0 


06# 

80# 

N/A 

Amberglow Talisman 

45 

BoA 

0 

59# 

30# 

51 

Verek's Collar 

56 

BoA 

0 


46# 

27# 

N/A 

Medal of Courage 

45 

BoA 

0 

81# 

55# 

i 

SPELL Add 196 Dodge 







40 

Shriveled Heart 

45 

BoA 

0 


0# 

52 

Medallion of Grand Marshal Morris 

57 

BoE 

0 

1 

06# 

37# 

40 

Tellurium Neckloce 

45 

BoE 

0 

49# 

71# 

b 

SPELL Add 15 Defense 







42 

Desert Choker 

47 

BoE 

0 

53# 

96# 

m 

Conqueror's Medallion 

SB 

BoA 

0 


23# 

77# 

42 

Entwined Opaline Tolismon 

47 

BoE 

0 

71# 

45# 

54 

lady Alizobeth's Pendant 

59 

BoE 

0 


46# 

17# 

42 

Fairy's Embroce 

47 

BoE 

0 

64# 

20# 

m 

Archlight Talisman 

60 

BoA 

0 


87# 

88# 

42 

Tolismon of the Nago Lord 

47 

BoE 

0 

52# 

82# 

55 

Imperiol Jewel 

60 

BoA 

0 

1 

96# 

46# 

42 

Warrior's Honor 

47 

BoE 

0 

76# 

45# 

► 

SPELL Attock Power 32 







43 

Onyx Choker 

48 

BoE 

0 

53# 

96# 

56 

Emberfury Talisman 

61 

BoA 

0 


96# 

46# 

N/A 

Pulsating Crystalline Shord 

50 

BoA 

0 

54# 

30# 

► 

SPELL Rre Resist +7, Add 196 Crit 







45 

Vanadium Talisman 

50 

BoE 

0 

53# 

96# 

56 

Heart of the Rend 

61 

BoA 

0 

1 

28# 

28# 

46 

Arctic Pendent 

51 

BoE 

0 

51# 

45# 

R/A 

Mork of Fordring 

63 

BoA 

0 

1 

02# 

83# 

47 

Rre Opal Necklace 

52 

BoA 

0 

79# 

12# 

► 

SPELL Add 1 96 Crit 







,48 

Marble Necklace 

53 

BoE 

0 

50# 

12# 

58 

Stor of Mystaria 

63 

BoA 

0 

1 

21# 

57# 








50 

Tooth of Gnarr 

63 

BoA 

0 

1 

20# 

93# 









' ''i 

t i 



N/A 

► 

Felstone Good Luck Charm 
SPELL Shadow Resist +13 

54 

BoA 

0 

71# 

64# 

49 

Selenium Choin 

54 

BoE 

0 

52# 

82# 

51 

Swomp Pendent 

56 

BoE 

0 

77# 

67# 

N/A 

Mindburst Medallion 

57 

BoA 

0 

1 68# 

75# 

52 

Obsidion Pendent 

57 

BoE 

0 

55# 

13# 

N/A 

Heroic Commendation Medal 

58 

BoA 

0 

71# 

08# 

N/A 

► 

Voice Amplification Modulator 
SPELL Resist Silence 

58 

BoE 

0 

59# 

30# 

54 

Quicksilver Pendent 

59 

BoE 

0 

77# 

57# 

55 

y 

Holycon's Spiked Collar 

SPELL Adds 45 Attack Power Vs. Beasts 

60 

BoA 

0 

1 06# 

70# 

N/A 

Hunter's Insignio Medal 

60 

BoA 

0 

61# 

45# 

55 

Jungle Neckloce 

60 

BoE 

0 

57# 

57# 

N/A 

► 

Neckloce of Sanctuary 
SPELL Rre & Shadow Resist +10 

60 

BoA 

0 ] 

1 69# 

30# 

55 

► 

Tolismon of Evasion 
SPELL Add 1% Dodge 

60 

BoA 

0 1 

1 63# 

96# 

57 

Granite Neckloce 

62 

BoE 

0 

59# 

82# 

58 

Vermilion Necklace 

63 

BoE 

0 

62# 

57# 

,60 

Prismatic Pendent | 

65 

BoE 

0 

65# 

07# 


K/A lornished Silver Necklace 



Underworld Bond 
y SPEU Increose Shodow Dmg 8 
41 Ring of Saviors 46 BoE 

y SPELL Use: AoE Tount, but 50% Dmg Increose for Enemies 

47 Freezing Bond 52 BoE 

y SPELL Increose Frost Dmg 1 3, Frost Resist * 1 0 
53 Myrmidon's Signet 58 BoE 

56 Mark of the Drogon Lord 61 BoA 

► SPELL Use: Roise s 500 Point Shield; Buffs MP Rege n by 22_ 


3 00# 00# 

2 13# 72# 


4Q 


SlIPFRIOR RINGS 


17 Block Peorl Ring 

17 Lovishly Jeweled Ring 

17 Ring of Defense 

y SPELL Adds 6 Defense 

18 Bond of Purificotion 

20 Ring of Precision 

21 Deep Fothom Ring 

i 21 Silverlolne's Fomily Seal 

N/A Sergeant's Insignia 

i 24 PloinsRing 

N/A Seal of Sylvonos 

24 Thunderbrow Ring 

25 The Queen's Jewel 

29 Electrocutioner Lognut 

I 30 Ironspine's Eye 

31 Agomaggon's Clutch 

31 Mork of Kern 

► SPELL Increoses Party Attack Power by 1 0 

31 Ring of the Underwood 

32 Blush Ember Ring 

32 Charged Geor 

y SPELL Arcane & Nature Resist +5 
N/A Dragonclow Ring 

39 Assault Band 

► SPELL Attock Power 20 

41 Mindseye Circle 

42 Archaedic Stone 

N/A Masons Fraternity Ring 

43 Brainlosh 

45 Runed Ring 

y SPELL Increase Spell Dmg 4 

48 Eye of Adaegus 

49 Cyclopean Band 

49 Drokeclow Band 

► SPELL Adds 6 Defense 


BoE 

BoA 

BoE 

BoE 

BoE 

BoA 


119 

8# 

11 # 

IS# 

22 # 

15# 

16# 

7# 

20 # 

21 # 


53# 

12 # 

53# 

27# 

07# 

27# 

50# 

0 # 

50# 

55# 

64# 


54 Noglering 59 

y SPELL Arcane Resist +10, Adds 1 % Hit, 3 Dmg Dealt to Attockers 

55 Band of Flesh 60 BoA 

55 Band of the Heirophont 60 BoE 

N/A Eye of Orgrimmar 60 BoA 

y SPELL Increase Spell Dmg 9 

N/A Magni's Willi 60 BoA 

► SPELL Add l%Crit 

N/A Ring of Protection 60 BoA 

y SPELL Increased Armor 1 50 

55 Rosewine Circle 60 BoA 

N/A Songstone of Ironforge 60 BoA 

y SPELL Increase Spell Dmg 9 

N/A Thrall's Resolve 60 BoA 

► SPELL Increosed Armor 150 

55 Emperor's Seal 61 BoA 

► SPELL Arcane & Frost Resist +6 

55 Moiden's Circle 61 BoE 

y SPELL Increase Spell Dmg 9 

N/A Seal of Ascension 61 BoA 

SPELL Rre, Frost & Nature Resist +10, Quest Item 


56 The Postmaster's Seal 

N/A Fordring's Seal 

y SPELL Increase Healing 34 

58 Painweaver Band 

► SPELL Adds 1%CrH, 1 6 Attack Power 

5 8 ^^1 of Rivendare 


BoA 

BoA 


48# 46« 

79# 13« 

70# B2« 

71# 02« 

78# 88« 

37# m 
71# 56« 

74# 07« 

99# 21« 

06# 48« 

0« 

22# lit 

01# S6t 


34 

35 

8oA 

BoA 

0 

0 

32# 

43# 

37# 

08# 









36 

BoE 

0 

ID9 

87# 

10# 

46# 


w GOOD RINGS 





1 










1 

36 

BoE 

0 

6# 

56# 







mmm 

37 

BoE 

0 

33# 

81# 


The 1 Ring 

WMSM 

15 

BoE 

K^K 

0 

11# 

liCTw 

30t 

37 

BoA 

0 

45# 

86# 

N/A 

Bounty Hunter's Ring 

20 

BoA 

0 

40 

03# 






15 

Lead Band 

20 

BoE 

0 

4# 

96# 

38 

BoA 

0 

61# 

30# 

15 

Overseer's Ring 

20 

BoE 

0 

6# 

25# 

44 

BoE 

0 

66# 

46# 

15 

Quartz Ring 

20 

BoE 

0 

4# 

64# 






N/A 

Ring of Scorn 

20 

BoA 

0 

4# 

12# 

46 

BoE 

0 1 

1 08# 

12# 

16 

Ring of the Moon 

21 

BoE 

0 

8# 

37# 

47 

BoA 

50 ] 

1 07# 

95# 

16 

Volcanic Rock Ring 

21 

BoE 

0 

8# 

37# 

47 

BoA 

0 

70# 

92# 

17 

Cloy Ring 

22 

BoE 

0 

8# 

74# 

48 

BoE 

0 1 

1 58# 

12# 

N/A 

Clergy Ring 

22 

BoA 

0 

5# 

56# 

50 

BoE 

0 : 

1 82# 

22# 

17 

Meadow Ring 

22 

BoE 

0 

10# 

64# 






18 

Viridion Bond 

23 

BoE 

0 

10# 

62# 

53 

BoE 

0 1 

1 11# 

57# 

18 

Zircon Band 

23 

BoE 

0 

10# 

87# 

54 

BoA 

0 ] 

1 36# 

57# 

19 

Black Widow Bond 

24 

BoE 

0 

6# 

50# 

54 

BoA 

0 

55# 

42# 

19 

Blood Ring 

24 

BoE 

0 

8# 

J7i_ 




19 

Demon Bond 

24 

BoE 

D 

8# 

37# 

47 

Sardonyx Knuckle 

52 

BoE 

0 

77# 

78# 

N/A 

Minor Channeling Ring 

24 

BoA 

0 

18# 

75# 

47 

Stardust Bond 

52 

BoE 

0 

83# 

75# 

20 

Coral Bond 

25 

BoE 

0 

13# 

12# 

N/A 

White Bone Bond 

52 

BoA 

0 

70# 

42# 

20 

Delias Renegade Ring 

25 

BoE 

0 

6# 

50# 

► 

SPELL Attock Power 24 






20 

Proirie Ring 

25 

BoE 

0 

10# 

64# 

48 

Arctic Ring 

53 

BoE 

0 

62# 

89# 

N/A 

Ring of Iron Will 

25 

BoA 

0 

4# 

62# 

N/A 

Choking Bond 

53 

BoA 

0 

65# 

42# 

20 

Ring of the Shadow 

25 

BoE 

0 

13# 

06# 

48 

Dork Iron Ring 

53 

BoA 

0 

65# 

92# 

A 

SPELL Shadow Resist +5 






N/A 

Ring of Fortitude 

S3 

BoA 

0 

52# 

92# 

N/A 

Socred Bond 

25 

BoA 

0 

13# 

78# 

N/A 

Sho'ni's Ring 

53 

BoA 

0 

65# 

42# 

N/A 

Skull Ring 

25 

BoA 

0 

12# 

50# 

49 

Marble Grcle 

54 

BoE 

0 

63# 

22# 

N/A 

Sustoining Ring 

25 

BoA 

0 

14# 

62# 

N/A 

Ring of the Aristocrat 

54 

BoA 

0 

90# 

42# 

l/A 

Totemic Cion Ring 

25 

BoA 

0 

6# 

50# 

N/A 

Chemist's Ring 

55 

BoA 

0 

73# 

96# 

21 

Amber Hoop 

26 

BoE 

0 

9# 

97# 

N/A 

Dolson Family Wedding Ring 

55 

BoA 

0 

81# 

09# 

21 

Chrome Ring 

26 

BoE 

0 

11# 

30# 

N/A 

Mark of Hokkor 

55 

BoA 

0 

55# 

42# 

21 

Defies Mage Ring 

26 

BoE 

0 


25# 

50 

Selenium Loop 

55 

BoE 

0 

83# 

06# 

22 

Aioro's Will 

27 

BoE 

0 

10# 

52# 

50 

Serpentine Loop 

55 

BoE 

0 

78# 

96# 

22 

Heort Ring 

27 

BoE 

0 

10# 

38# 

51 

Ring of the Heavens 

56 

BoE 

0 

83# 

75# 

R/A 

Bond of Elven Groce 

2B 

BoA 

0 

6# 

77# 

52 

Swamp Ring 

57 

BoE 

0 

88# 

11# 

23 

Ivory Bond 

2B 

BoE 

0 

9# 

14# 

53 

Jasper Link 

58 

BoE 

0 

74# 

14# 

23 

Sovonnoh Ring 

2B 

BoE 

0 

8# 

95# 

53 

Obsidian Bond 

58 

BoE 

0 

91# 

63# 

24 

Cobalt Ring 

29 

BoE 

0 

21# 

89# 

54 

Mogus Ring 

59 

BoA 

0 

1 49# 

07# 

24 

Jacinth Circle 

29 

BoE 

0 

17# 

21# 

54 

Quicksilver Ring 

59 

BoE 

0 

63# 

17# 

25 

Gnomeregon Bond 

30 

BoA 

0 

12# 

43# 

55 

Drogonscole Bond 

60 

BoE 

0 

83# 

75# 

26 

Bond of Thorns 

31 

BoE 

0 

16# 

32# 

N/A 

Bond of the Penitent 

61 

BoA 

0 

88# 

14# 

N/A 

Brilliant Gold Ring 

31 

BoA 

0 


0# 

► 

SPELL Add IX Crit 






R/A 

Inventor's League Ring 

31 

BoA 

0 

86# 

30# 

56 

Jungle Ring 

61 

BoE 

0 

77# 

81# 

R/A 

Ironforge Memorial Ring 

31 

BoA 

0 

8# 

82# 

56 

Perdiot Grcle 

61 

BoE 

0 

74# 

71# 

R/A 

Monkey Ring 

31 

BoA 

D 

8# 

97# 

56 

Floming Bond 

61 

BoA 

0 

1 < 49# 

07# 

R/A 

Ring of Pure Silver 

31 

BoA 

0 

12# 

50# 

► 

SPELL Increase Fire Dmg 13 






R/A 

SeolofWrynn 

31 

BoA 

0 

37# 

50# 

57 

Granite Ring 

62 

BoE 

0 

88# 

13# 

R/A 

Snake Hoop 

31 

BoA 

0 

8# 

97# 

58 

Vermilion Bond 

63 

BoE 

0 

73# 

96# 

R/A 

Tiger Bond 

31 

BoA 

0 

8# 

97# 

59 

Demonic Bone Ring 

64 

BoE 

0 

83# 

76# 

N/A 

Bond of the Undercity 

32 

BoA 

0 

15# 

00# 

59 

Opal Ring 

64 

BoE 

0 

1< 05# 

39# 

N/A 

Ring of Calm 

32 

BoA 

0 

15# 

40# 

60 

Prismatic Bond 

65 

BoE 

0 

89# 

63# 

N/A 

Tranquil Ring 

33 

BoA 

0 

6# 

65# 

N/A 

, Logrove'sSeol 

54 

BoA 

0 

90# 

92# 

28 

Tundro Ring 

33 

BoE 

0 

21# 

74# 








29 

Basalt Ring 

34 

BoE 

0 

17# 

13# 








29 

Spinel Ring 

34 

BoE 

0 

17# 

10# 








R/A 

Bloodbone Bond 

35 

BoA 

0 

11# 

30# 









30 Cerulean Ring 

R/A Nogg's Gold Ring 

H/A Reedknol Ring 

N/A Ring of Forlorn Spirits 

N/A Tolvosh's Gold Ring 

R/A Trader's Ring 

31 Mindbender Loop 

31 Ogremind Ring 

32 Amethyst Bond 

32 Fen Ring 

32 Voodoo Bond 

33 Greenstone Circle 

R/A Joino's Signet Ring 

34 Tbollium Hoop 

35 Cornelion Loop 

35 Inscribed Gold Ring 

35 Prismstone Ring 

35 Welken Ring 

36 Forest Hoop 

37 Jet Loop 

38 Hematite Link 

38 Iridium Circle 

39 Folcon's Hook 

40 Morsh Ring 

41 Aquamarine Ring 

R/A Coldwoter Ring 

41 Lodestone Hoop 

R/A Seofire Bond 

42 Tellurium Bond 

43 Bond of the Unicorn 

A SPELL Increase Spell Dmg 6 

44 Desert Ring 

44 Topoz Ring 

N/A Bond of the Great Tortoise 

N/A Burning Obsidian Bond 

45 Onyx Ring 

N/A Seedtime Hoop 

_4_6_ J Vonodium Loop 


BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoE 

BoA 

BoE 

BoA 

BoE 

BoE 

BoE 

BoE 


120 

0 

0 

0 

0 


21 # 

64# 

56# 

15# 


16# 

21 # 

39# 

24# 

17# 

64# 

46# 

17# 

46# 

18# 

18# 

19# 

46# 

28# 

39# 

28# 

25# 

24# 

49# 

20 # 

55# 

20 # 

71# 

25# 

46# 

47# 

20 # 

36# 

49# 

70# 

74# 


44# 

63# 

65# 

00 # 

63# 

40# 

96# 

00 # 

69# 

69# 

20 # 

69# 

30# 

45# 

49# 

03# 

03# 

12 # 

49# 

96# 

71# 

85# 

42# 

63# 

71# 

92# 

38# 

92# 

13# 

42# 

49# 

39# 

92# 

57# 

71# 

92# 

71# 


N/A 

Mood Ring 

10 

None 0 

25# 

00# 

N/A 

Cubic Zirconio Ring 

20 

None 0 1 < 

25# 

00# 

N/A 

Silver Piffeny Bond 

30 

None 0 2 ' 

50# 

00# 

N/A 

Miniscule Diomond Ring 

40 

None 0 6 ' 

25# 

00# 

N/A 

Flawless Diamond Solitaire 

50 

None 0 12^ 

50# 

00# 

N/A 

The Rock 

60 

None 0 25 

00# 

00# 




51 

► 

58 

► 

Lifestone 56 BoE 0 

SPELL Heals 10 HP/5 sec. On Use; Heals 300-700 HP 
The Lion Horn of Stormwind 63 BoE 0 

SPELL The Lion Horn of Stormwind 

2 809 

1 78# 

009 

809 

N/A 

► 

N/A 

► 

N/A 







4 

SUPERIOR RINGS 



nil 

N/A 

"TH 


WMM 



fiv.iim 

► 

38 

Blazing Emblem 

43 

BoE 0 

169 

259 


► 

SPELL Rre Resist -r15. On Use; Adds 50 Fire Resist and -25 to Rre Damoge 



M 

40 

Ankh of Life 

45 

BoE 0 

539 

509 


► 

SPELL On Use; Heok Torget for 135-1 65 HP 





46 

Six Demon Bag 

51 

BoE 0 

1 549 

959 

rirr 

► 

SPELL On Use; Attacks Enemies with Elemental Magic 




35 

47 

Uther's Strength 

52 

BoA 0 

719 

309 

► 

► 

SPELL On Hit; 2% Chonce of Shielding You 




36 

50 

Smoking Heart of the Mountoin 

55 

BoA 150 

159 

009 

► 

► 

SPELL Fire, Frost, Nature & Shadow Resist -f7 




N/A 

53 

Burst of Knowledge 

58 

BoA 0 

1< 009 

009 

► 

► 

SPELL Add 6 to Dmg/Healing Spells, On Use; Reduces MP Costs by 100 



N/A 

53 

Hand of Justice 

58 

BoA 0 

1 009 

009 

N/A 

► 

SPELL Adds 20 Attack Power, On Attack; 2% Chance of Extra Attack 



► 

53 

Piccolo of the Roming Rre 

58 

BoA 0 

1 079 

349 

N/A 

54 

Orb of Deception 

59 

BoE 0 

469 

189 

► 

> 

SPELL Shift into Form from Enemy Foction 




N/A 

54 

Second Wind 

59 

BoA 0 

1 009 

009 

► 

► 

SPELL Add 20 to Healing, On Use; Restores 300 MP Over 10 sec 



N/A 

55 

Briarwood Reed 

60 

BoA 0 

1 009 

009 

► 

► 

SPELL Increase Spells Dmg 15 





N/A 

55 

Force of Will 

60 

BoA 0 

1 009 

009 

► 

► 

SPELL Adds 1 0 Defense, On Hit; 1 % Chance to Reduce Melee Dmg by 25 



N/A 

N/A 

Ragged John's Neverending Cup 

60 

BoA 0 

819 

449 

► 

55 

Ramstein's Lightning Bolts 

60 

BoA 0 

969 

009 

N/A 

► 

SPELL On Use; Deals 500 Nature Dmg in on AoE 




► 

55 

Smolderweb's Eye 

60 

BoA 0 

969 

339 

N/A 

► 

SPELL On Use; Poison Target for 5 Omg Every 2 sec 




► 

56 

Cannonball Runner 

61 

BoA 0 1 

1 089 

509 

N/A 

► 

SPELL On Use; Summons Cannon Pet 





N/A 

56 

Heart of the Scale 

61 

BoA 0 1 

1 059 

399 

► 

P 

SPELL On Use; Adds 20 Rre Resistance and Deals 20 Dmg to Attackers 



N/A 

N/A 

Seol of the Dawn 

61 

BoA 0 

969 

159 

► 

► 

SPELL Adds 81 Attock Power Vs. Undead 




N/A 

N/A 

Barov Peasant Colter 

62 

BoA 0 

899 

919 

► 

► 

SPELL On Use; Summons 3 Peasants 







SPELL On Use; Summons 3 Peasants 


SPELL Adds IS Spirit ta Group Members 

Mark of Tyranny 63 BoA 

SPELL Intrea^ Armnr 180, Arcane Re si st +10, Add IX Dodge 




(old Basilisk Eye 
SPELL On Use; Slow Torget Attork by 5X for 15 sec 
Tidal Charm 41 

SPELL On Use; Stun Target for 3 sec 
Thunderbrew's Boot Flosk 44 

SPELL On Use; Deols 250 AoE Dmg Over 5 sec 


SPELL Adds 3X to Mount Speed 
Guardion Talisman 50 

SPELL On Hit; 2X Chance to Add 350 Armor for 15 sec 
Nifty Stopwatch 50 

SPELL On Use; Adds 40% Run Speed for 10 sec 
Smotts' Compass 50 

SPELL Add 1% Dodge 

Linken's Boomerang 56 

SPELL On Use; Deals 113-187 Dmg to Target (Chance to Disorm/Stun) 
N/A Shard of Afroso 57 

SPELL Adds 5 HP/MP Every 5 sec 
N/A Choined Essence of Eranikus 60 

SPELL On Use; Deals 50 Omg/5 sec in on AoE for 45 
Demon's Blood 60 

SPELL Adds 5 Defense, 10 Shadow Resist, and Improves HP Regen 
Prismcharm 60 

Spectral Essence 60 

SPELL Visions of the Past (Quest) 

Ward of the Elements 60 

SPELL Arcone, Rre, Frost, Nature & Shadow Resist +8 
Smokey's Lighter 61 

SPELL On Use; Deols 125 Rre Dmg to Torgits In Front 


BaE 

0 

469 

«• 

BoA 

0 

1 039 

06« 

BoA 

0 

1 009 

00« 

BoA 

0 

399 

87* 

BoA 

0 

719 


BoA 

0 

899 

io« 

BoA 

0 

469 

62« 

BoA 

0 

219 

71« 

BoA 0 

1 Disorm/Stun) 

629 

03« 

BoA 

0 

469 

62# 

BoA 

0 

649 

64# 

BoA 

HP Regen 

0 

889 

07# 

BoA 

0 

749 

64# 

BoA 

0 


0# 

BoA 

0 

799 

53# 

BoA 

0 

709 

00# 



N/A 

Acolyte's Shirt 

1 None 


19 

N/A 

Brown Unen Shirt 

7 

None 


II# 

N/A 

Apprentice's Shirt 

1 None 


19 

N/A 

White Linen Shirt 

7 

None 


75# 

N/A 

Brawler's Harness 

1 None 


19 

N/A 

Blue Linen Shirt 

10 

None 


75# 

N/A 

Deprecoted Rogue's Vest 

1 None 


19 

N/A 

Red Linen Shirt 

10 

None 


25# 

N/A 

Deprecated War Harness 

1 None 


19 

N/A 

Deckhand's Shirt 

14 

None 

19 

39# 

N/A 

Deprecated Work Shirt 

1 None 


19 

N/A 

Green Unen Shirt 

14 

None 


37# 

N/A 

Footpad's Shirt 

1 None 


19 

N/A 

Captain Sander's Shirt 

15 

None 

19 

37# 

N/A 

Neophyte's Shirt 

1 None 


19 

N/A 

Fine Cloth Shirt 

17 

None 


87# 

N/A 

Primitive Mantle 

1 None 


19 

N/A 

Common Brown Shirt 

20 

None 

19 

00# 

N/A 

Primitive Mantle 

1 None 


19 

N/A 

Common Gray Shirt 

20 

None 

19 

00# 

N/A 

Recruit's Shirt 

1 None 


19 

N/A 

Comman White Shirt 

20 

None 

19 

DO# 

N/A 

Recruit's Shirt 

1 None 


19 

N/A 

Gray Woolen Shirt 

20 

None 

29 

00# 

N/A 

Rugged Trapper's Shirt 

1 None 


19 

N/A 

Stylish Red Shirt 

22 

None 

29 

50# 

N/A 

Sawbones Shirt 

1 BoA 

629 

509 

N/A 

Stylish Blue Shirt 

25 

None 

29 

50# 

N/A 

Squire's Shirt 

1 None 


19 

N/A 

Stylish Green Shirt 

25 

None 

29 

50# 

N/A 

Squire's Shirt 

1 None 


19 

N/A 

Bright Yellow Shirt 

27 

None 

59 

00# 

N/A 

Thug Shirt 

1 None 


19 

N/A 

Bold Yellow Shirt 

30 

None 

109 

00# 

N/A 

Thug Shirt 

1 None 


19 

N/A 

Dork Silk Shirt 

31 

None 

129 

00# 

N/A 

Trapper's Shirt 

1 None 


19 

N/A 

White Swoshbuckler's Shirt 

32 

None 

59 

00# 

N/A 

Tuxedo Shirt 

1 None 


259 

N/A 

Formal White Shirt 

34 

None 

59 

50# 

N/A 

Tuxedo Shirt 

1 None 

29 

-JO#. 

N/A 

. Red Swashbuckler's Shirt 

35 

None 

79 






91« 


SO# 

50# 

SO# 



42# 


06# 

00 # 

87# 

62# 

10 # 

62# 

71# 

03# 

62# 

64# 

07# 

64# 

0 # 

S3# 

00 # 



ijv.niw 

11 # 

7S# 

75# 

25# 

39# 

37# 

37# 

87# 

00 # 

00 # 

00 # 

00 # 

SO# 

50# 

50# 

00 # 

00 # 

00 # 

00 # 

50# 

SO# 



I I/A Rich Purple Silk Shin 37 None 

I/A Block Swoshbuckler's Shirt 40 None 

' I/A Orange Mortiol Shirt 40 None 

I/A Stylish Block Shirt 40 None 

I/A Orange Mogeweove Shirt 43 None 

I/A lavender Mogeweove Shirt 46 None 

I/A Pink Mogeweove Shirt 47 None 

jj/A , Moster Builwder's Shirt 55 BoA 


159 00# 

15# 00# 

15# 00# 

15# 00# 

15# 00# 

15# 00# 

15# 00# 

71# 37# 



)6 Polychromotic Visionwrop 61 

A SPELL Arcone, fire, Frost, Nolure & Shodow Resist +20 


Qm 


STANDARD ITEMS 



I/A 

Acolyte's Shoes 

1 None 

1# 

m 

Apprentice's Boots 

1 None 

1# 

I/A 

Block Tuxedo 

1 None 

1# 

I/A 

Brovder's Boots 

1 None 

1# 

I/A 

Dress Shoes 

1 None 

1# 

I/A 

Easter Dress (Robe) 

1 None 

1# 

I/A 

Footpad's Shoes 

1 None 

1# 

I/A 

Neophyte's Boots 

1 None 

1# 

I/A 

Recruit's Boots 

1 None 

1# 

I/A 

Recruit's Bools 

1 None 

1# 

I/A 

Rugged Tropper's Boots 

1 None 

1# 

I/A 

Squire's Bools 

1 None 

1# 

I/A 

Thug Boots 

1 None 

1# 

I/A 

Thug Bools 

1 None 

1# 


N/A Iropper's Bools 
N/A Tuxedo Jacket 
► SPELL Shorp Dresser 
N/A Tuxedo Pants 
1 Tuxedo Ponts 
N/A White Wedding Dress (Robe) 

N/A Simple Dress (Robe) 

N/A White Troditionol Honbok (Robe) 
N/A Red Troditionol Honbok (Robe) 
N/A Blue Wedding Honbok (Robe) 
N/A Green Wedding Honbok (Robe) 
N/A Simple Block Dress (Robe) 

N/A Royal Dongui (Robe) 
jl/A Formol Dongui (Robe) 


Cl 


None 

None 


I# 

1 # 

1 # 

1 # 

I# 

59# 
5# 95# 

35# 2B# 

10 # 20 # 

74# 42# 

44# 99# 

77# 39# 

13# 24# 


INFERIOR ITEMS 


N/A Red Defies Mask 


lALCbHOUgtE^^jai^^J 

inMNAMI REOLEV COOLDOWN ! 

lELL PRICE PI 

JRCHASE PRICE 1 

■ ITEM NAME 


mm 

SES1I!Q9I 

Dottle of Pinot Noir 1 

50# 

12# 

Mug of Shimmer Stout 

0 1 hr 45# 

II# 

1 A fairly weak alcoholic beverage. 



F Restores 140 to 180 mono. 



OierryGrog 25 

3# 40# 

85# 

Rhapsody Molt 

1 2 min 50# 

12# 

I A strong olcoholic beveroge. 



F A foiriy weok alcoholic beverage. 



(iiergo's Gold 0 1 sec 

16# 00# 

4# 00# 

Skin of Dworven Stout 

0 1# 20# 

30# 

FA strong olcoholic beverage. 



F A typical okoholic beverage. 



(iiergo's Gold with Worm 0 

16# 00# 

4# 00# 

Southshore Stout 

0 l#45# 

36# 

FA potent alcoholic beverage. 



F A typkol alcoholic beverage. 



Oork Dworven Lager 0 

10# 00# 

2# 50# 

Stormstout 

0 2# 55# 

63# 

FA potent alcoholic beverage. 



F A powerful ole ihot increoses your STR by 4 ond decreases your INT by 5 for 5 min. 


HogonofMeod 0 

15# 00# 

3# 75# 

Thunder Ale 

1 1 sec 50# 

12# 

FA strong olcoholic beverage. 



F A fairly weak okoholic beveroge. 



Bosk of Port 0 

1#50# 

37# 

Trogg Ale 

0 3# 55# 

8B# 

FAlypkal olcoholic beverage. 



F Increoses your heolth by 23 to 37, but decreoses your SPI by 4 for 5 min. 


log of Bourbon 0 

20# 00# 

5# 00# 

Volatile Rum 

0 isec 16# 00# 

4# 00# 

FA strong okoholic beverage. 



F A strong okoholic beverage. 



kmglevineWine 0 

3# 00# 

75# 

Watered-down Beer 

1 N/A 

N/A 

FA strong alcoholic beveroge. 



F This weak beer increoses your SPI by 1 ond decreases your STAM by 1 lor 10 min. 


bg of Thunderbrew lager 0 

4# 45# 

1#I1# 

Wizbong's Speciol Brew 

0 Isec 1#20# 

30# 

F Increoses STAM by 3 ond gets you pretty drunk. 



F A typkol alcoholic beveroge. 



long Juice Cocktail 0 1 sec 

F Increases STAM by 50 when consumed. Effect lasts for 60 minutes. 

N/A 

N/A 








¥ Restores 835 mono over 24 sec. Must sit while drinking. 
Conjured Crystal Water 55 

^ Restores 1213 mono over 40 sec. Must sit while drinking. 
Conjured Fresh Water 5 

h Restores 436 mono over 21 sec. Must sit while drinking. 
Conjured Mineral Water 35 

h Restares 1992 mona over 30 sec. Must sit while drinking. 
: Conjured Purilied Water 15 

y Restores 835 mono over 24 sec. Must sit while drinking. 
Conjured Sparkling Water 45 

y Restores 2934 mono over 30 sec. Must sit while drinking. 
' Conjured Spring Water 25 

i y Restores 1 344 mono over 27 sec. Must sit while drinking. 
Conjured Water 1 

► Restores 1 51 mono over 1 8 sec. Must sit while drinking, 

t Enchanted Woter 25 

► Restores 1 344 mono over 27 sec. Must sit while drinking. 

! GoldthornTeo 25 

y Restores 1 344 mono over 27 sec. Must sit while drinking. 


lOsec 

5# 009 

25# 

Isec 

N/A 

N/A 

Isec 

N/A 

N/A 

Isec 

N/A 

N/A 

Isec 

N/A 

N/A 

Isec 

N/A 

N/A 

Isec 

N/A 

N/A 

Isec 

N/A 

N/A 

Isec 

5# 35# 

1#33# 

Isec 

3# 40# 

85# 


Ice Cold Milk 5 

y Restores 436 mono over 21 sec. Must sit while drinking. 
Melon Juice 15 

y Restores 835 mono over 24 sec. Must sit vrhile drinking. 
Moonberry Juke 35 

y Restores 1992 mono over 30 sec. Must sit while drinking. 
Morning Glory Dew 45 

y Restores 2934 mono over 30 sec. Must sit while drinking. 
Night Dragon's 8reoth 45 

Restores 394 to 456 mono and 394 to 456 health. 

Raptor Punch 0 

y Inaeoses your INT by 4 and decreases your SIAM by 5 for 5 
Refreshing Spring Water 1 

► Restores 151 mono over 18 sec. Must sit while drinking. 
Restoring Balm 0 

y Heals the torget of 180 dmg over 12 sec. 

Sweet Nectar 25 

y Restores 1 344 mono over 27 sec. Must sit while drinking. 


19 259 

6« 

5# 00# 

35# 

20# 00# 

1«00| 

40# 00# 

2# 001 

N/A 

N/A 

3# 55# 

it# 

25# 

1# 

4# 80# 

l#30# 

10# 00# 

50# 



Alterac Swiss 45 I sec 409 00* 

y Restores 2148 heolth over 30 sec. Must sit while eating. 

8akedSolmon 45 1 sec 32# 00* 

y Restores 2148 health over 30 sec. Must sit while eating. 

8arbecued 8uzzard Wing 25 1 sec 12# 00# 

y Restores 1 636 health over 27 sec. Must sit while eating. If you spend at least 

10 seconds eating you will become well fed and gain a temporary SIR and SPI buff. 

Beer Basted Boar Ribs 1 1 sec 40# 

h Restores 126 heolth over 18 sec. Must sit while eoting. If you spend at least 
10 seconds eoting you will become well fed and gain o temporary SIR and SPI buff. 

8ig Rear Steak 15 1 sec 5# 00# 

y Restores 1027 heolth over 24 sec. Must sit while eating. If you spend at least 
10 seconds eating you will become well fed ond gain a temporary SIR and SPI buff. 

Blood Sausoge 5 1 sec I# 60# 

► Restores 474 health over 21 sec. Must sit while eoting. If you spend ot least 
10 seconds eating you will become well fed ond gain o temporary SIR and SPI bull. 

BloodyyFish 25 I sec 12# 50# 

► Restores 1 392 heolth over 30 sec. Must sit while eating. 

BoglingRoot 0 I sec I# 50# 

y Increases melee dmg by 1 lor 10 min. 

Boiled Clams 5 10 min 80# 

y Restores 474 health over 21 sec. Must sit while eating. If you spend ot least 
10 seconds eating you will become well fed and goin a temporory SIR and SPI buff. 

Brilliant Smollfish 1 1 sec 25# 

^ Restores 61 heolth over 18 sec. Must sit while eating. 

: Bristle Whisker Catfish IS 1 sec 5# 00# 

► Restores 552 health over 24 sec. Must sH while eating. 

Coctus Apple Surprise 0 1 sec 25# 

y Restores 1 26 health over 1 8. Must sit while eating. If you spend at least 10 seconds eating you will become well fed 


2# 00# Conjured Sweet Roll 45 I sec N/A N/A 

y Restores 21 48 health over 30 sec. Must sit while eating. 

1#60# Cooked Crab Claw 5 1 sec 1#00# 2S« 

► Restores 294 heolth and 294 mana over 21 sec. Must sit while eating. 

3# 00# Cooked Glossy Mightfish 35 1 sec 15# 00# 3#75« 

y Restores 874 health over 27. Must sit while eating. Also increoses your SIAM by 10 for 10 min. 

Coyote Steak 5 1 sec 80# 30# 

10# ^ Restores 474 health over 21 sec. Must sit while eating. If you spend at leost 

1 0 seconds eoting you will become well fed and gain a temporory SIR ond SPI buff. 

Crab Cake 5 1 sec 1 # 00# 35# 

1 # 25# y Restores 474 health over 21 sec. Must sit while eoting. If you spend at leost 

10 seconds eating you will become well fed ond gain a temporary SIR and SPI buff. 

Crispy Bat Wing I Isec 40# 10# 

40# y Restores 1 26 health over 1 8 sec. Must sit while eating. If you spend ot leost 

1 0 seconds eoting you will become well fed ond gain a temporary STR ond SPI buff. 

Crispy Uzord Toil 12 Isec 5# 00# I# 35# 

62# y Restores 1 027 health over 24 set. Must sit while eating. If you spend at least 

10 seconds eating you will become well led ond gain o temporory STR and SPI buff. 

37# Crocolisk Gumbo 15 Isec 4# 00# 1#N# 

y Restores 1027 health over 24 sec. Must sit while eoting. If you spend at least 
20 # 10 seconds eoting you will become well fed and goin a temporary STR ond SPI buff . 

Crocolisk Steak 5 Isec 1#00# 35# 

y Restores 474 health over 21 set. Must sit while eating. If you spend ot least 
1 # 10 seconds eoting you will become well led ond gain a temporary STR and SPI buff. 

Cured Ham Sleok 35 Isec 20# 00# 1#00# 

25# y Restores 1 392 health over 30 set. Must sit yrhile eating. 

Curiously Tasty Omelet 15 Isec 6# 00# 1#50# 

1 # y Restores 1 027 health over 24 sec. Must sit while eoting. If you spend at least 

1 0 seconds eating you will become well fed ond gain o temporary STR ond SPI buff. 


and gain a temporory STR ond SPI buff. 





Dalaran Shorp 5 

Isec 

1#25# 

6* 

Candy Bor 1 

Isec 

40# 


10# 

y Restores 243 health over 21 sec. Must sit while eating. 




y Restores 1 89 health over 21 sec. Must sit while eating. If you spend ot least 




Dorkshore Grouper 5 

Isec 

1#25# 

6« 

10 seconds eating you will become well fed and goin a temporary STR and SPI buff. 



y Restores 243 heahh over 21 sec. Must sit while eating. 




Carrion Surprise 25 

Isec 

12# 00# 


3# 00# 

Darnossion Bleu 1 

Isec 

25# 

If 

y Restores 1 636 health over 27 sec. Must sit while eating. If you spend at least 




y Restores 61 heahh over 18 sec. Must sit while eating. 




10 seconds eating you will become well fed ond gain a temporary STR and SPI buff. 



Deep Fried Plantains 45 

Isec 

40# 00# 

2# 00# 

Charred Wolf Meat 1 

Isec 

20# 


5# 

y Restores 2148 heolth over 30 sec. Must sit while eoting. 




y Restores 61 heolth over 18 sec. Must sit while eating. 





Deficious Cove Mold 25 

Isec 

10# 00# 

50# 

Chocolate Square 1 

Isec 

40# 


10# 

y Restores 874 health over 27 sec. Must sit while eoting. 




y Restores 189 heolth over 21 sec. Must sH while eating. If you spend at least 




DigRat5tew 10 

Isec 

2# 80# 

70# 

10 seconds eating you will become well fed ond gain a 

temporary STR ond SPI buff. 



y Restores 552 heolth over 24 sec. Must sit while eating. 




Clom Chowder 10 

Isec 

3# 00# 


75# 

Dragonbreoth Chilli 35 

Isec 

12# 00# 

3# 00# 

y Restores 552 health over 24 sec. Must sit while eating. 





^ Occosionally belch flame at enemies struck in melee for the next 10 min. 



Conjured Bread 5 

Isec 

N/A 

N/A 


Dried King Bolete 45 

Isec 

40# 00# 

2# 00# 

y Restores 243 health over 21 sec. Must sit while eating. 





y Restores 2148 health over 30 sec. Must sit while eating. 




Conjured Muffin 1 

Isec 

N/A 

N/A 


Dry Pork Ribs 5 

Isec 

1#00# 

35# 

y Restores 61 health over 18 sec. Must sit while eating. 





y Restores 474 heolth over 21 sec. Must sH while eoting. If you spend at leost 



Conjured Pumpernickel 25 

Isec 

N/A 

N/A 


10 seconds eating you will become well fed and gain a temporary STR and SPI buff. 


► Restores 874 heahh over 27 sec. Must sit while eating. 





DwarvenMild IS 

Isec 

5# 00# 

35# 

Conjured Rye 15 

Isec 

N/A 

N/A 


► Restores 552 health over 24 sec. Must sit while eoting. 




► Restores 552 health over 24 sec. Must sit while eoting. 





RietofRedgill 35 

Isec 

18# 00# 

90# 

Conjured Sourdough 35 

Isec 

N/A 

N/A 


y Restores 1392 heahh over 30 sec. Must sh while eating. 





y Restores 1 392 heahh over 30 sec. Must sit while eating. 




ISIZ2SB 

6 # 

25# 


]# 00 # 
2 * 00 # 
N/A 

88 # 

1 # 

I# 20# 
50# 



N/A 

25# 
3# 75# 
20 # 

25# 

10 # 

I# 25# 

1 # 00 # 

25# 

I# 00# 
1#50# 

6 # 

6 # 

1 # 

!# 00 # 
50# 
70# 

# 00 # 
# 00 # 

25# 

25# 

90 # 


flet of Frenzy 5 I sec 84 v 21# 

F Hestores 474 heohli over 21 sec. Must sil while eoling. If you spend ot leosl 
10 seconds eating you will become well fed and gain o temporory STR and SPI buff, 
file Aged Cheddor 35 1 sec 20# 00# 1# 50# 

F Hestores 1 392 heolth over 30 sec. Must sit while eoting. 

Fissure Plant 5 1 sec 85# 21# 

F Restores 243 heolth over 21 sec. Must sH while eoting. 

llonkofMeat 15 1 sec N/A N/A 

F Restores 670 heolth over 30 sec. Must sh while eoting. 

Forest Mushroom Cop 1 Isec 25# 1# 

F Restores 61 health over 18 sec. Must sH while eating. 

Freshly Baked Bread 5 Isec 1# 25# 6# 

F Restores 243 heolth over 21 sec. Must sit while eating. 

Frog Leg Stew 0 Isec 12# 50# 62# 

F Restores 874 health over 27. Must sH while eating. 

GontClomScorcho 25 Isec 12# 50# 3# 12# 

F Restores 1 636 health over 27 sec. Must sit while eating. If you spend at least 
10 seconds eating you will become well fed and goin a temporary STR ond SPI buff. 

Gizzard Gum 0 1 sec N/A N/A 

F Increases SPI by 50 when consumed. Effect lasts for 60 minutes. 

Goblin Deviy Clams 15 1 hour 3# 80# 95# 

F Restores 1027 health over 24 sec. Must sit while eating. If you spend at least 10 seconds eating you will become well 
fed and gain a temporary STR and SPI buff. 

GoMenbark Apple 25 Isec 10# 00# 50# 

F Restores 874 health over 27 sec. Must sit while eating. 

Gooey Spider Cake 15 Isec 4# 00# 1# 00# 

F Restores 1027 heahh over 24 sec. Must sit while eating. If you spend ot least 
10 seconds eoting you will become well fed and gain a temporary STR ond SPI buff. 

Goretusk Uver Pie 5 Isec 1#00# 25# 

F Restores 474 health over 21 sec. Must sit while eating. If you spend ot least 
10 seconds eating you will become well fed and gain o temporary STR and SPI buff. 

Green Teo Leaf 4 Isec 56# 14# 

F Instantly heals 30 dmg. Also restores 60 mono over 1 0 sec. Must sit while drinking. 

Grilled King Crowler Legs 35 

F Restores 1392 health over 30 sec. Must sit while eating. 

GrM Squid 35 

F Restores 874 health over 27. Must sH while eating. Also in 
Grim Guzzler Boor 45 

F Restores 2148 heolth over 30 sec. Must sit while eating. 

Ground Scorpok Assoy 0 

F Increoses AGI by 50 when consumed. Effect losts for 60 m 
Hounch of Meat 5 

F Restores 243 health over 21 sec. Must sit while eating. 

Heeling Herb 0 

F Restores 61 heolth over 18 sec. Must sH while eoting. 

Heovy Kodo Stew 35 

F Restores 2514 health over 30 sec. Must sit while eating. If you spend at least 
10 seconds eating you will become well fed and gain a temporary STR ond SPI buff. 

Herb Baked Egg I Isec 40# 10# 

F Restores 1 26 health over 1 8 sec. Must sit while eoling. If you spend at least 
10 seconds eating you will become well fed and gain a temporory STR and SPI buff. 

Homemode Cherry Pie 45 I sec 40# 00# 2# 00# 

F Restores 2148 health over 30 sec. Must sH while eating. 

HolLionChops 15 Isec 5# 00# 1#25# 

F Restores 1027 health over 24 sec. Must sit while eating. If you spend at yst 
10 seconds eating you will become well fed and gain a temporory STR and SPI buff. 

Hot Smoked Bass 35 Isec 16# 00# 4# 00# 

F Restores 874 health over 27 sec. Must sit while eating. Also increases your SPI by 10 for 10 min. 

Hot Wolf Ribs 25 Isec 12# 50# 3# 12# 

F Restores 1636 health over 27 sec. Must sH while eating. If you spend at least 
10 seconds eating you will become well fed and gain a temporory STR and SPI buff. 

Jungle Stew 25 Isec 12# 00# 3# 00# 

F Restores 1636 heolth over 27 sec. Must sit while eating. If you spend at least 
10 seconds eating you will become well fed ond goin a temporory STR and SPI buff. 

Koldorei Spider Kal»b 1 Isec 40# 10# 

F Restores 126 health over 18 set. Must sit while eating. If you spend at least 
10 seconds eating you will become well fed and gain a temporary STR ond SPI buff. 

Leon Venison 15 Isec 3# 80# 95# 

F Restores 1027 health over 24 set. Must sit while eating. If you spend at least 
10 seconds eating you will become well fed ond gain a temporary STR and SPI buff. 
legMeat 1 Isec 25# 1# 

F Restores 61 heolth over 18 set. Must sit while eating. 

Lobster Stew 45 Isec 36# 00# I# 80# 

F Restores 2148 health over 30 sec. Must sit while eating. 

Loch Frenzy Delight 5 1 sec 1 # 25# 6# 

F Restores 243 health over 21 sec. Must sit while eating. 

Lollipop 1 Isec 40# 10# 

F Restores 1 89 health over 21 sec. Must sit while eoting. If you spend at leost 
10 seconds eating you will become well fed ond gain a temporary STR ond SPI buff. 

Longjow Mud Snopper 5 Isec 1#25# 6# 

F Restores 243 health over 21 sec. Must sit while eoting. 


Isec 

10# 00# 

50# 

Isec 

14# 00# 

3# 50# 

eoses your STAM by 1 0 for 1 0 min. 


Isec 

40# 00# 

2# 00# 

Isec 

utes. 

N/A 

N/A 

1 hour 

1#25# 

6# 

Isec 

10# 

2# 

Isec 

12# 00# 

3# 00# 


Mightfish Steak 45 Isec 16# 00# 

► Restores 1933 health over 27 sec. Must sH while eoting. Also inaeoses your STAM by 10 for 10 min. 

Mithril Head Trout 25 Isec 12# 50# 

^ Restores 874 health over 27 sec. Must sit while eating. 

Moist Cornbread 15 Isec 

^ Restores 552 health over 24 sec. Must sH while eating. 

Monster Omiette 40 I sec 

^ Restores 2514 health over 30 sec. Must sit while eating. If you spend at least 
1 0 seconds eating you will become well fed and gain a temporory STR ond SPI buff. 

Moon Harvest Pumpkin 35 1 sec 

k Restores 1392 health over 30 sec. Must sH while eating. 

Mulgore Spice Breod 25 1 sec 

► Restores 874 heolth over 27 sec. Must sit while eating. 

MurlocRnSoup 15 Isec 

^ Restores 1027 health over 24 sec. Must sit while eating. If you spend at least 

1 0 seconds eating you will become well fed and gain a temporary STR and SPI buff. 

Mutton Chop 15 Isec 5# 00# 

► Restores 552 health over 24 sec. Must sit while eating. 

Mystery Stew 25 Isec 12# 00# 

► Restores 1636 health over 27 sec. Must sit while eating. If you spend at least 

10 seconds eating you will become well fed and goin a temporory STR ond SPI buff. 

Nightfin Soup 35 1 set 20# 00# 

^ Restores 874 health over 27 set. Must sH while eating. Also restores 8 mono every 5 seconds for 10 
Oil Covered Rsh 5 1 set 40# 

¥ Restores 61 health over 1 8 sec. Must sit while eating. 

Poached Sunscale Solmon 35 Isec 18# 00# 

¥ Restores 874heolth over 27 sec. Must sit while eating. Also restores 6 health every 5 seconds for 10 1 
Roinbow Fin Albocore 5 

► Restores 243 heolth over 21 sec. Must sH while eating. 

Row Black Truffle 35 

¥ Restores 1 392 health over 30 set. Must sH while eating. 

Raw Brilliant 5mallfish 1 

¥ Restores 30 health over 1 5 set. Must sit while eoting. 

Raw Bristle Whisker Catfish 15 

¥ Restores 243 health over 21 sec. Must sit while eating. 

Row Glossy Mightfish 35 

¥ Restores 874 health over 27 sec. Must sit while eating. 

Raw Loth Frenzy 5 

¥ Restores 61 heolth over 1 8 set. Must sit while eating. 

Raw Longjow Mud Snapper 5 

¥ Restores 61 health over 1 8 sec. Must sit while eoting. 

Raw Mithril Heod Trout 25 

¥ Restores 552 health over 24 set. Must sit while eating. 

Raw Nightfin Snopper 35 

¥ Restores 874 health over 27 sec. Must sit while eating. 

Raw Roinbow Fin Albocore 5 

¥ Restores 61 health over 1 8 sec. Must sH while eating. 

Raw Redgill 35 

¥ Restores 874 health over 27 sec. Must sit while eating. 

Raw Rockscale Cod 25 

► Restores 552 health over 24 set. Must sit while eoting. 

Raw SiHherskin Mackerel 1 

¥ Restores 30 health over 15 set. Must sit while eating. 

RowSpinefinHolibut 45 

¥ Restores 1 392 health over 30 set. Must sit while eating. 

Row Spotted Yellowtail 35 

¥ Restores 874 health over 27 sec. Must sit while eating. 

Raw Sunscale Solmon 35 

¥ Restores 874 health over 27 set. Must sH while eoting. 

Row Whitescale Salmon 45 

¥ Restores 1 392 health over 30 sec. Must sit while eoting. 

Redridge Goulash 10 

¥ Restores 1027 health over 24 sec. Must sit while eating. If you spend at least 

1 0 seconds eoting you will become well fed and gain o temporary STR and SPI buff. 

Red-speckled Mushroom 5 1 sec 

¥ Restores 243 health over 21 sec. Must sH while eating. 

Ripe Watermelon 1 1 sec 

¥ Restores 61 heolth over 18 set. Must sit while eating. 

Roost Roptor 25 1 sec 

¥ Restores 1 636 health over 27 sec. Must sit while eating. If you spend at leost 
10 seconds eating you will become well fed ond gain a temporary STR and SPI buff. 

Roosted Boor Meat I 1 sec 

¥ Restores 61 health over 18 sec. Must sit while eating. 

Roosted Kodo Meat 1 1 sec 

¥ Restores 1 26 health over 1 8 set. Must sH while eating. If you spend ot least 
10 seconds eating you will become well fed ond goin o temporary STR ond SPI buff. 

Roasted Quoil 45 1 sec 40 

¥ Restores 21 48 heahh over 30 sec Must sit while eating. 

Rockscale Cod 25 Isec 10 

¥ Restores 874 heahh over 27 sec. Must sh while eating. 

Sauteed Sunfish 0 1 sec 

► Restores 243 heohh over 21 set. Must sh while eating. 



Isec 

1#25# 

Isec 

20# 00# 

Isec 

20# 

Isec 

4# 00# 

Isec 

12# 00# 

Isec 

1#00# 

Isec 

1#00# 

Isec 

10# 00# 

Isec 

16# 00# 

Isec 

1#00# 

Isec 

16# 00# 

1 sec 

8# 00# 

Isec 

20# 

Isec 

32# 00# 

Isec 

16# 00# 

Isec 

16# 00# 

Isec 

32# 00# 

Isec 

6# 00# 






|. Savory Deviate Deiigni 0 

Isec 

ivODv 

25# 

Spinefin Halibut 45 

i sec 

409 OO 9 

2#K)| 

1 ► Eat me. 




► Restores 2148 heahh aver 30 sec. Must sh while eating. 




I Scorpid Surprise 1 

lOsec 

40# 

10# 

Spongy Morel 15 

1 sec 

5# 00# 

m 

f ► Heok 294 dmg over 21 sec, ossuming you don't bite down on o poison soc. 



► Restores 552 heohh over 24 sec. Must sh while eating. 




' Seosoned Wolf Xabob 15 

Isec 

4# 00# 

1#00# 

Spotted Yellowtail 35 

1 sec 

20# 00# 

i«ni« 

[ ► Restores 1027 heahh over 24 sec. Must sH while eating. If you spend at leost 



► Restores 1392 heahh over 30 sec. Must sit while eating. 




i 1 0 seconds eating you will become well fed and gain a 

temporary STR and SPI buff. 


Stormwind Brie 25 

1 sec 

10# 00# 


Senggin Root 0 

Isec 

45# 

11# 

► Restores 874 heohh over 27 sec. Must sh while eating. 




► Restores 294 health and 294 mana over 21 sec. Must sH while eating. 



Strider Stew 5 

1 set 

74# 

III 

Shiny Red Apple 1 

1 sec 

25# 

1# 

► Restores 474 heohh over 21 sec. Must sh while eating. If you spend at leost 



► Restores 61 health over 18 sec. Must sit while eating. 




10 seconds eating you will become well fed ond gain o temporary STR and SPI buff. 


Sickly looking Fish 1 

1 sec 

25# 

1# 

Succulent Pork Ribs 10 

1 set 

3# 00# 

731 

► Restores 30 health over 1 5 sec. Must sH while eoting. 




► Restores 552 heohh over 24 sec. Must sit while eating. 




1 Slitherskin Mackerel 1 

1 sec 

25# 

1# 

Tasty Lion Steak 20 

Isec 

12# 00# 

3# 00« 

j ► Restores 61 health over 1 8 sec. Must sit while eating. 




► Restores 1636 health over 27 sec. Must sh while eoting. If you spend at least 



Smoll Pumpkin 1 

1 sec 

25# 

1# 

10 seconds eating you will become well fed and goin a temporary STR and SPI buff. 


< ► Restores 61 health over 18 sec. Must sit while eating. 




Tel'Abim Banana 5 

1 sec 

1#25# 

if 

j Smoked Beor Meat 5 

1 sec 

1#25# 

6# 

► Restores 243 heahh over 21 sec. Must sit while eoting. 




► Restores 243 health over 21 sec. Must sit while eoting. 




Tigule and Foror's Strawberry Ice Creom 1 5 

1 sec 

5# 00# 

25f 

Snapvine Watermelon IS 

1 sec 

5# 00# 

25# 

► Restores 552 health over 24 sec. Must sit while eoting. 




► Restores 552 heahh aver 24 sec. Must sit while eating. 




Tough Hunk of Brood 1 

1 sec 

25# 

If 

1 Soft Banana Bread 35 

1 sec 

20# 00# 

1 #00# 

► Restores 61 heahh over 18 sec. Must sh while eoting. 




1 ► Restores 1 392 heahh over 30 sec. Must sH while eating. 



Tough Jerky 1 

1 sec 

25# 

If 

Soothing Turtle Bisque 25 

Isec 

12 # 00# 

3# 00# 

► Restores 61 heahh over 18 sec. Must sit while eating. 




► Restores 1636 health over 27 sec. Must sh while eating. If you spend at least 



Westfall Stew 5 

1 sec 

4# 00# 

1#«lf 

1 0 seconds eoting you will become well fed and gain a temporary STR and SPI buff. 


► Restores 552 health over 24 sec. Must sh while eating. 




Special Chkken Feed 1 

Isec 

25# 

6# 

Whipper Root Tuber 45 

1 sec 

N/A 

N/A 

► Restores 30 heahh over 1 5 sec. Must sh while eating. 




► Restores 7D0 to 90D health. 




Spked Chilli Crob 40 

Isec 

12 # 00# 

3# 00# 

Wild Hog Shonk 25 

1 min 

10 # 00# 

30f 

► Restores 2514 heahh over 30 sec. Must sh while eoting. If you spend at least 



► Restores 874 heohh over 27 sec. Must sit while eating. 




1 10 seconds eating you will become well fed and gain o temporary STR and SPI buff. 


Windblossom Berries 45 

1 set 

N/A 

N/A 

If Spiced Wolf Meat 1 

Isec 

40# 

10 # 

► Restores 1 933 health over 27 set. Must sit while eoting. Also increases your 



1 ► Restores 1 26 heolth over 1 8 sec. Must sit while eating. If you spend at least 



STAM by 10 for 10 min. 




1 1 0 seconds eating you will become well fed and goin a 

temporary STR and SPI buff. 


Winter Squid 35 

Isec 

14# 00# 

3#30f 

Spiced Wolf Ribs 25 

Isec 

12 # 00# 

3# 00# 

► Restores 874 health over 27 set. Must sit while eoting. 





^ Restores 1 636 heolth over 27 set. Must sit while eating. If you spend ot least 
10 seconds eating you will betome well fed and gain a temporary STR ond SPI buff. 




Crippling Poison 20 3 min 32 v 13# 

> Coats a weapon with poison that lasts for 30 minutes. Eoth strike has a 30% chance 
of poisoning the enemy, slowing their movement speed to 50% of normal for 1 2 set. 

Crippling Poison II SO 7# 00# 1#7S# 

> Coots 0 weapon with poison thot lusts lor 30 minutes. Eoch strike has a 30% chonte 
of poisoning the enemy, slowing their movement speed to 30% of normal for 12 set. 

Deodly Poison 30 I# 20# 30# 

> Coats 0 weopon with poison that lasts for 30 minutes. Eoch strike has a 30% chonce of poisoning the 
enemy for 36 Nature dmg over 1 2 sec. Stacks up to S times on a single target. 60 charges. 

Deadly Poison II 38 2# 20# SS# 

h Cools a weapon with poison that lasts for 30 minutes. Each strike has o 30% chance of poisoning 
the enemy for S2 Nolure dmg over 12 sec. Stocks up to S times on a single torget. 7S charges. 

Deadly Poison III 46 4# 00# 1# 00# 

h Coats 0 weopon with poison that lasts for 30 minutes. Each strike has a 30% chance of poisoning 
the enemy for 88 Nature dmg over 12 sec. Slocks up to 5 limes on o single target. 90 charges. 

Deodly Poison IV S4 6 # DO# 1# SO# 

h Coots 0 weapon with poison that losts for 30 minutes. Each strike has a 30% chance of poisoning 
the enemy for 124 Nature dmg over 12 sec. Stocks up to 5 limes on a single target. 105 charges. 

Instoni Poison 20 22# S# 

h Coats a weopon with poison that losts lor 30 minutes. Each strike hos a 20% chance of poisoning 
the enemy which instontly inflkts 1 9 to 25 Nature dmg. 40 charges. 

Instant Poison II 28 80# 20# 

h Coats 0 weapon with poison that losts for 30 minutes. Each strike hos a 20% chance of poisoning 
the enemy which instantly inflicts 30 to 38 Nature dmg. SS charges. 


Instant Poison III 36 tv 2itv 30# 

h Coats a weopon with poison that losts for 30 minutes. Eoch strike has a 20% chance of poisoning 
the enemy which instantly inflicts 44 to 56 Nature dmg. 70 charges. 

Instant Poison IV 44 3# 00# 75# 

h Coots 0 weapon with poison that losts for 30 minutes. Each strike has o 20% chonce of poisoning 
the enemy which instantly inflkts 67 to 85 Nature dmg. 85 charges. 

Instant Poison V 52 4# 00# 1#I10# 

¥ Coats a weapon with poison that losts for 30 minutes. Eoch strike hos a 20% chance of poisoning 
the enemy which instantly inflkts 92 to 1 1 8 Nature dmg. 1 00 charges. 

Instant Poison VI 60 5# 00# l#2S| 

¥ Coats a weapon with poison thot losts for 30 minutes. Eoch strike has a 20% chance of poisoning 
the enemy which instantly inflicts 1 1 2 to 1 48 Nature dmg. 1 1 5 charges. 

Instant Toxin 24 4# 00# 1#00f 

¥ Coats 0 sword or dogger with poison that lasts for 30 minutes. Each strike has o chance of poisoning 
the enemy whkh instantly inflicts 10-30 dmg. 

Mind-numbing Poison 24 1 sec 72# Ilf 

► Coats a weopon with poison that losts for 30 minutes. Eoch strike hos a 20% chance of poisoning the 
enemy, Increosing their casting time by 40% for 10 sec. 50 charges. 

Mind-numbing Poison II 38 3# 00# 73# 

¥ Coots a weapon with poison that lasts for 30 minutes. Each strike hos a 20% chance of poisoning the 
enemy, increasing their costing time by 50% for 12 sec. 75 chorges. 

Mind-numbing Poison III 52 7# 00# 1#75# 

¥ Coots 0 weapon with poison thot losts for 30 minutes. Each strike has o 20% chance of poisoning the 
enemy, increosing their costing time by 60% for 14 sec. 100 charges. 


Arcane Elixir 37 

i 69 OO 9 

4# 00# 

Dreamless Sleep Potion 

35 

2 min 

10 # OO9 

2# 50f 

► Increases spell dmg by 20 for 30 min. 



► Puts the imbiber in a dreamless sleep for 15 set. During that time the imbiber heels 1200 heohh ond 1200 mono. 

Catseye Elixir 30 3 set 

6 # 00 # 

1#50# 

Elixk of Agiftty 

27 

2 min 

8 # 00 # 

2#Uf 

► Increases your stealth detection by 20 for 10 min. 



► Increases AGI by 1 5 for 1 hour. 





Cleonsing Water 0 3 set 

71# 43# 

17# 85# 

Elixir of Defense 

16 

3sec 

1#60# 

4l)f 

► Purifies the friendly target, removing 1 disease effect and 1 poison effect. 



► Increases armor by 1 50 for 1 hour. 




Cowordly Flight Potion 15 5 min 

3# 40# 

85# 

Elixir of Demonslaying 

40 

3set 

28# 00 # 

7# Mf 

► You run in fear at a high speed from 0 nearby enemy in 0 random direction. 



► Increases ottock power by 265 agoinst demons. Losts 5 min. 




If there are no enemies nearby you stand frozen in fear. 



Elixir of Delect Demon 

40 

3sec 

20 # 00 # 

5#00f 

Discolored Healing Potion 5 2 min 

1 # 00 # 

25# 

► Shows the location of all nearby demons on the minimap for 1 hour. 




► Restores 140 to 180 health. 


>00# 

Qixir of Detect Lesser Invisibility 
P Grants detect lesser invisibility for 10 min. 

29 

3sec 

6# 00# 

1#S0# 

Limited Invulnerability Potion 

45 

2 min 

l#20# 

30v 



Major Healing Potion 

45 

2 min 

40# 00# 

10# 00# 

25# 

Bxir of Detect Undeod 

36 

3sec 

12# 00# 

3# 00# 

► Restores 1050 to 1750 heohh. 






P Shows the location of oil nearby undeod on 

the minimop for 1 hour. 



Major Mono Potion 

49 

2 min 

40# 00# 

10# 00# 

lOO# 

Bixir of Dream Vision 

38 

3 sec 

24# 00# 

6# 00# 

► Restores 1350 to 2250 mono. 






P Gives you o dream vision that lets you explore oreos that ore too dangerous to expbre in person. 


AAono Potion 

22 

2 min 

4# 80# 

1#20# 

62# 

Sxir of firepower 

18 

3sec 

1#40# 

35# 

► Restores 455 to 585 mono. 






P Increoses spell fire dmg by up to 1 0 for 30 

min. 




Mighty Troll's 8lood Potion 

26 

2 min 

4# 20# 

i#os# 

18# 

Bixir of Fortitude 

25 

3sec 

4# 40# 

1#10# 

► Regenerate 4 heahh every 5 sec for 1 hour. 





P Increoses the player's maximum heolth by 1 20 for 1 hour. 




Minor Healing Potion 

1 

3 sec 

20# 

5# 


Bkir of Giant Growth 

8 

3sec 

3# 80# 

95# 

P Restores 70 to 90 heolth. 





75# 

P Your size is increosed ond your STR goes up by 8 to match your new size. Lasts 2 min. 


Minor Magic Resistance Potion 

12 

2 min 

80# 

20# 


Bixir of Gionts 

38 

3 sec 

28# 00# 

7# 00# 

P increases your resistance to oil schools of magic by 30 for 30 sec. 



00# 

P Increases your STR by 20, SIAM by 20 and 

size for 20 min. 




Minor Mona Potion 

5 

2 min 

40# 

10# 


Bixir of Greater Agility 

38 

3sec 

24# 00# 

6# 00# 

P Restores 140 to 180 mono. 






P Increases AGI by 30 for 1 bour. 





Minor Rejuvenation Potion 

5 

2 min 

60# 

15# 

6# 

Bixir of Greoter Defense 

29 

3sec 

8# 00# 

2# 00# 

P Restores 90 to 1 50 mono and 90 to 1 50 heahh. 





P Increoses armor by 300 for 1 bour. 





Noture Protection Potion 

28 

2 min 

12# 00# 

3# 00# 

25# 

Bixir of Greater Intellect 

37 

3sec 

40# 00# 

10# 00# 

P Absorbs 1350 to 2250 Nature dmg. Lasts 1 hour. 





P Increoses INT by 40 fori hour. 





Oil of Immolation 

31 

2 min 

8# 00# 

2# 00# 

!• 

Bixir of Lesser Agility 

18 

3se< 

l#40# 

35# 

P Does 50 Fire dmg to any enemies within a 

5 yord radius oround 




P Increoses AGI by 8 for 1 hour. 





the caster every 3 seconds for 1 5 sec. 





1# 

Bnir of Lion's Strength 

1 

3sec 

80# 

20# 

Oil of Olof 

0 

3 sec 

12# 

3# 


P Increoses STR by 4 for 1 hour. 





P Increoses armor by 50 for 1 hour. 





00# 

Bixir of Minor Agility 

2 

3sec 

60# 

15# 

Potion of Fervor 

IS 

Isec 

40# 

10# 


P Increases AGI by 4 fori bour. 





P Increases STR by 1 4 and does 1 5 dmg to you every 3 sec for 1 min. 




Bixk of Minor Defense 

1 

3sec 

20# 

5# 

Purification Potion 

47 

2 min 

30# 00# 

7# 50# 


P Increases armor by 50 for 1 hour. 





P Removes one Curse, one Disease ond one Poison from the Imbiber. 



50# 

Bixir of Minor Fortitude 

2 

3sec 

60# 

15# 

Roge Potion 

4 

2 min 

1#20# 

30# 


P Increoses the ployer's maximum heolth by 27 for 1 hour. 




P Increases Rage by 20 to 40. 






Bnir of Ogre's Strength 

20 

3se< 

80# 

20# 

Restorative Elixir 

32 

2 min 

8# 00# 

2# 00# 


P Increases STR by 8 for 1 hour. 





P Removes oil negative effects on you. 






Bixir of Poison Resistance 

14 

3sec 

1#40# 

35# 

Shadow Oil 

24 

3sec 

6# 00# 

1#50# 

50# 

P forget is immune to poison for 1 min ond is 

; cured of ony existing poisons. 



P When applied to o melee weapon it gives i 

0 15X chance of casting 




Bnir of Shadow Power 

40 

3sec 

1#40# 

35# 

Shodowbolt III ot the opponent when it hits. Losts 30 minutes. 




30# 

75# 

00 # 

2S# 

00 # 

18# 

75# 

75 # 


Gnaler Heoling Potion 21 2 min 

> Restores 455 to 585 health. 

Greater Mono Potion 31 2 min 

P Restores 700 to 900 mono. 

GreoterStoneshield Potion 46 2 min 

P Increases armor by 1 500 lor 1 min. 

Heoling Potion 12 2 min 

P Restores 280 to 360 health. 

Holy Protection Potion 10 2 min 

P Absorbs 300 to 500 holy dmg. Lasts 1 hour. 

Invisibility Potion 37 2 min 

P Gives the imbiber invisibility for 1 5 sec. 

Jungle Remedy 22 10 min 

P Cures diseoses and neutralizes poisons, 
lesser Heoling Potion 3 3 sec 

P Restores 140 to 1 80 health. 

lesser Invisibility Potion 23 2 min 

P Gives the imbiber lesser invisibility for 1 5 sec. 
lesser Mono Potion 14 10 min 

P Restores 280 to 360 mono. 

lesser Stoneshield Potion 33 2 min 

P Increases ormor by 1000 lor 1 min. 

P Imbiber is immune to physical attacks for the next 10 sec. 

Magic Resistance Potion 32 2 min 

P Increases your resistonce to oil schools of magic by 60 lor 30 sec. 


5# 00# 
4# 80# 
30# 00# 
3# 00# 
2# 50# 
20 # 00 # 
1 # 00 # 
1 # 00 # 
4# 00# 
1 # 20 # 
IS# 00# 


I# 25# 
1 # 20 # 
7# 50# 
75# 
62# 
5# 00# 
25# 
25# 
I# 00# 
30# 
3# 75# 

20 # 



P Increoses spell shadow dmg by up to 40 for 30 min. 




Shodow Protection Potion 17 

Isec 

4# 00# 

1#00# 

Bixir of Superior Defense 43 

3sec 

20# 00# 

5# 00# 

M Absorbs 675 to 1 125 shodow dmg. Losts 1 hour. 




P Increoses armor by 400 for 1 bour. 




Strong Troll's Blood Potion 15 

2 min 

1#60# 

40# 

ftxir of Water Breothing 8 

3sec 

3# 80# 

95# 

P Regenerate 3 health every 5 sec for 1 hour. 




P Allows the Imbiber to breathe water for 30 min. 




Superior Healing Potion 35 

3sec 

10# 00# 

2# 50# 

ftxir of Wisdom 10 

3sec 

4# 00# 

l#00# 

► Restores 700 to 900 health. 




P Increases INT by 6 for 1 hour. 




Superior Mona Potion 41 

2 min 

16# 00# 

4# 00# 

Fki Protection Potion 23 

3sec 

6# 80# 

1#70# 

► Restores 900 to 1500 mono. 




P Absorbs 1 024 to 1 706 fire dmg. Losts 1 bour. 




Swiftness Potion 5 

2 min 

1#00# 

25# 

Fshliver Oil 0 

2 min 

2# 75# 

68# 

► Increases run speed by 50% for 1 5 sec. 




P Increases your ottock speed by 10% for 30 sec. 




Swim Speed Potion 10 

2 min 

1#40# 

35# 

Free Action Potion 20 

5 min 

3# 00# 

75# 

► Increases swim speed by 100% for 21 sec. 




P Mokes you immune to Root, Snore and Stun effects for the next 30 sec. 



Thistle Tea 5 

2 min 

1#20# 

30# 

Frost Oil 30 

2 min 

6# 00# 

1#50# 

► Instontly restores 1 00 energy. 




P When applied to o melee weapon it gives o 10% chance of casting 



Weak Troll's Blood Potion 1 

5 min 

40# 

10# 

Frostboh at the opponent when it hits. Lasts 30 minutes. 




► Regenerate 1 health every 5 sec for 1 hour. 




frost Protection Potion 28 

Isec 

12# 00# 

3# 00# 

Wildvine Potion 35 

3sec 

10# 00# 

2# 50# 

P Absorbs 1350 to 2250 Frost dmg. Losts 1 hour. 




► Restores 1 to 1000 health and 1 to 1000 mono. 




Groot Roge Potion 25 

2 min 

6# 00# 

l#50# 

Winterfoll Firewoter 45 

2 min 

N/A 

N/A 



j Scroll ot Agility 

¥ Increases the target's AGI by 5 for 30 min. 

10 


29 UU9 

50# 

SctoII of Spirn 

► Increases the target's SPI by 3 for 30 min. 

1 

1 sec 

1# uu# 


Scroll of Agility II 

► Inaeases the target's AGI by 9 for 30 min. 

25 

Isec 

3# 50# 

87# 

Scroll of Spirit II 

¥ Increoses the target's SPI by 7 for 30 min. 

15 

1 sec 

2# 50# 


iSaoll of Agility III 

► Increoses the target's AGI by 1 3 for 30 min. 

40 

Isec 

5# 00# 

1#25# 

Saoll of Spirit III 

¥ Increoses the target's SPI by 1 1 for 30 min. 

30 

1 sec 

4# 00# 

1#00f 

Scroll of Agility IV 

¥ Increases the target's AGI by 17 for 30 min. 

55 

Isec 

6# 50# 

1#25# 

Saoll of Spirit IV 

¥ Increases the target's SPi by 15 for 30 min. 

45 

1 sec 

5# 50# 

1#00« 

Scroll of Intellect 

¥ Increases the target's INT by 4 for 30 min. 

5 

Isec 

1#50# 

37# 

Saoll of Stamina 

¥ increases the target's SIAM by 4 for 30 min. 

5 

1 sec 

I# 50# 

37# 

i Scroll of Intellect II 

¥ Increases the target's INT by B for 30 min. 

20 

Isec 

3# 00# 

75# 

Scroll of Stamina II 

¥ Increoses the target's STAM by 8 for 30 min. 

20 

1 sec 

3# 00# 

75# 

i Scroll of Intellect III 

¥ Increoses the target's INT by 12 for 30 min. 

35 

Isec 

4# 50# 

I#I2# 

Scroll of Stamina III 

¥ Increases the target's STAM by 12 for 30 min. 

35 

1 sec 

4# 50# 

1#12« 

Scroll of Intellect IV 

¥ Increoses the target's INT by 1 6 for 30 min. 

50 

Isec 

6# 00# 

1#12# 

Scroll of Stamina IV 

¥ Increases the target's STAM by 16 for 30 min. 

50 

1 sec 

6# 00# 

1#12« 

1 Scroll of Protection 

' ► Increases the target's Armor by 60 for 30 min. 

1 

Isec 

1#00# 

25# 

Scroll of Strength 

¥ Increoses the target's STR by 5 for 30 min. 

10 

1 sec 

2# 00# 

50« 

Scroll of Protection II 

¥ Increoses the target's Armor by 120 lor 30 mii 

15 

Isec 

2# 50# 

62# 

Saoll of Strength II 

¥ Increases the target's STR by 9 for 30 min. 

25 

1 sec 

3# 50# 

87* 

! Scroll of Protection III 

¥ Increases the target's Armor by 1 80 for 30 mit 

30 

1. 

Isec 

4# 00# 

1#00# 

Scroll of Strength III 

► Increases the target's STR by 1 3 for 30 min. 

40 

1 sec 

5# 00# 

l#2S« 

Soal of Protection IV 

¥ Increases the Armor by 240 for 30 ml 

45 

to. 

Isec 

5# 50# 

1#00# 

Scroll of Strength IV 

¥ Increases the target^ STR by 1 7 for 30 min. 

55 

1 sec 

6# 50# 

1#2S« 



j Empty Cursed Ooze Jor 
Empty Pure Sample Jor 
: Empty Tainted Ooze Jor 
I Empty Viol lobeled #1 
Empty Viol labeled #2 1 


use on the Uork letter in me Block Vault. 

Cure for the Touch of Zonzil 

This container should be filled with water from the 

corrupt moon well in Joedenor. 

Rlls on Empty Cursed Ooze Jor with o sample of Cursed 
Ooze. WARNING! Will likely destroy the creoture's body. 

Fills on Empty Pure Sample Jor with o sample of 
pure ooze. WARNING! Will likely destroy the creature's body. 
Fills on Empty Tointed Ooze Jor with o sample of Tainted 
Ooze. WARNINGI Will likely destroy the creature's body. 

This container should be filled with woter from the 
first tide pool in Azshoro. 

This container should be filled with water from the second 
tide pool in Azshoro. 


Executioner's Key 
Hinott's Oil I 

Magic Knucklebone 0 

Nimboyo's Laden Pike 0 

Somophlonge Monuol Page 0 

Scooby Shock 1 

War Horn Mouthpiece 0 

iWeenlft Barrel 0 


this contolner shouio oe ruled with water trom me 
third tide pool in Azshoro. 

This contoiner should be filled with water from the 
fourth tide pool in Azshoro. 

Cure for the Touch of Zonzil 

Place 7 Mogic Knucklebones in the Chorm Pouch to 

create o Knucklebone Pouch. 

Place at o Witherbork village. 

Join the cover ond $ pages to creote the 
Somophlonge Monuol. 

Place in the Moroudine Wor Horn, ond blow. 

Place neor the Troll Door. 






h Allows the shomon to see elemental SPIs. 
Aquodynomic Fish Lens 


0 


Ise 


> When applied to your fishing pole, increoses Fishing by SO for 10 minutes. 

Attuned Dampener 0 N/A 

b Inflict S2S to 675 Arcane dmg on the attuned target, ond lower the dmg it deols by 2SX. 

Bog of Marbles 0 1 min 30 30# 

b Decreoses target's chance to hit by 25X for 10 sec. 

j Blue Firework 0 1 sec 50# 

> Shoots 0 firework into the air that bursts into o thousand blue stars. 

Bright Baubles 0 2# SO# 

^ When applied to your fishing pole, increases Fishing by 75 for 10 minutes. 

Burning Charm 25 1 sec 7# 15# 

¥ Banishes a Thundering Exile 

Coll of the Raptor 0 21# 35# 

¥ Increoses your AGI by 1 2 for 30 min. 

Cerebral Cortex Compound 0 1 sec N/A 

¥ Increases INT by 50 when consumed. Effect lasts for 60 minutes. 


N/A 

25# 

N/A 

B2# 
12 # 
62# 
1#7B# 
5# 33# 
N/A 


Clutch of Foresight 

55 1 hour 29 

15# 73# 

53# 93# 

¥ Counters the enemy's spellcost, preventing any spell from that school of magic from being cost for 10 

sec. 

Generates o high amount of threot. 
1 Colossal Parachute 
¥ Slows falling speed for 30 sec. 

0 3 min 

20# 00# 

. 5# 00# 

Crate With Holes 

0 Isec 

N/A 

N/A 

b Use in Rozorfen Kroul near buried tubers to su 

immon o Snufflenose Gopher. 



! Cresting Charm 

25 10 sec 

7# 05# 

1#76# 

¥ Banishes o Burning Exile 
Crystal Bosilisk Spine 

25 

3# 25# 

81# 

¥ Inaeoses Frost and Shadow resistonce by 10 for 1 min. 



j Dark Iron Ale Mug 

¥ Throw near a polron of the Grim Guzzler 

0 5 min 

6# 00# 

1#50# 


Dog Whistle 25 

30 sec 


39 759 

¥ Summons a tracking hound that will temporarily protect 
Earth Sopto 0 

¥ Allows the shaman to see elemental SPIs. 

you. 

N/A 

N/A 

Explosive Rocket 0 

¥ Inflicts 28 to 32 Rre dmg in a 20 yard radius. 

3 min 

30# 

79 

Eye of Arachnido 55 

10 min 

19 91# 15# 

47# 7B# 

¥ Summons on Eye of Kilrogg and binds your vision to it. The eye is stealthy and quick, but very fragile. 


Fointly Glowing Skull 0 

► Steals 75 to 125 life from target enemy. 

1 min 

1#50# 

379 

Fertile Bulb 5 


1#52# 

389 

¥ Inflicts 47 to 53 Nature dmg in o 10 yard radius. 
Fiery Enchantment 0 

Isec 

26# 00# 

69 509 

► Enchants a weapon to have a 15X chonce of casKng Rery Bloze when it strikes. 


Rre Sopto 0 

► Allows the shomon to see elemental SPIs. 


N/A 

N/A 

Flash Bundle 0 

1 min 

1#00# 

259 

¥ Calk down o pillar of fire, burning oil enemies within the 

area for 55 to 71 Rre dmg and an additional 48 dmg 

over 8 sec. 

Flesh Eating Worm 0 


2# 50# 

629 

¥ When applied to your fishing pole, increoses Rshing by 75 for 10 minutes. 


Glowing Wax Stick 0 

1 min 

1#75# 

439 

► Decreose the armor of the target by 50 for 30 sec. While affected, the torget cannot stealth or turn invisible. 

Goblin Fishing Pole 0 

¥ Inflicts 128 to 172 Rre dmg in a 5 yard radius. 

3 min 

8# 50# 

29129 

Green Firework 0 

Isec 

50# 

129 

¥ Shoots a firework into the air that bursts into a thousond green stars. 



Heavy Armor KH 20 


26# 00# 

69 509 

¥ Permanently increase the armor value of on item worn on the chest, legs, hands or feet by 24. 


Immature Venom Sac 0 

h Cures 1 pebM effects. 

Isec 

N/A 

N/A 



SELL PRICE PURCHASE PRICE 


1 s« 

ion the chest, legs, he 


Im 


60# 
or feet by 8. 
16# 20# 


kge Rope Net 2 

^tend ers 0 target unoble to move for 1 0 sec. 

Armor Kit 1 

> Permanently increose the ormor value of on item wor 
liglitofElune 0 

E Grants immunity from oil dmg and spells for 10 sec. 

173 Prog Grenade 0 

E Inflicts 149 to 201 Rre dmg and stuns targets in a 1 0 yard rodkis for 3 sec. 
logic Candle 1 1 min 

E Haris a fiery ball that causes 14 to 22 Rre dmg and on additionol 2 dmg over 4 sec. 
logic Dust 10 Imin 8t 

EPuts the enemy torget to sleep for up to 30 sec. Any dmg caused will awaken the target. Only one 
osleep ot 0 time. 


Mechonicol Yeti 

0 1 min 

50# 00# 

E Summons a mechanical yeti that will temporarily protect you. 


ledium Armor Kit 

5 Isec 

8# 00# 

E Permanently increase the armor value of an item worn on the chest, legs, hands 

or feet by 16. 

. Hoist Towelette 

0 2 min 

1#65# 

1 E Removes 1 negative spell effect from user. Cleons with the power of lemon. 


i^tcrawlers 

0 

1#00# 

EWhen applied to your fishing pole, increoses Fishing by 50 for 10 min. 


loggenfogger Elixir 

35 

35# 00# 

E Drink Me. 



flirty Grenode 

0 3 min 

1#00# 

Elbe ultimate porty favor! 



110.I.O.S. 

0 2 min 

N/A 


E Increases SIR by 50 when consumed. Effect lasts for 60 minutes, 
toally Sticky Glue 0 3 min 

E Renders a torget unable to move for 1 0 sec. 
led Firework 0 1 sec 

E Shoots a firework into the air that bursts into o thousand red stors. 
led Fireworks Rocket 0 1 sec 

E Shoots 0 firework into the oir lliot bursts into o llioUMnd rej stars. 


23# 

15# 

4# 05# 

7# 50# 

12 # 

2# 13# 
target can be 

12# 50# 

2 # 00 # 

41# 

25# 

8# 75# 

25# 

N/A 

11 # 

12 # 

25# 


Red Streaks Firework 0 

^ Shoots a firework into the air that bursts into red streaks. 

Red, White and 8lue Rrework 0 1 sec 

► Shoots 0 firework into the air that bursts into red, white and blue stars. 

Rugged Armor Kit 40 1 sec 

► Permanently increase the armor value of on item worn on the chest, legs, hands or feet by 40. 

Severed Voodoo (low 0 95# 

► Physkal dmg caused by the terg^ is reduced by 5 for 2 min. 

Shodowforge Torch 0 

Shiny Rouble 0 

► When opplied to your fishing pole, increoses Fishing by 25 for 10 min. 

Slumber Sand 0 3 min 

► Puls the enemy target to sleep for up to 20 sec. Any dmg caused will awoken the target. Only one 
asleep at a time. 

Soulstone 0 3 min 

b A Soulstone is used automatically 5 seconds after death, restoring its 
Spiked Collar 20 10 min 

^ Summons a guardian felhunter that will temporarily protect yoi 


2# 50# 
40# 00# 


28# 46# 
50# 


15# 


N/A 

to life at 15% health ond 
43# 25# 


5 


1 hour 


1#25# 


Sprouted Frond 

> Heal your target for 71 to 85. 

Super Snuff 
b Mokes you sneeze! 

Thick Armor Kit 

► Permonently increase the armor volue of on item worn on the chest, legs, hands or feet by 32. 

Thundering Charm 25 10 sec 7# 40# 

> Banishes a Cresting Exile 

Unlit Poor Torch 0 10# 

Water Soplo 0 N/A 

Allows the shamon to see elemental SPIs. 

Yellow Rose Rrework 0 1 sec 1# 50# 

► Shoots a firework into the air ihot bursts in a yeBcw p oltern. 


Ise 


40# 00# 


lALCHEMVjnftflONS^ 



Arcone Elixir 
llockmouth Oil 
(otseye Elixir 

Discolored Heeling Potion 
Dreomless Sleep Potion 
Elixir of Agility 
Elixir of Defense 
Elix'ir of Demonslaying 
Elixir of Detect Demon 
Bixir of Detect Lesser Invisibility 
Elixir of Detect Undeod 
Elixir of Dreom Vision 
Elixir of Firepower 
Sxir of Fortitude 
Bixir of Giont Growth 
Elixir of Giants 
Bixir of Greeter Agility 
Bixir of Greater Defense 
Bixir of Greater Intellect 
Bixir of Lesser Agility 
Bixir of Lion's Strength 
Elixir of Minor Agility 
Bixir of Minor Defense 
Bixir of Minor Fortitude 
Bixir of Ogre's Strength 
Elixir of Poison Resistance 
Bixir of Shadow Power 
Bixir of Superior Defense 
Bixir of Water Breathing 
Bixir of Wisdom 
FxeOil 

Fire Protection Potion 
Free Action Potion 
Frost Oil 

Frost Protection Potion 
Ghost Dye 
Goblin Rocket Fuel 
[Greflt't-n Potion 


Adds 20 to Spell Domoge tor 30 mins 

Greater Heoling Potion 

Restores 453-585 Health 

Used for Creating More Complex Potions 

Greater Mona Potion 

Restores 700-900 Mono 

Adds 25 to Stealth Detection lor ID mins 

Greoter Stoneshield Potion 

Adds 1500 Armor fori min 

Restores 140-180 Health 

Healing Potion 

Restores 280-360 Heolth 

Puts User to Sleep for 1 5 secs/Restores 1200 Health and Mono 

Holy Protection Potion 

Absorbs 300-500 Holy Domoge Over 1 hr 

Adds 15 Agility far 1 hr 

Invisibility Potion 

Grants User Invisibility for 15 secs 

Adds 150 Armor fori hr 

Lesser Heoling Potion 

Restores 140-180 Heolth 

Adds 344 Attack Power Vs. Demons for 5 mins 

Lesser Invisibility Potion 

Grants User Lesser Invisibility for 15 secs 

Shows Locations of Demons on Minimop for 1 hr 

Lesser Mono Potion 

Restores 280-360 Mono 

Grants User Detect Lesser Invisibility lor 10 mins 

Lesser 5toneshield Potion 

Adds 1300 Armor fori min 

Shows Locotions of Undeod on Minimop for 1 hr 

Magic Resistance Potion 

Adds 66 to oil Resistances lor 30 secs 

Adds Farsight to User 

Major Healing Potion 

Restores 1050-1750 Health 

Adds 10 to Spell Rre Domoge for 30 mins 

Major Mono Potion 

Restores 1350-2250 Mono 

Adds 138 to User's Maximum Health lor 1 hr 

Mono Potion 

Restores 455-585 Mono 

Adds 8 Strength and Increoses Size lor 2 mins 

Mighty Troll's Blood Potion 

Regenerates 5 Heahh/5 secs for 1 hr 

Adds 20 to Strength ond Stamina lor 20 mins 

Minor Healing Potion 

Restores 70-90 Health 

Adds 30 Agility for 1 hr 

Minor Magic Resistance Potion 

Adds 30 to All Resistonces for 30 secs 

Adds 345 Armor for 1 hr 

Minor Mona Potion 

Restores 140-180 Mono 

Adds 40 Intellect for 1 hr 

Minor Rejuvenation Potion 

Restores 90-150 Health and Mono 

Adds 8 Agility for 1 hr 

Nature Protection Potion 

Absorbs 1417-2362 Frost Domoge Over 1 hr 

Adds 4 Strength for 1 hr 

Oil of Immolation 

Deals 65 Rre Damage/3 Sec for 1 5 Sec to All Enemies Within 5 Yards 

Adds 4 Agility for 1 hr 

Philosophers' Stone 

Used in Transmuting Advanced Metals 

Adds 50 Armor lor 1 hr 

Purificotion Potion 

Removes 1 Curse, 1 Disease, and 1 Poison from User 

Adds 27 to User's Maximum Health for 1 hr 

Rage Potion 

Adds 20-40 Rage 

Adds 8 Strength for 1 hr 

Shadow Oil 

Adds a 1 5% Chonce for a Weapon to Proc Shodowbolt 3 for 30 mins 

Cures All Poisons ond Makes User Immune to them lor 1 min 

Shodow Protection Potion 

Absorbs 675-1125 Shadow Damage Over 1 hr 

Adds 40 to Shadow Spell Damage for 30 mins 

Stonescale Oil 

Used to Create lor Advonced Potions 

Adds 400 Armor lor 1 hr 

Strong Troll's Blood Potion 

Regenerotes 3 Heolth/5 secs for 1 hr 

Allows User to Breathe Water for 30 mins 

Superior Healing Potion 

Restores 700-900 Heolth 

Adds 9 Intellect for 1 hr 

Superior Mona Potion 

Restores 900-1 500 Mono 

Used to Create More Compex Potions 

Swiftness Potion 

Increoses Run Speed by 50% for 1 5 secs 

Absorbs 975-1625 Rre Domoge Over 1 hr 

Swim Speed Potion 

Doubles Swim Speed for 20 secs 

Makes User Immune to Root/Snare/Stun for 30 secs 

Transmute Arcanite 

Creates Arconite Bars From Thorium and Arcane Crystals 

Adds a 10% Chance for a Weapon to Proc Frostbolt for 30 mins 

Transmute Iron to Gold 

Turns a Bar of Iron into Gold (48 hr Cooldown) 

Absorbs 1350-2250 Nature Damage Over 1 hr 

Transmute Mithril to Truesilver 

Turns o Bor of Mithril into Truesilver (48 hr Cooldown) 

Used in Leatherworking 

Weok Troll's Blood Potion 

Regenerates 1 Health/5 secs for 1 hr 

Used in Engineering Products 

Wildvine Potion 

Restores 1-1100 Health and Mono 

Adds 30-60 Roge 






|£NCHANMENTS 



Enchant ZH Weapon - breater impact 

Damage +7 


Enchant 2H Weapon - Impact 

Damage +5 


Enchant 2H Weapon - Lesser Impact 

Damage +3 


Enchont 2H Weapon - Lesser Intellect 

Intellect +3 


Enchant 2H Weopon - Lesser Spirit 

Spirit +3 


Enchant 2H Weapon - Minor Impact 

Damage +2 


Enchant Boots - Agility 

Agility +5 


Enchant Boots ■ Lesser Agility 

Agility +3 


Enchont Boots ■ Lesser Spirit 

Spirit +3 


Enchant Boots - Lesser Stamina 

Stomino +3 


Enchant Boots - Minor Agility 

Agility +1 


Enchant Boots - Minor Speed 

Slightly Raises Movement Speed 


Enchant Boots ■ Minor Stomino 

Stamina +1 


Enchant Boots - Stamina 

Stomino +5 


Enchant Bracer • Greater Spirit 

Spirit +7 


Enchont Bracer - Greater Stomino 

Stamina +7 


Enchant Bracer - Greater Strength 

Strength +7 


Enchant Bracer - Intellect 

Intellect +5 


Enchont Brocer - Lesser Intellect 

Intellect +3 


Enchant Bracer ■ Lesser Spirit 

Spirit +3 


Enchont Bracer - Lesser Stomino 

Stamina +3 


Enchant Brocer - Minor Agility 

Agility +1 


Enchant Bracer • Minor Deflection 

Defense +1 


Enchant Bracer ■ Minor Spirit 

Spirit +1 


Enchant Bracer ■ Minor Stomino 

Stamina +1 


Enchant Bracer ■ Minor Strength 

Strength +1 


Enchant Brocer ■ Spirit 

Spirit +5 


Enchont Brocer - Stomino 

Stomino +5 


Enchant Brocer - Strength 

Strength +5 


Enchant Chest • Greater Heolth 

Health +35 


Enchont Chest ■ Greoter Mona 

Mono +50 


Enchant Chest • Health 

Health +25 


Enchant Chest - Lesser Absorption 

5X Chance to Absorb 25 dmg 


Enchont Chest - Lesser Health 

Health +15 


Enchant Chest ■ Lesser Mono 

Mono +20 


Enchont Chest • Lesser Stats 

All Attributes +2 


Enchant Chest ■ Mono 

Mona +30 


Enchant Chest ■ Minor Absorption 

2XChonce to Absorb 10 dmg 


Enchant Chest ■ Minor Heolth 

Health +5 


Enchont Chest • Minor Mono 

Mono +5 


Enchant Chest - Minor Stats 

All Attributes +1 


Enchant Chest - Stats 

All Attributes +3 



IkMIVIl 

Enchant Chest ■ Superior Health 
Enchant Chest - Superior Mono 
Enchant Cloak - Defense 
Enchant Cloak - Rre Resistance 
Enchant Cloak ■ Greater Defense 
Enchant Cloak - Lesser Agility 
Enchant Cloak - Lesser Fire Resistance 
Enchant Cloak - Lesser Protection 
Enchant Cloak ■ Lesser Shadovy Resist 
Enchant Clock ■ Minor Agility 
Enchant Cloak - Minor Protection 
Enchant Cloak - Minor Resistance 
Enchant Cloak - Resistance 
Enchont Gloves - Advanced Herbalism 
Enchant Gloves ■ Advonced Mining 
Enchont Gloves - Agility 
Enchont Gloves • Fishing 
Enchant Gloves - Mining 
Enchant Gloves - Minor Hoste 
Enchant Gloves - Riding Skill 
Enchant Gloves ■ Skinning 
Enchant Gloves - Strength 
Enchont Shield - Frost Reflection 
Enchont Shield - Greater Spirit 
Enchant Shield - Lesser Block 
Enchant Shield - Lesser Protection 
Enchant Shield - Lesser Spirit 
Enchont Shield ■ Lesser Stomino 
Enchant Shield ■ Minor Stomino 
Enchant Shield - Spirit 
Enchant Shield - Stamina 
Enchont Weapon ■ Demonslaying 
Enchant Weapon ■ Fiery Weopon 
Enchant Weapon - Greater Striking 
Enchant Weopon • Lesser Beostslayer 
Enchant Weapon ■ Lesser Elemental Slayer 
Enchant Weapon - Lesser Striking 
Enchant Weapon • Minor Beostslayer 
Enchant Weopon ■ Minor Striking 
Enchant Weapon • Strilung 


Health +50 
Mono +65 
Armor +30 
Fire Resistonce +15 
Armor +50 
Agility +3 
Rre Resistance +10 
Armor +20 

Shadow Resistonce +10 

Agility +1 

Armor +10 

All Resists +2 

Adds 5 to All Resistances 

Herbalism +5 

Mining +5 

Agility +5 

Fishing +2 

Mining +2 

Raises Attock Speed by IX 
Raises Mount Speed Slightly 
Skinning +5 
Strength +5 

Adds IX Chance to Reflect Frost dmg 

Spirit +7 

Block +2X 

Armor +20 

Spirit +3 

Stomino +3 

Stamina +1 

Spirit +5 

Stomino +5 

Adds Ability to Stun Demons 
Adds Chance to Proc for 40 Fire dmg 
Damage +5 
Domoge +6 Vs. Beasts 
Attack Power +40 Vs. Elementals 
Damage +2 
Domoge +2 Vs. Beasts 
Domoge +1 

Domoge +^ _ 



Accurate xope 

N/A 

N/A 

N/A 

Adds 3 dmg/shot to o now or bun 

Advanced Target Dummy 

3 mins 

Short 

1 min 

Founts Neorby Monsters 

Aquadynamic Fish Attractor 

5 mins 

Self 

None 

Adds 100 to Your Fishing Skill 

Arclight Spanner 

N/A 

N/A 

N/A 

Used to Croft Other Engineering Hems 

Big Bronze Bomb 

2 sec 

20 yd 

1 min 

Use: Inflicts B5 to 1 1 5 Fire dmg/disorients targets in a 5 yard rodius for 2 sec 

Big Iron Bomb 

3 sec 

20 yd 

1 min 

Use: Inflicts 149 to 201 Fire dmg/disorients torgets in o 5 yard radius for 3 set 

Bright-Eye Goggles 

N/A 

N/A 

N/A 

Cloth Helm: 62 Armor, +9 Stomino, +9 Spirit 

Bronze Fromework 

N/A 

N/A 

N/A 

Component 

Bronze Tube 

N/A 

N/A 

N/A 

Component 

Catseye Ultro Goggles 

N/A 

N/A 

N/A 

Cloth Head: 7B Armor, +18 Stealth Detection 

Coarse Blasting Powder 

N/A 

N/A 

N/A 

Component 

Coorse Dynamite 

Instant 

20 yd 

1 min 

Use: Inflicts 51 to 69 Rre dmg in o 5 yard rodius 

Compact Horvest Reaper Kit 

ID mins 

Short 

1 min 

Creates o Combative Pet 

Copper Modulator 

N/A 

N/A 

N/A 

Component 

Copper Tube 

N/A 

N/A 

N/A 

Component 

Crafted Heovy Shot 

N/A 

N/A 

N/A 

Adds 5 DPS to 0 Gun 

Crafted Light Shot 

N/A 

N/A 

N/A 

Adds 2.5 DPS to o Gun 

Crafted Solid Shot 

N/A 

N/A 

N/A 

Adds 9 DPS to 0 Gun 

Croftsman's Monocle 

N/A 

N/A 

N/A 

Cloth Helm: 66 Armor, +15 Intellect 

Crude Scope 

N/A 

N/A 

N/A 

Adds 1 dmg/shot to Bows ond Guns 

Deadly Blunderbuss 

N/A 

N/A 

N/A 

8.3 DPS Gun (2.6 Speed) 

Deadly Scope 

N/A 

N/A 

N/A 

Adds 5 dmg/shot to a Bow or Gun 

Deepdive Helmet 

N/A 

N/A 

N/A 

Cloth Head: 82 Armor, +15 Stomino, Allows Underwater Breathing 

Discombobulator Ray 

12sec 

20 yd 

3 mins 

Reduces Target AHock Rate by SOX ond Movement by 30% 

Explosive Sheep 

3 mins 

20 yd 

1 min 

Use: Summons an Explosive Sheep which will charge at o neorby enemy and explode for 135 to 165 dmg 

EZ-Thro Dynomite 

Instant 

20 yd 

1 min 

Use: Inflicts 51 lo 69 Rre dmg in a 5 yord radius (Usable by Non-Engineers) 

Rre Goggles 

N/A 

N/A 

N/A 

Cloth Heod: 73 Armor, 17 Rre Resistance 

Rome Deflector 

15 sec 

Self 

None 

Increoses Rre Resistance by 1 5 for 1 5 secs 

Flash Bomb 

10 sec 

20 yd 

3 mins 

Causes All Beasts in a 5 yard Rodius to Flee 

Flying Tiger Goggles 

N/A 

N/A 

N/A 

Cloth Helm: 45 Armor, +4 Stomino, +4 Spirit 

Gnomish Battle Chicken 

90 sec 

Short 

1 min 

Summons a Combative Chicken 

Gnomish Oonking Device 

10 sec 

Self 

1 hr 

Makes the User Invisible 


liff 

Gnot 

Gnoi 

Gnoi 

Gno 

Gno 

Gno 

Gno 
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Gob 

Gob 
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Got 
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Gol 
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Gy 

Ho 

He 

He 
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Ire 

La 

lo 
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La 
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Gnomish Death Ray 

N/A 

N/A 

10 mins 

Gnomish Goggles 

N/A 

N/A 

N/A 

Gnomish Norm Prevention 8elt 

ID mins 

Self 

N/A 

Gnomish Mind Control Cap 

20 sec 

20 yd 

60 mins 

Gnomish Net-o-Matic Projector 

20 sec 

20 yd 

10 mins 

Gnomish Rocket Roots 

20 sec 

Self 

5 mins 

Gnomish Shrink Ray 

N/A 

20 yd 

5 mins 

Gnomish Universol Remote 

Instant 

20 yd 

3 mins 

Goblin 8omb Dispenser 

Instant 

20 yd 

30 mins 

Goblin Construction Hat 

N/A 

N/A 

N/A 

Goblin Dragon Gun 

10 sec 

Forward Cone 

1 min 

Goblin Jumper Cables 

Instant 

Short 

30 mins 

Goblin Land Mine 

Long 

Short 

1 min 

Goblin Mining Helmet 

N/A 

N/A 

N/A 

Goblin Mortar 

3 sec 

20 yd 

10 mins 

Goblin Rocket Boots 

20 sec 

Self 

5 mins 

Goblin Rocket Fuel Recipe 

N/A 

N/A 

N/A 

Goblin Rocket Helmet 

30 sec 

20 yd 

3 mins 

Goblin Sapper Charge 

Instant 

Self 

1 min 

Gold Power Core 

N/A 

N/A 

N/A 

Green Lens 

N/A 

N/A 

N/A 

Green Tinted Goggles 

N/A 

N/A 

N/A 

Gyrochronatom 

N/A 

N/A 

N/A 

Handful of Copper Bolts 

N/A 

N/A 

N/A 

Heovy Biosting Powder 

N/A 

N/A 

N/A 

Heavy Dynamite 

Instant 

20 yd 

1 min 

Hi-Explosive Bomb 

3 sec 

20 yd 

1 min 

Hi-Impoct Mithril Slugs 

N/A 

N/A 

N/A 

Ice Deflector 

15sec 

Self 

5 mins 

Inloid Mithril Cylinder 

N/A 

N/A 

N/A 

Iron Grenade 

Instont 

20 yd 

1 min 

Iron Strut 

N/A 

N/A 

N/A 

Lorge Copper Bomb 

Isec 

20 yd 

1 min 

large Seoforium Chorge 

Instant 

Short 

None 

Ul' Smoky 

N/A 

N/A 

N/A 

Lovingly Crofted Boomstkk 

N/A 

N/A 

N/A 

Mechonical Drogonling 

1 min 

Short 

1 hr 

Mechanicol Repoir Kit 

Instant 

20 yd 

None 

Mechanicol Squirrel 

None 

N/A 

Isec 

Minor Recombobulotor 

Instant 

20 yd 

None 

MHhril Blunderbuss 

N/A 

N/A 

N/A 

Mithril Cosing 

N/A 

N/A 

N/A 

Mithril Frag Bomb 

2 sec 

20 yd 

1 min 

Mithril Gyro-Shot 

N/A 

N/A 

N/A 

Mithril Heovy-bore Rifle 

N/A 

N/A 

N/A 

Mithril Mechonical Drogonling 

1 min 

Short 

1 hr 

Mithril Tube 

N/A 

N/A 

N/A 

Moonsight Rifle 

N/A 

N/A 

N/A 

Ornate Spyglass 

Instant 

N/A 

N/A 

Porachute Cloak 

30 sec 

Self 

30 mins 

Pet Bombling 

N/A 

N/A 

N/A 

Portoble Bronze Mortor 

Instant 

20 yd 

30 secs 

Proctice Lock 

N/A 

N/A 

N/A 

Rose Colored Goggles 

N/A 

N/A 

N/A 

Rough Blasting Powder 

N/A 

N/A 

N/A 

Rough Boomstick 

N/A 

N/A 

N/A 

Rough Copper Bomb 

Isec 

20 yd 

1 min 

Rough Dynamite 

Instont 

20 yd 

1 min 

Somophlonge Micro-adjustor 

N/A 

N/A 

N/A 

Shadow Goggles 

N/A 

N/A 

N/A 

Silver Contact 

N/A 

N/A 

N/A 

Silver-plated Shotgun 

N/A 

N/A 

N/A 

Small Bronze Bomb 

2 sec 

20 yd 

1 min 

Small Seoforium Chorge 

Instont 

Short 

None 

Sniper Scope 

N/A 

N/A 

N/A 

Solid Blasting Powder 

N/A 

N/A 

N/A 

Solid Dynamite 

Instant 

20 yd 

1 min 

Spellpower Goggles Xtreme 

N/A 

N/A 

N/A 

Standard Scope 

N/A 

N/A 

N/A 

Target Dummy 

3 mins 

Short 

1 min 

The Big One 

5 sec 

20 yd 

1 min 

Unstable Trigger 

N/A 

N/A 

N/A 

Whirring Bronze Gizmo 

N/A 

N/A 

N/A 


Trinket: Use: Con Do Serious Harm to Target (or User) 

Cloth Helm: 75 Armor, +9 Agility, .+9 Stamina, +9 Spir'it 

Leather Waist: 96 Armor, +6 Stamina, Use: Shield User from 500 dmg 

Cloth Head: 83 Armor, +14 Spirit, Use: Attempts to Mind Control o Humanoid Target 

Attempts to Root Target (May Root User) 

doth Feet: 68 Armor, Use: Chance to Boost Speed 

Trinket Thot Reduces Target Attack Power by 250 

Attempts to Mind Controll o Machine (May RootAount Instead) 

Trinket: Use ta Create a Mobile Bomb that Seeks a Target and Deals 31 5-385 Fire dmg 
doth Helm: 73 Armor, 15 Rre Resistance, Use: Aborbs 300-500 Fire dmg 
Deals 61-69 Rre dmg/sec For 10 secs 
Attempts to Resurrect a Target (May Explode) 

Explodes for 450 Rre dmg When on Enemy Steps on It 

Mail Helm: 221 Armor, +5 Mining, +15 Stamino 

Deals 383 to 517 Rre dmg/Stuns Targets in a 10 Yard Radius for 3 sec 

Cloth Roots: 68 Armor, Use: Adds to Your Run Speed (Or Explodes) 

Component 

doth Helm: 83 Armor, +1 5 Stamina, Use: Chorge on Enemy and Mez Them 
Deols 450 to 750 Fire dmg to Enemies Nearby and 375-625 dmg to User 
Component 

Cloth Head: 95 Armor, +10 Stamina, + Random Enchantment 

Cloth Head: 57 Armor, +8 Stomino, +7 Spirit 

Component 

Component 

Component 

Use: Inflicts 1 28 to 1 72 Fire dmg in o 5 yord radius 

Use: Inflicts 255-345 Rre dmg/Disorients Targets in a 3 Yard Radius for 3 sec 

Adds 13 DPS to a Gun 

Increases Frost Resistonce by 18 

Component 

Use: Inflicts 132 to 218 Rre dmg/disorients torgets in a 3 yard radius for 3 sec 
Component 

Use: Inflicts 43 to 57 Fire dmg/disorients targets in a 5 yard radius for 1 sec 
Opens Difficult Locked Doors 
Summons a Friendly Robot 
9.7 DPS Gun (1.8 Speed) 

Summons a Combative Pet 

Restores 700 Health to a Friendly Mechanical Target 

Summons a Mechanical Pet 

Dispels Polymorph on a Friendly Target 

17.9 OPS Gun (2.9 Speed) 

Component 

Deals 149-201 Fire dmg in on 8 Yord Radius/Disorients Torgets for 2 sec 
Adds 15.5 DPS to a Gun 

20.1 DPS Gun (3.4 Speed) 

Summons a Combative Pet 
Component 

11.8 DPS Gun (1.7 Speed) 

Looks Ota Distant Point 

Bock: 49 Armor, +8 Agility, Use: Reduce Fall Speed 
Summons a Pet Romb 

Use: Inflicts 85 to 1 1 5 Fire dmg/disorients targets in o 5 yord radius lor 2 sec 

Used to Raise Lockpicking 

Cloth Head: 82 Armor, +12 Intellect, +13 Spirit 

Component 

4.1 DPS Gun (Speed 2.3) 

Use: Infikts 22 to 28 Fire dmg/disorients targets in a 3 yord radius for 1 sec 

Use: Inflicts 26 to 34 Fire dmg in a 5 yord radius 

Component 

Cloth Helm: 50 Armor, +5 Intellect, +6 Spirit 
Component 

10.4 DPS Gun (2.7 Speed) 

Use: Inflicts 73 to 97 Fire dmg/disorients targets in a 3 yard rodius lor 2 sec 
Opens Simple, Locked Doors 
Adds 7 dmg/shot to a 8ow or Gun 
Component 

Use: Inflicts 21 3 to 285 Fire dmg in a 5 yord radius 
Cloth Head: 76 Armor, Increases dmg and Healing of Spells by 1 1 
Adds 2 dmg/shot to Rows and Guns 
Taunts Nearby Monsters 

Use: Inflicts 340-460 Fire dmg/Disorients Targets in a 10 Yard Rodius for 5 set 
Component 

Comp orient 




BESTIARY 








Alina 

33 

33 

Undeod 

Normal 

Charm, Fear and Sleep 

' AJteracOwl 

30 

31 

Beast 

Nor mol 

None 

Argus Shadow Mage 

35 

36 

Humanoid 

Normal 

None 

SgV: 7 Baiindo Stonehearth 

45 

45 

Humanoid 

Elite 

None 

Baron Vordus 

40 

40 

Humanoid 

Normal 

None 

■; Blizzard Elementol 

35 

36 

Elemental 

Normal 

None 

ji Coptain Golvangor 

45 

45 

Humanoid 

Elite 

None 

' fnve Yeti 

30 

31 

Humonoid 

Normal 

None 

i; , luidioolh Cave Lurker 

32 

33 

Humanoid 

Normal 

None 

till 1 Coldlaalh Geotnancer 

32 

33 

Humonoid 

Normal 

None 

FJ ^ Coldtooth Shamon 

31 

32 

Humanoid 

Normal 

None 

Y Coldtooth Skulllhumper 

32 

33 

Humanoid 

Normol 

None 

//\ : !. CnMloolh Trogg 

3) 

32 

Humanoid 

Normal 

None 

iA Crushridge Brute 

35 

36 

Humanoid 

Normol 

None 

Crushridge Enforcer 

3B 

39 

Humonoid 

Elite 

None 

/^< Crushridge Mage 

37 

38 

Humanoid 

Elite 

None 

Crushridge Mauler 

36 

37 

Humonoid 

Elite 

None 

IL ' Crushridge Ogre 

34 

35 

Humanoid 

Normol 

None 

nil - , Crushridge Plunderer 

36 

37 

Humanoid 

Elite 

None 

CH ^ ' Crushridge Warmonger 

39 

40 

Humanoid 

Elite 

None 

\ ] . Cyclonian 

40 

40 

Elemental 

Normal 

None 

— . Dolaron Shield Guard 

31 

32 

Humanoid 

Normol 

None 

If- > Onlnron Summoner 

34 

35 

Humonoid 

Normal 

None 

'■ Ooloran Worker 

33 

34 

Humanoid 

Normol 

None 

® \ . [ Dermol 

34 

34 

Undead 

Normal 

Charm, Fear and Sleep 

'.>1i ^ ■ i DrekThar 

45 

45 

Humonoid 

Elite 

None 

itt4‘ - Drunken Footpad 

32 

33 

Humonoid 

Normal 

Feor 

i Elementol Slave 

33 

34 

Elemental 

Normal 

Special - Elemental Forth 

fSl' { Froslmow 

37 

37 

Humanoid 

Normal 

None 

i Frostwolf 

30 

31 

Beast 

Normal 

None 

Giant Yeti 

33 

34 

Humonoid 

Normal 

None 

Glommus 

39 

39 

Humanoid 

Normol 

None 

4 Grandpa Vishos 

34 

34 

Humonoid 

Normal 

None 

H’ ^ Grel'borg the Miser 

39 

39 

Humonoid 

Normol 

None 

5 S Gtimloolh 

35 

35 

Humonoid 

Normal 

None 

'Hi ^ Hulking Mountain lion 

33 

34 

Boost 

Normal 

None 

] V Ice Giant 

47 

47 

Giant 

Elite 

None 

Jj ■> ! Inilor Borhuin 

37 

37 

Humonoid 

Normol 

None 

; kegon Oarkmor 

35 

35 

Undeod 

Normal 

Charm, Fear and Sleep 

]l i' Lo'Grosh 

39 

39 1 Humanoid 

Rare Spawn 

None 



jll Apothecary Jorell 

36 

36 

Undeod 

Normol 

Charm, Fear and Sleep 

Ui Blockwoter Deckhand 

38 

39 

Humanoid 

Normal 

None 

Boulderiist Brute 

35 

36 

Humanoid 

Normal 

None 

Boulderiist Enforcer 

33 

34 

Humanoid 

Normal 

None 

H|Ih Boulderiist Lord 

39 

40 

Humonoid 

Elite 

None 

H|K 1 Boulderfist Mogus 

36 

37 

Humanoid 

Normal 

None 

Boulderfist Mauler 

37 

38 

Humanoid 

Elite 

None 

HQH Boulderfist Ogre 

32 

33 

Humanoid 

Normal 

None 

M ■Di Boulderfist Shoman 

38 

39 

Humanoid 

Elite 

None 

Burning Exile 

38 

39 

Elementol 

Normol 

Special • Elemental Rre 

loreiaxer Aiaric 

41 

41 

Humanoid 

Elite 

None 

■ Caretoker Nevlin 

41 

41 

Humanoid 

Elite 

None 

'■ Caretaker Weston 

41 

41 

Humanoid 

Elite 

None 

Oesting Exile 

38 

39 

Elemental 

Normol 

Speciol Elemental Water 

Naefspine Marouder 

40 

41 

Humonoid 

Normal 

None 

Doggerspine Raider 

38 

39 

Humanoid 

Normol 

None 

. . Doggerspine Sorceress 

39 

40 

Humanoid 

Normal 

None 

Darbel Montrose 

39 

39 

Humanoid 

Rore Spawn Elite 

None 

1 Dark Iron Bombordier 

30 

31 

Humanoid 

Normol 

None 

Dark Iron SuppTier 

31 

32 

Humonoid 

Normal 

None 

Drywhisker Digger 

36 

37 

Humanoid 

Normol 

None 

. Drywhisker Kobold 

35 

36 

Humanoid 

Normal 

None 

j Drywhisker Surveyor 

37 

38 

Humanoid 

Normal 

None 


|NAM£ 

MIN 

MAX 

TYPE 

CLASSIFICATION 

IMMUNITIES 1 

Lord Aiiden Perenoioe 

42 

42 

Humanoid 

Normol 

None 

Morloch 

34 

34 

Humanoid 

Normal 

None 

Mountain Lion 

32 

33 

Boost 

Normal 

None 

Mountain Yeti 

32 

33 

Humonoid 

Normal 

None 

Muckrake 

40 

40 

Humanoid 

Elite 

None 

Mug'thol 

43 

43 

Humanoid 

Normal 

None 

Nagoz 

40 

40 

Humanoid 

Normal 

None 

Norillosanz 

44 

44 

Drogon 

Elite 

Speciol • fire Drogon 

Ricter 

33 

33 

Undeod 

Normal 

Chorm, Fear ond Sleep 

Skhowl 

36 

36 

Humanoid 

Rore Spown 

None 

Snapjow 

30 

31 

Beast 

Normal 

None 

Snowblind Ambusher 

35 

36 

Humanoid 

Normal 

None 

Snowblind Harpy 

35 

36 

Humanoid 

Normal 

None 

Snowblind Windcoller 

35 

36 

Humanoid 

Normal 

None 

Stone Fury 

37 

37 

Elemental 

Normal 

Speciol ■ Elementol Forth 

Syndicate Assassin 

38 

39 

Humonoid 

Normal 

None 

Syndicate Enforcer 

39 

40 

Humonoid 

Normal 

None 

Syndicate Footpad 

32 

33 

Humanoid 

Normal 

None 

Syndicate Saboteur 

37 

38 

Humanoid 

Normol 

None 

Syndicate Sentry 

36 

37 

Humanoid 

Normal 

None 

Syndicate Spy 

35 

36 

Humonoid 

Normal 

None 

Syndicote Thief 

33 

34 

Humonoid 

Normal 

None 

Syndicate Wizard 

Ji 

35 

Humanoid 

Normol 

None 

Targ 

41 

41 

Humanoid 

Elite 

None 

Taskmaster Snivvie 

34 

34 

Humonoid 

Normol 

None 

Vanndar Slormpike 

45 

45 

Humanoid 

Elite 

None 

Warden Belamaare 

36 

36 

Humanoid 

Normal 

None 

Whitewhisker Digger 

31 

32 

Humanoid 

Normal 

None 

Whilewhisker Geomancer 

32 

33 

Humanoid 

Normol 

None 

Whitewhisker Overseer 

32 

33 

Humonoid 

Normal 

None 

Whilewhisker Tunnel Rat 

32 

33 

Humanoid 

Normal 

None 

Whilewhisker Vermin 

31 

32 

Humonoid 

Normol 

None 

Wildpaw Alpha 

32 

33 

Humanoid 

Normal 

None 

Wildpow Brute 

32 

33 

Humonoid 

Normol 

None 

Wildpaw Gnoll 

31 

32 

Humanoid 

Normal 

None 

Wildpow Mystic 

32 

33 

Humanoid 

Normal 

None 

Wildpaw Shoman 

31 

32 

Humanoid 

Normal 

None 

Winterox Berserker 

40 

41 

Humonoid 

Elite 

None 

Winlerox Shadowcasler 

40 

41 

Humanoid 

Elite 

None 

Winlerax Troll 

40 

41 

Humanoid 

Elite 

None 








Elder Mesa Buzzard 

37 

38 

Beast 

Normol 

None 

Fardel Dabyrie 

33 

33 

Humanaid 

Normol 

None 

Feebaz 

39 

39 

Humanoid 

Normal 

None 

Forsaken Bodyguard 

35 

35 

Undeod 

Normal 

Chorm, Fear and Sleep 

Farsaken Caurier 

35 

35 

Undeod 

Normal 

Charm, Feor and Sleep 

Foulbelly 

42 

42 

Humonoid 

Rore Spown Elite 

None 

Fozruk 

42 

42 

Giont 

Elite 

None 

Geomancer Flintdagger 

40 

40 

Humanoid 

Rore Spawn 

None 

Giant Plains Creeper 

35 

36 

Boost 

Normal 

None 

Hommerfall Grunt 

34 

35 

Humonoid 

Normal 

None 

Hammerfall Guardian 

50 

50 

Humanoid 

Normal 

None 

Hammerfall Peon 

33 

34 

Humanoid 

Normal 

None 

Highland Fleshstalker 

36 

37 

Beast 

Normol 

None 

Highland Strider 

30 

31 

Beast 

Normal 

None 

Highland Thrasher 

33 

34 

Boost 

Normal 

None 

Kenata Dabyrie 

35 

35 

Humanoid 

Normal 

None 

Kor'gresh Coldrage 

39 

39 

Humonoid 

Normal 

None 

Kovork 

36 

36 

Humanoid 

Rare Spawn 

None 

Lard Fakancrest 

40 

40 

Humanoid 

Elite 

None 

Marcel Dabyrie 

34 

34 

Humanoid 

Normal 

None 

Morez Cowl 

40 

40 

Humanoid 

Elite 

None 

Mesa Buzzard 

34 

35 

Beast 

Normal 

None 

Molok the Crusher 

39 

39 

Humonoid 

Rare Spawn 

None 


I 

■ 


rfh 
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1 

ALT-DUR 

fi>iM 

B 

X 
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MIN 

1^1 

2E 

50 

Elementol 

Elite 

Special Syndicate Mercenary 

[ 

31 

1 

32 

Humanoid 

Normol 

None 


37 

37 


Rare Spawn 

None Syndicote Pothstolker 

32 ' 

33 

Humanoid 

Normol 

None 


40 

40 

Humanoid 

Normal 

None Syndicate Prowler 

36 

37 

Humonoid 

Elite 

None 


38 

38 


Elite 

None Thenon 

42 ' 

42 

Giant 

Elite 

None 


32 

33 

Boost 

Normal 

None Thundering Exile 

38 ' 

39 

Elemental 

Normal 

Speciol ■ Elemental Air 


41 

41 



None Vengeful Surge 

40 ’ 

40 

Elementol 

Normal 

Speciol -Elemental Woter 



38 

39 

Elemental 

Normol 

Speciol - Elementol Earth Witherbork Axe Thrower 

32 ' 

33 

Humanoid 

Normal 

None 

DUR-HtN ^ 


39 

39 

Humanoid 

Rore Spawn Elite 

None Witherbork Berserker 

36 ' 

37 

Humanoid 

Elite 

None 


40 

40 

Humanoid 

Normal 

None Witherbork Heodhunter 

34 

35 

Humanoid 

Normal 

None 

lOC-STR - ' i 

Sinqer 


Ji. 

Humonoid 

Rare Spown 

None Witherbork Shodow Hunter 

_35_ 

31 

A 

32 

Humanoid 

Normal 

None 

None 

Sleeby 

40 

36 

40 

37 

Humanoid 

Normal 

Normol 

None Witherbork Troll 

IT 

W 

Humonoid 

Normal 

None 

SWA-WIH y-.j 


38 

38 

Elementol 

EiHe 

Special ■ Elemental Water Witherbork Witch Doctor 

33 

34 

Humanoid 

Normal 

None 


35 

36 


Elite 

None Young Mesa Buzzard 

31 

32 

Beast 

Normol 

None 

■1" 

Syndicate Highwayman 

30 

31 

Humonoid 

Normal 

None Zolas Witherbork 

40 

40 

Humonoid 

Normal 

None 

Syndicate Magus 

37 

38 

Humanoid 

Elite 

None Znoft 

A 

39 

Humanoid 

Normal 

None 




ig 

Ml 

,, 

1 

1 

IK 


TTffl 

26 

2E 

26 

Demon 

Normal 

None Movoris CloudsbreoK 

nn 

32 

enj 

32 

BHiQH 

Undeod 

Normal 

Charm, Fear ond Steep 


24 

24 


Normal 

None Mist Howler 

22 

22 

Beast 

Rore Spawn 

None 


22 

22 

Undeod 

Rore Spawn 

(horm, Feor and Sleep Mugglefin 

23 

23 

Humanoid 

Rare Spawn 

None 


21 

22 


Normol 

None Mystlosh Flayer 

20 

21 

Unknown 

Normal 

None 


24 

24 


Normal 

None Mystlosh Hydro 

19 

20 

Unknown 

Normal 

None 


23 

75 


Normal 

Special • Elemental Woter Ookpow 

27 

27 

Humonoid 

Normal 

None 


26 

27 

Demon 

Normol 

None Pcince Raze 

32 

32 

Demon 

Normol 

None 


26 

77 


Normol 

None Ran Bloodtooth 

30 

30 

Humanoid 

Normol 

None 


27 

28 

Demon 

Normal 

None Rorgish Jowl 

25 

25 

Humonoid 

Rare Spown 

None 


26 

77 


Normal 

None Rotting Slime 

20 

22 

Unknown 

Normol 

None 


27 

28 

Humanoid 

Normal 

None Roozel 

22 

22 

Humanoid 

Normal 

None 

Bronch Snoppor 

25 

25 

Elementol 

Normal 

Nature Magic Soltspittle Muckdweller 

20 

21 

Humanoid 

Normal 

None 

Caedakar the Vicious 

24 

24 

Demon 

Normal 

None Soltspittle Puddleiumpet 

19 

20 

Humanoid 

Normal 

None 

Clottering Dawler 

19 

20 

Boost 

Normal 

None Soltspittle Warrior 

19 

20 

Humanoid 

Normol 

None 

Crazed Ancient 

27 

28 

Elemental 

Normol 

None Severed Druid 

28 

29 

Undeod 

Normal 

Chorm, Feor and Sleep 

Dal Bloodciaw 

25 

25 

Humanoid 

Normal 

None Severed Sleeper 

28 

29 

Undeod 

Normol 

Chorm, Feor and Sleep 

Dark Strand Adept 

_li 

19 

Humanoid 

Normal 

Chorm, Feor and Sleep Shodethicket Bark Ripper 

26 

27 

Elementol 

Normal 

None 

Dork Strond Assossin 

21 

21 

Humanoid 

Normal 

None Shodethicket Moss Eater 

21 

23 

Elemental 

Normol 

None 

Dork Strand Enforcer 

20 

21 

Undeod 

Normal 

Charm, Fear and Sleep Shodethicket Orocle 

30 

30 

Elemental 

Normal 

None 

Dorksioyer Mordenthol 

23 

23 

Undeod 

Normal 

Charm, Feor ond Sleep Shodethicket Roincoller 

22 

23 

Elementol 

Normal 

None 

Diathorus the Seeker 

34 

34 

Demon 

Normal 

None Shodethicket Stone Mover 

25 

26 

Elemental 

Normal 

None 

Eck'oloni 

27 

27 

Elemental 

Normal 

Speciol • Elemental Water Shodowhorn Stog 

22 

23 

Beast 

Normal 

None 

Elder Ashenvale Bear 

25 

26 

Beast 

Normal 

None Toneel Dorkwood 

32 

32 

Undeod 

Normal 

None 

Elder Shadowhorn Stag 

26 

27 

Beast 

Normol 

None Terrowulf Fleshripper 

28 

29 

Humanoid 

Normol 

None 

Felguord 

29 

30 

Demon 

Normal 

None Terrowulf Pocklord 

31 

32 

Humanoid 

Rore Spown 

None 

Felmusk Felsworn 

25 

26 

Demon 

Normol 

None Thistlefur Avenger 

23 

24 

Humanoid 

Normal 

None 

Felmusk Rogue 

26 

27 

Demon 

Normal 

None Thistlefur Den Watcher 

23 

24 

Humanoid 

Normal 

None 

Fdlmusk Sotyr 

25 

26 

Demon 

Normal 

None Thistlefur Pathfinder 

23 

24 

Humanoid 

Normal 

None 

Felslayer 

JL 

23 

Demon 

Normal 

None Thistlefur Shomon 

23 

24 

Humonoid 

Normol 

None 

Forsaken Herbolist 

18 

19 

Undeod 

Normal 

Chorm, Feor and Sleep Thistlefur Totemic 

23 

24 

Humanoid 

Normal 

None 

Forsaken Intruder 

28 

29 

Undeod 

Normal 

Chorm, Feor and Sleep Thistlefur Ursa 

23 

24 

Humanoid 

Normol 

None 

Forsaken Scout 

23 

23 

Undeod 

Normal 

None Ursol'lok 

31 

31 

Beast 

Rare Spown 

None 

Forsaken Thug 

20 

20 

Undeod 

Normal 

Chorm, Feor ond Sleep Uthil Mooncoll 

32 

32 

Undeod 

Normal 

Charm, Feor and Sleep 

Foulweald Den Watcher 

24 

25 

Humanoid 

Normal 

None Worsong Shredder 

27 

28 

Mechanical 

Normal 

Speciol ■ Piloted Mechonicol 

Foulweald Pathfinder 

23 

A 

Humanoid 

Normol 

None Wild Buck 

18 

■ 19 

Beost 

Normal 

None 

Foulweold Shomon 

24 

25 

Humanoid 

Normal 

None Wildthorn Lurker 

28 

' 29 

Beost 

Normal 

None 

Foulweald Totemic 

JL 

24 

Humanoid 

Normol 

None Wildthorn Stalker 

20 

21 

Beast 

Normal 

None 

Foulweold Urso 

24 

25 

Humanoid 

Normal 

None Wildthorn Venomspitter 

24 

' 25 

Beast 

Normal 

None 

Gelthoris 

32 

32 

Demon 

Normol 

None Wrothtoll Myrmidon 

20 

21 

Humanoid 

Normal 

None 

Ghostpow Alpha 

27 

28 

Beast 

Normal 

None Wrothtoil Priestess 

20 

' 21 

Humanoid 

Normal 

None 

Ghostpow Howler 

JI 

A 

Beast 

Normal 

None Wrothtoil Rozortoil 

19 

20 

Humanoid 

Normol 

None 

Ghostpow Runner 

19 

20 

Beost 

Normal 

None Wrothtoil Sea Witch 

19 

' 20 

Humanoid 

Normal 

None 

Giant Ashenvale Beor 


■ 30 

Beast 

Normal 

None Wrothtoil Sorceress 

18 

19 

Humanoid 

Normal 

None 

Horde Grunt 

29 

30 

Humanoid 

Normal 

None Wrothtoil Wove Rider 

18 

19 

Humonoid 

Normol 

None 

Horde Peon 

' 

■ 27 

Humonoid 

Normal 

None Xovion Felsworn 

28 

■ 29 

Demon 

Normal 

None 

Horde Scout 

26 

28 

Humanoid 

Normol 

None Xovion Hellcoller 

i 29 1 30 

Demon 

Normal 

None 

Horde Shaman 

Ji 

' 29 

Humanoid 

Normal 

None 


ladvVesDio 

22 

' 22 

Humanoid 

Rare Spown 

None 

Laughing Sister 

24 

■ 25 

Humonoid 

Normol 

None 

legion Hound 

29 

' 30 

Demon 

Normal 

None 

Lesser Felguord 

23 

24 

Demon 

Normal 

None 

Monnoroc Lasher 

29 

1 30 1 Demon 

Normal 

None 

409H 
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«| 

HmI 

1 Aniilos 

SO 

50 

Beast 

Rare Spawn 

None 

Mistwing Ravager 

52 

53 

Beast 

Normal 

None 

Arkkoran Clacker 

53 

54 

Humanoid 

Narmol 

None 

Monnos the Elder 

53 

54 

Giont 

Rare Spawn Elite 

None 

Arkkoran Oracle 

54 

55 

Humanoid 

Normal 

None 

Mosshool Courser 

52 

53 

Beast 

Normal 

None 

Azshara Sentinel 

44 

44 

Humanoid 

Normol 

None 

Mosshoof Runner 

45 

47 

Beost 

Normal 

None 

Azurgos 

65 

65 

Dragon 

Elite 

None 

Mosshoof Stag 

49 

50 

Beast 

Normal 

None 

Blood Elf Defender 

51 

51 

Humonoid 

Normal 

None 

Servant of Arkkoroc 

53 

54 

Giant 

Elite 

None 

Blood Elf Surveyor 

51 

52 

Humonoid 

Normal 

None 

Spitelosh Bottlemoster 

53 

54 

Humanoid 

Normal 

None 

Blue Drogonspown 

50 

51 

Dragon 

Normal 

None 

Spitelosh Myrmidon 

50 

51 

Humanoid 

Normal 

None 

(orovon Moster Tset 

53 

53 

Humanoid 

Normal 

None 

Spitelosh Serpent Guard 

48 

49 

Humanoid 

Normol 

None 

Oiff Breoker 

54 

55 

Giant 

Elite 

None 

Spitelosh Siren 

51 

52 

Humonoid 

Normol 

None 

Cliff Walker 

52 

53 

Giant 

Elite 

None 

Spitelosh Sorceress 

49 

50 

Humanoid 

Normol 

None 

Corolshell Lurker 

53 

54 

Beost 

Normol 

None 

Spitelosh Warrior 

46 

47 

Humanoid 

Normal 

None 

Corolshell Tortoise 

50 

52 

Beast 

Normol 

None 

Storm Bay Warrior 

51 

52 

Humanoid 

Normal 

None 

Droconic Mogelord 

53 

54 

Dragon 

Normal 

None 

The Evolchorr 

48 

48 

Beost 

Rare Spawn 

None 

Droconic Mogeweover 

51 

52 

Dragon 

Normol 

None 

Thunderhead Hippogryph 

46 

48 

Beast 

Normol 

None 

Forest Ooze 

52 

53 

Unknown 

Normal 

None 

Thunderheod Patriorch 

52 

54 

Beost 

Normal 

None 

Gatekeeper Rogeroor 

49 

50 

Humanoid 

Rare Spown 

None 

Thunderhead Skystormer 

50 

52 

Beast 

Normal 

None 

Generol Fongferror 

50 

51 

Humonoid 

Rore Spawn 

None 

Thunderhead Stagwing 

48 

50 

Beast 

Normal 

None 

Great Wovelhrosher 

53 

54 

Unknown 

Normal 

None 

Timbermow Den Watcher 

49 

50 

Humanoid 

Normal 

None 

Holdorr Sotyr 

45 

46 

Demon 

Normal 

None 

Timbermow Pathfinder 

46 

47 

Humonoid 

Normal 

None 

Heloero 

55 

55 

Unknown 

Elite 

None 

Timbermow Shonwn 

50 

51 

Humanoid 

Normal 

None 

HighborneApporition 

45 

46 

Undead 

Normol 

(harm, Fear, Sleep and Bleed 

Timbermow Ursa 

51 

52 

Humanoid 

Normal 

None 

Lody Sesspiro 

51 

51 

Humonoid 

Rare Spown 

None 

Timbermow Worrior 

47 

48 

Humanoid 

Normol 

None 

Legoshi Sotyr 

51 

52 

Demon 

Normol 

None 

Timberweb Recluse 

47 

48 

Boost 

Normal 

None 

Lingering Highborne 

48 

50 

Undead 

Normal 

(horm, Fear, Sleep and Bleed 

Voro'then's Ghost 

48 

4B 

Undeod 

Rore Spown 

Charm, Fear, Sleep and Bleed 

Mogister Hawkhelm 

51 

52 

Humanoid 

Rare Spawn 

None 

Warlord Krellian 

55 

55 

Humonoid 

Normal 


Mokrinni Scroubler 

52 

53 

Humonoid 

Normal 

None 

Wovethrasher 

52 

53 

Unknown 

Normal 

None 

Moster Feordred 

51 

52 

Demon 

Rore Spown 

None 






ID 





Ambossodor Infernus 

42 

42 

Elemental 

Elite 

Special ' Elemental Fire 

Lesser Rock Elemental 

MIN 

19 

MAX 

m 

Elemental 


IQQQISHHi 

Blocklash 

SO 

50 

Dragan 

Normal 

Speciol - Fire Drogon 

Murdoloc 

42 

"42 

Humanoid 

Normol 


Boss Tho'grun 

41 

42 

Humanald 

Normal 

None 

Robid Crag Coyote 

42 

43 


Normal 

M9H6 

Buzzard 

JL 

39 

Beast 

Narmol 

None 

Ridge Huntress 

38 

39 

Beast 

Normol 


Crag Coyote 

35 

36 

Beast 

Normal 

None 

Ridge Stalker 

36 

37 


Normal 


Dustbelcher Brute 

39 

40 

Humanoid 

Narmol 

None 

Ridge Stalker Patriorch 

40 

41 

Beast 

Normal 


Dustbelcher Lord 

44 

45 

Humonoid 

Normal 

None 

Rock Elemental 

39 

40 


Normal 


Dustbekher Mauler 

41 

42 

Humanoid 

Normal 

None 

Scalding Whelp 

41 

43 

Drogon 

Normol 


Dustbelcher Mystic 

36 

37 

Humanoid 

Normal 

None 

Scorched Guardion 

43 

45 


Elite 


Dustbekher Ogre 

38 

39 

Humanoid 

Normol 

None 

Shodowforge Chunter 

38 

39 

Humonoid 

Normal 


: Dustbelcher Ogre Mage 

43 

44 

Humanoid 

Normal 

None 

Shodowforge Dorkweaver 

36 

37 


Normal 


Dustbekher Shaman 

42 

43 

Humanoid 

Normal 

None 

Shodowforge Tunneler 

35 

36 

Humonoid 

Normol 

None 

Dustbelcher Warrior 

35 

37 

Humanoid 

Normal 

None 

Shodowforge Warrior 

38 

39 

Humonoid 

Normol 

None 

Dustbekher Wyrmhunter 

40 

41 

Humanoid 

Normol 

None 

Starving Buzzard 

35 

37 

Beast 

Normol 

None 

Elder Crog Coyote 

39 

40 

Beost 

Normal 

None 

Stone Golem 

38 

39 

Elemental 

Normol 

Special ■ Golem 

Enroged Rock Elementol 

42 

43 

Elemental 

Normal 

Special ■ Elemental Earth 

Stonevault Bosher 

39 

40 

Humanoid 

Elite 

None 

Fam'retor Guardian 

45 

45 

Elemental 

Normal 

Special - Elementol Earth 

Stonevault Bonesnapper 

39 

40 

Humonoid 

Normol 

None 

Feral Crag Coyote 

37 

38 

Beast 

Normol 

None 

Stonevoult Shamon 

40 

41 

Humonoid 

Normal 

None 

Giant Buzzord 

39 

41 

Beost 

Normal 

None 

Wayward Buzzard 

35 

37 

Beast 

Normal 

None 

Greater Rack Elemental 

42 

44 

Elemental 

Normal 

Special - Elemental Eorth 

Zoricotl 

55 

55 

Beast 

Rare Spown Elite 

None 

Hematus 

50 

50 

Dragon 

Elite 

Special - Fire Dragon 
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S4 

54 

Humanoid 

Rare Spawn 

None 

Monohound 

60 

LliVj 

60 

Demon 

Elite 

Special 


SB 

58 

Demon 

Elite 

Special 

Mojo the Twisted 

4B 

48 

Humanoid 

Rare Spown 

None 


46 

48 

Beast 

Normal 

None 

Nethergarde Analyst 

49 

51 

Humanoid 

Normal 

None 


n 

53 

Beast 

Rare Spawn 

None 

Nethergarde Qerk 

49 

51 

Humonoid 

Normal 

None 


49 

49 

Beast 

Rare Spown 

None 

Nethergorde Elite 

55 

55 

Humanoid 

Elite 

None 


63 

63 


Elite 

Special 

Nethergarde Engineer 

47 

48 

Humonoid 

Normal 

None 

Dreodmaul Brute 

46 

47 

Humanoid 

Normal 

None 

Nethergarde Miner 

47 

48 

Humanoid 

Normol 

None 

Dreodmoul Mauler 

53 

54 

Humonoid 

Normal 

None 

Nethergarde Officer 

SO 

51 

Humanoid 

Normal 

None 

Dreodmaul Ogre 

45 

46 

Humonoid 

Normal 

None 

Nethergarde Soldier 

49 

50 

Humanoid 

Normal 

None 

Dreadtmul Oqre Mage 

46 

47 

Humanoid 

Normal 

None 

Portol Seeker 

51 

53 

Humanoid 

Normal 

None 

Oreadsrorn 

57 

57 

Hunranoid 

Rare Spown 

None 

Rovage 

51 

51 

Beast 

Rare Spawn 

None 

Pelguatd Elite 

60 

60 

Demon 

Elite 

Special 

Redstone Basilisk 

47 

48 

Beast 

Normal 

None 

Fetguflrd Sentry 

54 

55 

Demon 

Normal 

None 

Scorpok Stinger 

50 

51 

Beast 

Normol 

None 

_2 li 

Felhound 

54 

55 

Demon 

Normol 

None 

Shadowsworn Cultist 

51 

52 

Humanoid 

Normol 

None 

Grol the Destroyer 

58 

58 

Demon 

Elite 

Special 

Shodowsworn Dreodweaver 

54 

55 

Humonoid 

Normal 

Hone 

Grunter 

50 

50 

Beast 

Rare Spown 

None 

Shadowsworn Thug 

52 

53 

Humonoid 

Normal 

None 

Helboor 

52 

53 

Demon 

Normal 

None 

Snickerfong Hyeno 

49 

SO 

Beast 

Normol 

None 

Kritli the Domned 

55 

55 

Demon 

Elite 

None 

Spitefloyer 

52 

52 

Beast 

Rare Spawn 

None 

Lody Sevine 

59 

59 

Demon 

Elite 

Special 

Teremus the Devourer 

60 

60 

Dragon 

Rare Spown 

Special 

Mogronos the Unyeildinq 

56 

56 

Humanoid 

Rare Spawn 

Hone ___ 








PH 

H 

Block Broodling 

cn 

51 

f?m 

52 

Drogon 

Normal 

None Flamescole Drogonspawn 

rm 

56 

rm 

57 

Dragon 

Elite 

None 

Block Drogonspawn 

52 

53 

Drogon 

Elite 

rione Frenzied Block Drake 

54 

54 

Dragon 

Elite 

Special • fire Dragon 

Block Drake 

50 

52 

Dragon 

Eirte 

Specioi • Fire Diugun Gorgon'och 

54 

54 

Humanoid 

Rare Spown 

None 

Blockrock Battlemaster 

57 

58 

Humanoid 

Normol 

None Gor'tesh 

54 

54 

Humanoid 

Normal 

None 

Blockrock Raider 

59 

59 

Humanoid 

Normol 

None Gruklosh 

59 

59 

Humonoid 

Rore Spown 

Hone 

Blockrock Sloyet 

56 

57 

Humanoid 

Normol 

None Hahk'Zor 

54 

54 

Humonoid 

Rare Spawn 

None 

Blockrock Soldier 

55 

56 

Humanoid 

Normal 

None Hematos 

60 

60 

Dragon 

Rore Spown Elite 

Specioi ■ Fire Dragon 

Blockrock Sorcerer 

55 

56 

Humanoid 

Normol 

None Krom'Grul 

54 

54 

Humanoid 

Normal 

None 

Blockrock Worlock 

56 

57 

Humanoid 

Normal 

None Malfunctioning Reaver 

56 

56 

Elemental 

Rore Spawn 

None 

Blockrock Worg 

54 

55 

Beast 

Hotnuil 

None Scalding Broodling 

53 

54 

Dragon 

Normal 

None 

Deothmow 

53 

53 

Beast 

Rare Sponm 

None Scalding Drake 

53 

55 

Drogon 

Elite 

Special - Rre Dragon 

Rregut Coptain 

55 

55 

Humanoid 

Rore Spawn 

None Seorscole Drake 

56 

58 

Dragon 

Elite 

Specioi • Fire Dragon 

Firegut Ogre 

50 

51 

Humanoid 

Normal 

None Slavering Ember Worg ' 

53 

54 

Beast 

Normol 

None 

Firegul Ogre Mage 

51 

IT 

Humonoid 

Normal 

None Terrorspork 

55 

55 

Demon 

Rare Spown 

None 

Flomekin Roger 

S4 

56 

Demon 

Normol 

None 

57 


Humonoid 

Rore Spown 

None 

Flomekln Spitter 

51 

Ir 

Demon 

Normal 

None 

53 

54 

Humonoid 

Normal 

None 

Flomekin Sprite 

51 

53 

Demon 

Normal 

None VpIsllPtL 

60 

60 

Giont 

Rare Spawn Elite 

None 

Flomekin Torcher 

54 

56 

Demon 

Normal 

None War Reaver 

53 

55 

Elemental 

Normal 

None 

Flamescale Broodling 

55 

56 

Dragon 

Normal 

None 

53 

53 

Humonoid 

Normol 

None 








its 
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Anoyo Downrunner 

16 

16 

Undead 

Normol 

Chorm, fear and Sleep 

Foreststrider 

14 

Wi! 

16 

Beast 

Normal 

None 

Athrikus Norossin 

31 

31 

Humanoid 

Normal 

None 

Foreststridaf Ftedgling 

11 

13 

Beast 

Normal 

None 

Blackwood Pothlindei 

12 

13 

Humanoid 

Normol 

None 

Giont Foreststrider 

17 

19 

Beast 

Normal 

None 

Blockwood Shomon 

19 

20 

Humanoid 

Normal 

None 

Grovelflint Bonesnopper 

19 

20 

Humanoid 

Normol 

None 

Blackwood Totemk 

17 

18 

Humonoid 

Normal 

None 

Grovelflint Geomoncer 

20 

21 

Humonoid 

Normal 

None 

Blockwood Tracker 

14 

IS 

Humonoid 

Normal 

None 

Grovelflint Scout 

18 

19 

Humanoid 

Normol 

None 

Blackwood Ursa 

18 

19 

Humonoid 

Normal 

None 

Greymist Coostrunner 

12 

13 

Humanoid 

Normal 

None 

Blackwood Worrior 

16 

17 

Humanoid 

Normal 

None 

Greymist Hunter 

16 

17 

Humanoid 

Normal 

None 

Blackwood Windtolkei 

13 

14 

Humanoid 

Normal 

None 

Greymist Netter 

14 

15 

Humonoid 

Normol 

None 

Cornivous the Breaker 

16 

16 

Humanoid 

Rore Spawn 

None 

Greymist Oracle 

18 

19 

Humonoid 

Normal 

None 

Coostol Frenzy 

14 

16 

Boost 

Normal 

None 

Greymist Raider 

11 

12 

Humanoid 

Normal 

None 

Crocked Golem 

18 

19 

Elemental 

Normol 

Special - Golem 

Greymist Seet 

13 

14 

Humonoid 

Normal 

None 

Cursed Highborne 

10 

11 

Undead 

Normal 

Charm, Fear and Sleep 

Greymist lidehunter 

19 

20 

Humanoid 

Normol 

None 

Dork Strand Fanatic 

16 

17 

Humonoid 

Normol 

None 

Greymist Warrior 

15 

16 

Humanoid 

Normal 

None 

Dork Strand Voldcoller 

28 

29 

Humonoid 

Normal 

None 

Grizzled Thistle Bern 

16 

17 

Beast 

Normal 

None 

Dorkshore Thresher 

12 

14 

Beast 

Normal 

None 

lody Moonqozcf 

17 

17 

Undeod 

Rare Spawn 

None 

Deep Sea Threshodon 

23 

25 

Beast 

Normal 

None 

Lady Vespiro 

22 

22 

Humanoid 

Rare Spawn 

None 

Delmonis the Hated 

17 

17 

Demon 

Normal 

None 

Licillin 

14 

14 

Demon 

Rare Spawn 

None 

Den Mother 

18 

19 

Beast 

Normol 

None 

lord Sinsioyer 

15 

16 

Humanoid 

Rore Spawn 

None 

Deth'ryll Satyr 

12 

13 

Humonoid 

Normal 

None 

Morosh The Devious 

16 

16 

Humonoid 

Normal 

None 

Elder Dorkshore Thresher 

16 

18 

Beast 

Normal 

None 

Moonkin 

12 

13 

Boost 

Normal 

None 

Encrusted Tide Crawler 

18 

20 

Beast 

Normol 

None 

Moonkin Oracle 

13 

14 

Beast 

Normol 

None 

Firecoller Rodison 

19 

19 

Humanoid 

Rote Spawn 

None 

Moonstolker 

14 

IS 

Boost 

Normol 

None 

Flogglemurk the Cruel 

16 

16 

Humonoid 

Rare Spawn 

None 

Moonstolker Runt 

10 

11 

Beast 

Normal 

None 
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Iname 

MIN 

MAX 

nPE 

CUSSIFICATION 

IMMUNITIES H 

Bjorn 

12 

12 

Beost 

Rare Spawn 

None 1 


2 

2 

Humanoid 

Normal 

None 1 

Captain Bold 

11 

11 

Humanoid 

Normal 

None 1 


5 

6 

Beast 

Normal 

None 1 


9 

10 

Humonoid 

Normal 

None 1 


rr 

9 

Humanoid 

Rare Spawn 

None 

Elder (rag Boar 

1 

8 

Beost 

Normal 

None 


8 

9 

Humanoid 

Normal 

None 

Frostmane Hideskinner 

9 

10 

Humanoid 

Normal 

None 


3 

4 

Humanoid 

Normal 

None 

Frostmane Seer 

8 

9 

Humanoid 

Normal 

None 


9 

10 

Humanoid 

Normal 

None 

Froslmone Snowstrider 

8 

9 

Humonoid 

Normal 

None 

Frosfnwne Troll 

7 

8 

Humanoid 

Normal 

None 

Frostmane Troll Wlielp 

3 

4 

Humonoid 

Normol 

None 

Gibblewih 

11 

11 

Humonoid 

RoreSpown 

None 

Great Father Arctikus 

11 

11 

Humanoid 

Rare Spown 

None 

Grik'nir the Cold 

S 

S 

Humanoid 

Normal 

None 

Hommerspine 

12 

12 

Humonoid 

Rare Spown 

None 

Ice (law Bear 

7 

8 

Beast 

Normal 

None 

Juvenile Snow leopord 

5 

6 

Beast 

Normal 

None 

large Crag Boar 

6 

7 

Beost 

Normol 

None 

Leper Gnome 

8 

10 

Humanoid 

Normal 

None 


sun 
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Iname 

MIN 

MAX 

TYPE 

OASSIFIUTION 

IMMUNITIES 

Mongedow 

11 

11 

Beost 

Normal 

None 

Old Icebeord 

11 

11 

Humanoid 

Normal 

Hone 

Ragged Timber Wolf 

2 

2 

Beast 

Normal 

None 

Rogged Young Wolf 

1 

1 

Beast 

Normol 

None 

Rockjow Ambusher 

9 

10 

Humanoid 

Normal 

None 

Rockjow Backbreaker 

11 

,12 

Humanoid 

Normal 

None 

Rockjow Bonesnapper 

9 

10 

Humanoid 

Normal 

None 

Rockjow Raider 

3 

4 

Humanoid 

Normal 

None 

RockiowSkullhumper 

8 

9 

Humanoid 

Normal 

None 

Rockjow Trogg 

1 

2 

Humanoid 

Normal 

None 

Sconed Oog Boor 

9 

10 

Beost 

Normal 

None 

Small (rag Boar 

3 

3 

Beast 

Normal 

None 

Snow leopord 

7 

8 

Beost 

Normal 

None 

Snow Trocker Wolf 

6 

7 

Beost 

Normal 

None 

Starving Winter Wolf 

8 

9 

Beast 

Normol 

None 

Timber 

10 

10 

Beast 

Rare Spown 

None 

Vagosh 

11 

11 

Humanoid 

Normal 

None 

Vejrek 

11 

11 

Humanoid 

Normal 

None 

Wendigo 

6 

7 

Humanoid 

Normal 

None 

Winter Wolf 

7 

8 

Beast 

Normol 

None 

Young Block Bear 

5 

6 

Beast 

Normol 

None 

Young Wendigo 

5 

6 

Humanoid 

Normal 

None 


Armored Scorpid 

7 

B 

Beast 

Normal 

None 

MoodtokmScyllwnww 

8 

10 

Beast 

Normal 

None 

BloodtolonTaillosher 

6 

B 

Beast 

Normol 

None 

Burning Blade Apprentice 

10 

11 

Humanoid 

Normol 

Fear 

Burning Blade Cubist 

10 

11 

Humonoid 

Normal 

Feor 

Burning Blode Fonotk 

9 

10 

Humonoid 

Normal 

Fear 

Burning Blade Neophyte 

9 

10 

Humanoid 

Normal 

Feat 

Burning Blade Thug 

8 

9 

Humonoid 

Normal 

Feor 

Captain Flat Tusk 

11 

11 

Humanoid 

Rare Spawn Elite 

None 

Qotiering Scorpid 

S 

6 

Beast 

Normal 

None 

Corrupted Bkwdtalon Scythemaw 

10 

11 

Beost 

Normal 

None 

CoiTuoted Dreodnww Crocolisk 

11 

12 

Beast 

Normal 

None 

Corrupted Mottled Boor 

10 

11 

Beost 

Normal 

None 

Corrupted Scoroid 

10 

11 

Beost 

Normal 

None 

Corrupted Surf Crawler 

10 

11 

Beost 

Normol 

None 

Death Ftover 

11 

11 

Beost 

RoreSpown 

None 

Dire Mottled Boor 

6 

7 

Beast 

Normal 

None 

Dreodmaw Crocolisk 

9 

11 

Beast 

Normal 

None 

Durotar Tiger 

7 

8 

Beast 

Normal 

None 

Dustwind Horpv 

7 

8 

Humonoid 

Normal 

None 

Dustwind Pilloger 

7 

8 

Humanoid 

Normal 

None 

DKMiidSovoDe 

9 

10 

Humanoid 

Normal 

None 

Dustwind Storm WHch 

10 

11 

Humonoid 

Normal 

None 

Elder Monied Boar 

8 

9 

Beast 

Normol 

None 

Encrusted Surf Growler 

9 

10 

Beost 

Normal 

None 

Fekialker 

3 

4 

Demon 

Normal 

None 

Felweover Scomn 

11 

11 

Humonoid 

Rare Spawn Elbe 

None 


Fizzle Dorkstorm 

12 

12 

Humonoi!! 

Normal 

None 

Gazz'uz 

14 

14 

Human 'III 

Normal 

None 

Geolord Mottle 

9 

9 

Humanniii 

Rare Spawn 

None 

Hexed Troll 

8 

9 

Human' 111 

Naimal 

None 

Kolkor Drudge 

6 

7 

Humanoid 

Normal 

None 

Kolkor Outrunner 

7 

8 

Humanoid 

Normal 

None 

Kul Tiros Marine 

6 

7 

Humanoid 

Normol 

None 

Kul Tiros Sailor 

5 

6 

Humanoid 

Normal 

None 

lieutenant Benedict 

B 

8 

Humonoid 

Normal 

None 

Lightning Hide 

10 

11 

Beast 

Normol 

None 

Makruro (lacker 

6 

7 

Humonoid 

Normal 

None 

Mokrura Snopclow 

8 

9 

Humonoid 

Normal 

None 

Minor Monifestation of Fke 

12 

12 

Elementol 

Normol 

Special - Elemental Rre 

Mottled Boor 

1 

2 

Beost 

Normal 

None 

Pygmy Surf Crowler 

S 

6 

Beast 

Normal 

None 

Razormone Dustrunner 

8 

9 

Humanoid 

Normal 

None 

Rozormone Quilboor 

6 

7 

Humonoid 

Normal 

None 

Sorkoth 

4 

4 

Beost 

Normol 

None 

Scorpid Worker 

3 

3 

Beost 

Normal 

None 

Surf Crawler 

7 

8 

Beost 

Normol 

None 

Thunder lizard 

9 

10 

Beast 

Normol 

None 

Venomtoil Scorpid 

9 

10 

Beast 

Normal 

None 

VUeFomRiar 

3 

4 

Humanoid 

Normol 

None 

Voodoo Troll 

8 

9 

Humanoid 

Normal 

None 

Warlord Kolkonis 

9 

9 

Humanoid 

RoreSpown 

None 

Watch Commander Zolophil 

9 

9 

Humonoid 

Rare Spawn 

None 

Zolazone 

10 

10 

Humonoid 

Normal 1 None 
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‘ Block Rovoyei 

PIT 

24 

f!TT 

25 

BeosI 

Normal 

None 

Pygmy Venom Web Spider 

Mill 

m 

MA) 

m 




Block Rovoger Mastiff 

25 

26 

Beast 

Normal 

None 

Rabid Dire Wolf 

20 

21 

Beast 

Normol 

NoA6 

Block Widow Hotchling 

24 

25 

Beast 

Normal 

None 

Rotted One 

25 

26 


Normal 


Bone Chewer 

26 

27 

Undeod 

Normal 

Chorm, Feor and Sleep 

Skeletal Fiend 

24 

25 

Undeod 

Normol 


Broin Eater 

28 

29 

Undeod 

Normal 

Charm, Fear ond Sleep 

Skeletal Heoler 

26 

27 


Normal 


Carrion Recluse 

25 

26 

Beast 

Normal 

None 

Skeletal Horror 

23 

24 


Normol 


; Commander Felstrom 

32 

32 

Undead 

Rare Spown 

Charm, Fear, Sleep ond Bleed 

Skeletal Mage 

22 

23 


Normal 


Oefios Agent 

24 

25 

Humonoid 

Normal 

None 

Skeletal Raider 

27 

28 

Undead 

Normal 


Defies Enchanter 

26 

27 

Humanoid 

Normal 

None 

Skeletal Warder 

28 

29 


Normol 


Oefios Night Blade 

25 

26 

Humanoid 

Normal 

None 

Skeletal Warrior 

21 

22 

Undeod 

Normal 


Delias Night Runner 

24 

25 

Humanoid 

Normal 

None 

Splinter Fist Fire Weaver 

26 

27 


Normol 


Eliza 

31 

31 

Undeod 

Elite 

Charm, Fear and Sleep 

Splinter Fist Firemonger 

28 

29 


Normal 


Fenros 

32 

32 

Humanoid 

Rare Spawn 

None 

Splinter Fist Ogre 

25 

26 


Normol 


Fetid Corpse 

29 

30 

Undeod 

Normal 

Chorm, Fear and Sleep 

Splinter Fist Taskmaster 

27 

28 

Humanoid 

Normal 


Flesh Eater 

24 

25 

Undeod 

Normal 

Charm, Fear ond Sleep 

Splinter Fist Worrior 

29 

30 

Humonoid 

Normal 

None 

Grave Robber 

24 

25 

Humonoid 

Normal 

None 

Stolvan Mistmontle 

35 

35 

Undeod 

Normal 

None 

Green Recluse 

21 

22 

Beost 

Normal 

None 

Starving Dire Wolf 

19 

20 

Beast 

Normol 

None 

Gutspill 

32 

32 

Humonoid 

Normol 

None 

Stitches 

35 

35 

Undeod 

Normol 

Chorm, Feor ond Sleep 

Insone Ghoul 

26 

26 

Undead 

Normal 

Charm, Fear and Sleep 

Unseen 

49 

51 

Undeod 

Normal 

Charm, Fear and Sleep 

lord Molothrom 

31 

31 

Undeod 

Rare Spown 

Charm, Fear ond Sleep 

Venom Web Spider 

19 

20 

Beast 

Normal 

None 

lupos 

23 

23 

BeosI 

Rare Spown 

None 

Watcher Bukouris 

37 

37 

Humonoid 

Normal 

None 

Morbent Fel 

35 

35 

Humanoid 

EiHe 

None 

Wolcher Hortin 

38 

38 

Humanoid 

Normol 

None 

Mor'Lodim 

35 

35 

Undeod 

Elite 

Charm, Fear, Sleep ond Bleed 

Watcher Jan 

39 

39 

Humonoid 

Normal 


Noroxis 

27 

27 

Beast 

Rare Spawn 

None 

Watcher Keefer 

40 

40 

Humonoid 

Normol 

None 

Neforu 

34 

34 

Humanoid 

Rare Spown 

None 

Watcher Keller 

39 

39 

Humonoid 

Normal 

None 

Nightbane Dork Runner 

28 

29 

Humonoid 

Normol 

None 

Watcher Mocarski 

38 

38 

Humanoid 

Normol 

None 

Nighlbone Shadow Weaver 

27 

28 

Humanoid 

Normal 

None 

Wotcher Royce 

37 

37 

Humonoid 

Normal 


Nightbone Jointed One 

30 

31 

Humonoid 

Normol 

None 

Watcher Wollperl 

37 

37 

Humonoid 

Normal 

None 

Nightbane Vile Fang 

29 

30 

Humanoid 

Normal 

None 

Young Block Rovager 

23 

24 

Beost 

Normol 

None 

Nightbone Worgen 

26 

27 

Humonoid 

Normal 

None 

Zzorc' Vul 

33 

33 

Humanoid 

Normal 


Plague Spreader 

27 

28 

Undeod 

Normol 

Charm, Fear and Sleep 
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[name 

MIN 

MAI 

TYPE 

CLASSIFICATION 

IMMUNITIES 

Bales Jocken 

38 

38 

Humanoid 

Normol 

None 

Bloodfen loshtail 

40 

41 

Beost 

Normal 

None 

Bloodfen Screecher 

36 

37 

Beast 

Normal 

None 

Centaur Outrunner 

38 

38 

Humonoid 

Normal 

None 

Corrosive Swamp Ooze 

38 

40 

Unknown 

Normal 

None 

Dogun the Ravenous 

43 

43 

Humonoid 

Elite 

None 

Darkfong Lurker 

36 

37 

Beast 

Normal 

None 

Oorkfong Spider 

35 

36 

Beost 

Normal 

None 

Darkfong Venomspitter 

37 

38 

Beast 

Normol 

None 

Dorkmist Lurker 

37 

38 

Beost 

Normal 

None 

Dorkmist Spider 

35 

36 

Beast 

Normol 

None 

Dorkmist Widow 

40 

40 

BeosI 

Rare Spawn 

None 

Deodmire 

45 

45 

Beast 

Normol 

None 

Drywollow Crocolisk 

35 

36 

Beast 

Normal 

None 

Drywollow Daggermow 

40 

41 

Beast 

Elite 

None 

Drywollow Snapper 

37 

ir 

Beost 

Normal 

None 

Drywollow Vkejaw 

36 

37 

Beast 

Normal 

None 

Firemone Ash Toil 

42 

43 

Dragon 

Elite 

None 

Firemone Scalebone 

43 

44 

Dragon 

Elite 

None 

Firemone Scout 

41 

42 

Dragon 

Elite 

None 

Giont Darkfong Spider 

40 

41 

Beast 

Normal 

None 

Mirefin Coostrunner 

36 

37 

Humanoid 

Normal 

None 




Iname 

MIN 

MA) 

TYPE 

CLASSIFICATION 


Mirefin Muckdweller 

36 

3/ 

Humnnoid 

Normol 

None 

Mirefin Murloc 

35 

36 

ffumonoid 

Normal 

None 

Mirefin Oracle 

37 

38 

Humanoid 

Normal 

None 

Muckshell Clocker 

39 

40 

Humanoid 

Normol 

None 

Muckshell Pincer 

41 

42 

Humanoid 

Normal 

None 

Muckshell Scrabbler 

42 

43 

Humanoid 

Normal 

None 

Mudrock Tortoise 

36 

37 

Beost 

Normal 

None 

Murk Thresher 

41 

43 

Beast 

Normol 

None 

Searing Hatchling 

41 

42 

Dragon 

Normal 

None 

Sentry Point Captain 

34 

35 

Humonoid 

Normol 

None 

Sentry Point Guord 

32 

33 

Humanoid 

Normal 

None 

Stroshoz Hydro 

59 

61 

Beost 

Elite 

None 

Strashaz Myrmidon 

60 

61 

Humanoid 

Elite 

None 

Stroshoz Serpent Guard 

59 

61 

Humanoid 

Elite 

None 

Strashaz Warrior 

59 

60 

Humonoid 

Elite 

None 

Theramore Deserter 

37 


Humanoid 

Normol 

None 

Theramore Infiltrator 

35 

36 

Humanoid 

Normal 

None 

Theramore Sentry 

35 

36 

Humonoid 

Normol 

None 

Withervine Bark Ripper 

36 

37 

Elementol 

Normol 

None 

Withervine Creeper 

35 

36 

Elemental 

Normal 

None 

Withervine Mire Beast 

37 

38 

Elemental 

Normal 

None 



Blighted Hofrof 

56 

57 

Elemenlol 

Normoi 

Special - Elementol Woter 


54 

55 

Elementol 

Normal 

Special ■ Elemental Woter 


SB 

59 

Beast 

Elbe 

Special 


57 

58 

Undead 

Elite 

Charm, Fear and Sleep 

Borelgore 

61 

61 

Beost 

Elite 

None 


54 

55 

Unknown 

Normoi 

None 

Crusader lord Valdaimar 

58 

58 

Humanoid 

Elite 

None 


53 

54 

Undead 

Normal 

Charm, Feor ond Sleep 

Crypt Robber 

54 

55 

Humanoid 

Normoi 

None 

Crypt Sktyer 

58 

59 

Undead 

Normal 

Chorm, Fear ond Sleep 

Crypt Walker 

55 

56 

Undeod 

Normal 

Chotm, Fear and Sleep 

Dork Adapt 

58 

59 

Humanoid 

Normal 

None 

Dork Caster 

56 

57 

Undeod 

Normoi 

Charm, Fear, Sleep and Bleed 

DoothspeakerSiiendre 

56 

56 

Humanoid 

Rore Spawn 

None _ 

Diseosed Floyer 

58 

59 

Undeod 

Normal 

Charm, Eeot ond Sleep 

Duggon Wildhoitinwr 

55 

55 

Humonoid 

Rare Spawn 

Notic . . . _ 

Duskwing 

60 

60 

Beast 

Elite 

None 

Eyeless Watcher 

57 

58 

Undeod 

Normal 

Charm, Feor, Sleep ond Bleed 

Frenzied Ploguehound 

57 

58 

Demon 

Normoi 

None 

Goitgled Golem 

58 

59 

Undeod 

Normoi 

Chorm, Feor and Sleep 

GHh the Unmoving 

56 

56 

Undeod 

Rare Spawn 

Chorm, Feor and Sleep 

Hed'niushtheflottina 

57 

57 

Undeod 

Rare Spawn 

None 

High General Abbendis 

59 

59 

Humanoid 

Rare Spawn 

None 

HorgusIheRavooer 

60 

60 

Undeod 

Elite 

Speciol 

lord Dorkscythe 

57 

57 

Undeod 

Rare Spawn 

Charm Feor Sleep and Bleed 

Marauding Corpse 

56 

57 

Undead 

Normal 

Chorm, Feor and Sleep 



MIN 

MAX 

TYPE 

CUSSIFtCATION 

IMMUNITIES 1 

Mercutio filthgorger 

57 

57 

Humanoid 

Normal 

None 


53 

55 

Undeod 

Normal 

Charm, Fear and Sleep 

Mossflayer Scout 

57 

58 

Humanoid 

Normal 

None 


58 

59 

Humanoid 

Normal 

None 

Mossflayer Zombie 

53 

54 

Undeod 

Normal 

Charm, Feor ond Sleep 


53 

54 

Demon 

Normal 

None 

Putrid Gargoyle 

54 

56 

Undeod 

Normal 

Chorm, Fear ond Sleep 


56 

58 

Undead 

Normal 

Chorm, Feor ond Sleep 

Ranger Lord Howkspear 

60 

60 

Humanoid 

Rare Spawn 

None 


60 

60 

Undead 

Elite 

None 

Rotting Sludge 

54 

55 

Unknown 

Normal 

None 

Scarlet Archmoqe 

55 

57 

Humanoid 

Elite 

None 

Scarlet Cleric 

54 

55 

Humanoid 

Elite 

None 

Scarlet Proetorian 

56 

57 

Humanoid^ 

Elite 

None 

Scarlet Worder 

53 

54 

Humanoid 

Elite 

None 

Scourge Guard 

57 

58 

Undeod 

Normal 

Chorm, Feor, Sleep ond Bleed 

Scourge Soldier 

53 

54 

Undeod 

Normoi 

Charm, Feor, Sleep and Bleed 

Scourge Warder 

55 

56 

Undeod 

Normal 

Chorm, Feor, Sleep ond Bleed 

Servant of Horgin 

57 

58 

Undeod 

Elite 

Charm, Feor and Sleep 

Specirol Betrayer 

57 

58 

Undeod 

Normoi 

Chorm, Feor, Sleep ond Bleed 

Stitched Horror 

57 

58 

Undeod 

Normal 

Charm, Feor ond Sleep 

Tirion Fordring 

61 

61 

Humonoid 

Normoi 

None 

Unseen Servant 

55 

56 

Undeod 

Normal 

Charm Icoi Sleep ond Bleed 

Warlord ThreshTin 

58 

58 

Humanoid 

Rare 5pown 

None 

Woodsmon 

58 

59 

Humonoid 

Normal 

None 

Zul'Brin Worpbronch 

59 

59 

Humanoid 

Rare Spawn 

None 


lUtMf 

MIN 

MAX 

TYPE 

CUSSIFIUTION 

IMMUNITIES 1 


a 

9 

Humanoid 

Normal 

None 


10 

10 

Humanoid 

Normal 

None 

Defios Cutpurse 

5 

6 

Humonoid 

Normal 

None 


8 

9 

Humonoid 

Normoi 

None _ 


9 

10 

Humonoid 

Normal 

None 


3 

4 

Humanoid 

Normoi 

None 

Erkin Drudgemoor 

8 

8 

Humonoid 

Normal 

None 


12 

12 

Humonoid 

Rare Spawn 

None 


5 

6 

Beast 

Normoi 

None 

tJ. 

5 

5 

Humanoid 

Normoi 

None 

GoMtooth 

B 

8 

Humanoid 

Normal 

None 

Gray Forest Wolf 

7 

8 

Beast 

Normoi 

None 

Gruff SwiitbHe 

12 

12 

Humanoid 

Rare Spawn 

None 

Hoooer 

11 

11 

Humonoid 

Elite J 

None 

Robold Geomoncer 

7 

8 

Humanoid 

Normal 

None 

KoboU Laborer 

3 

4 

Humanoid 

Normal 

None 

Kobold Miner 

6 

7 

Humanoid 

Normal 

None 

Kobold Tumwlir 

5 

6 

Humonoid 

Normoi 

None 

Kobold Vermin 

1 

2 

Humonoid 

Normal 

None 

Kobold Worker 

3 

3 

Humonoid 

Normal 

None 

Longsnout 

10 

11 

Beast 

Normal 

None 

MonovWoH 

5 

6 

Beost 

Normal 

None 




MIN 

MAX 

TYPE 

ClASSIFlUTtON 

IMMUNITKS 1 

Mine Spioer 

a 

a 

Beast 

Normoi 

None 


10 

10 

Humanoid 

Rore Spawn 

None 

Morgan the Collector 

10 

10 

Humanoid 

Normoi 

None 


10 

10 

Beost 

RoreSpovm 

None 

Murloc 

6 

7 

Humanoid 

Normoi 

None 


9 

10 

Humonoid 

Normoi 

None 

Murloc Lurker 

9 

10 

Humanoid 

Normoi 

None 


6 

7 

Humanoid 

Normoi 

None 

Norg the Toskmoster 

10 

10 

Humonoid 

Rare Spawn 

None 


7 

7 

Beast 

Normoi 

None 


9 

9 

Beast 

Normal 

None 

Prowler 

9 

10 

_ Beost 

Normal 

None 

Riverpow Ouliunnei 

9 

10 

Humonoid 

Nonmil 

None 

Riverpow Runt 

8 

9 

Humonoid 

Normal 

None 

Rockhide Boor 

7 

8 

Beost 

Normoi 

None 

Stonetusk Boor 

5 

6 

Boost 

Normal 

None 

Sureno Coledon 

9 

9 

Humanoid 

Normoi 

None 

Thuros lightfingers 

11 

11 

Humonoid 

Rare Spown 

None 

Timber Wolf 

2 

2 

Beast 

Normoi 

None 

Young Forest Bern 

8 

9 

Beast 

Normal 

None 

Young Wolf 

1 

1 

Beast 

Normal 

None 




f ® 
f '/ti' 
j 

^1 

f- 


% 

Ml 

E 

— 


■IXDISiHH 

Iname 

1 

Ml 

MAT 

TYPE 

CLASSIFICATION 

IMMUNITIFS 

\ 

Angerclaw Bear 

47 

48 

Beast 

Normal 

None Jaedenat Cuhist 

51 

52 

Humanoid 


None 

Angerclow Grinly 

SI 

52 

Beost 

Normal 

None Joedenor Darkweover 

53 

54 




Angerclow Mauler 

49 

50 

Beast 

Normal 

None Joedenor Guordian 

50 

51 

Humanoid 

Normal 


Arei 

56 

56 

Elemental 

Normal 

None Jaedenar Hound 

51) 

51 




Chieftain Bloodmaw 

56 

56 

Humanoid 

Normal 

None Joedenor Hunter 

52 

53 

Demon 

Normal 


t' 

4 

Cursed Ooze 

49 

50 

Unknown 

Normal 

None Jaedenar Legionnaire 

55 

55 




Deadwood Avenger 

54 

55 

Humanoid 

Normal 

None Kerndo 

55 

55 

Humanoid 



Deadwood Den Watcher 

53 

54 

Humonoid 

Normal 

None Lord BanehoHow 

59 

59 


EiHe 


^ Oeadwood Gordener 

48 

49 

Humanoid 

Normol 

None Meilosh 

55 

55 

Humonoid 



' Deodwood Pathfinder 

49 

50 

Humanoid 

Normal 

None Mooro 

52 

57 




<1 

Oeodwood Shaman 

53 

54 

Humonoid 

Normal 

None Overlord Ror 

51 

51 

Humanoid 

Normal 


Deadwood Warrior 

48 

49 

Humanoid 

Normol 

None Prince Xavate 

55 

55 



Nwe 

: Eniropic Beast 

51 

52 

Humanoid 

Normal 

Special - Elemental Fire Rakakih 

56 

56 

Humanoid 

Normal 



Felpaw Sravenoer 

49 

50 

Beast 

Normal 

None Salfa 

55 

55 




i ^1 

J Feipaw Wolf 

4/ 

48 

Beast 

Normal 

None Solia 

54 

54 

Humanoid 

Normal 

None 

K Corn One Eye 

55 

55 

Humanoid 

Normol 

None Shadow Lord Fel'don 

57 

57 




tj Grazle 

55 

55 

Humonoid 

Normal 

None Tointed Ooze 

51 

5? 

Unknown 




Infernal Sentry 

52 

53 

Demon 

Elite 

Fire Mojic Timbermow Warder 

53 

54 



None 

- 

onbeok Hunter 

5U 

51 

Beast 

Normal 

None Timbermow Woodbender 

52 

53 

Humanoid 

Normal 


onbeokOwl 

48 

49 

Beast 

Normal 

None Toxic Horror 

53 

54 




^ Ironbeak Screecher 

52 

53 

Beast 

Normal 

None Vile Ooze 

53 

53 

Unknown 

Normal 


J Ironiree Stomper 

52 

53 

Elemental 

Normal 

None Worpwood Moss Floyer 

52 

53 




9 Irontree Wanderer 

52 

53 

Elemental 

Normal 

None Worpwood Thunder Caller 

56 

56 

Elemental 



i ^ 

J Jadefire Felsworn 

50 

51 

Demon 

Normal 

None Winno's Kitten 

1 

1 

Beost 



V 

odetire Helkaller 

53 

54 

Demon 

Normol 

None Withered Protector 

55 

56 

Elemental 

Normol 


adefire Satyr 

49 

50 

Demon 

Normal 

None Xavark 

55 

fsT 

Demon 




n Jar'elire trickster 

52 

53 

Demon 

Normal 

None Xovothros 

54 


Demon 



!i 


aedenor Adept 

51 

52 

Humanoid 

Normol 

None 









1^1 

[ 

r 



fegi 



If 

: 


r^ 

Antllus the Soorer 

48 

|48 

humonoia 

Rare Spawn 

None 

LodySzallan 

m 

R8AX 

in 


^JAWFICJI^ 

IMMUNITIES 1 

Arash-ethis 

49 


Beast 

Rore Spawn 

None 

land Walker 

46 

49 


Elite 

None 

Bloodroar the Stalker 

48 

piT 

Humanoid 

RareSpown 

No™ Longtooth Howler 

43 

44 


Normol 

1 None 

i* 

(optured Sprite Darter 

42 

43 

Dragon 

Normal 

None Longtooth Runner 

40 

41 


Normal 

None 

Coast Crawl Deepseer 

43 

44 

Humanoid 

Normal 

None [ord Shalzaru 

47 

47 


Normal 


Cursed Sycamore 

45 

45 

Elemental 

Normol 

None 

Lurking Feral Scar 

46 

46 

Humanoid 

Normal 

None 


45 

45 

Humanoid 

Rare Spawn 


J 

itimona neaa i 

None 

Northspring Horpy 

48 

49 

Humanoid 

Normal 

None 


50 

50 

Humanoid 

Elite 

None 

II cgung naieigion 

Northspring Sloyer 

49 

50 

Humanoid 

Normal 

None 

1 Elder Rage Scar 

48 

49 

Humonoid 

Normal 


None OldGriizIegut 

43 

43 


Rare Spawn 

None 


1 Enroged Ferol Scar 

44 

45 

Humanoid 

Normol 

None Qirot 

47 

47 

Unknown 

Rare Spown 

None 

P 


rnl yar Yell | 

43 

44 

Humanoid 

Normal 

None Rabid Longtooth 

47 

48 


Normal 


oyleolher Hippogryph | 

43 

44 

Beast 

Normal 

None Rage Scar Yeti 

46 

47 

Humonoid 

Normal 

None 

oylealher Patriarch 

46 

47 

Beast 

Normal 

None Rogue Vale Screecher 

44 

46 


Normal 

lone 

m 

Frayfeother Skystormer 

45 

46 

Beost 

Normal 

Nane Scillia Daaaerauil 

52 

52 


Rore Spown Elite 

None 

Froyfeather Stagwing 

44 

45 

Beast 

Normal 

None 1 

Sea Elemental 1 

48 

49 

Elementol 

Normal 

Speciol • Elemental Woter 

Gnorl Leofbrother 

44 

_44_ 

Elemental 

Rare Spown 

Noture Magic 1 

Sea Spray | 

47 

48 

Elemental 

Normal 

Special - Elementol Water 


Gordok Brule 

60 

60 

Humanoid 

Elite 

None Shore Strider 1 

48 

49 


Elite 


Gordunni Brute 

42 

43 

Humanoid 

Normal 

None Snorler 1 

42 

42 

Beost 

Rare Spawn 

None 

Gordunni Mauler 

43 

44 

Humonoid 

Normal 

None < 

Sprite Dorter 1 

43 

45 

Drogon 

Normol 

None 


Gordunni Ogre 

40 

41 

Humanoid 

Normol 

None < 

Sprite Drogon 

47 

50 

Dragon 

Normal 

None 

Gordunni Shomon 

44 

45 

Humanoid 

Normal 

None Vole Screecher 

41 

43 


Normal 

None 

Gordunni Warlord 

46 

47 

Humonoid 

Normol 

None Wandering Forest Wolker 

44 

iL 

Elemental 

Elite 

None 

Grimlolem Raider 

42 

iL 

Humonoid 

Normal 

None Woodpaw Alpha 

43 

44 


Normol 


|Hg|@ 

f _6n 

imlolem Shomon 

43 

44 

Humanoid 

Normal 

None Woodoow Brute 

41 

42 


Normal 

None 

izzled Ironfur Bear | 

44 

45 

Beast 

Normal 

None y 

Voodpaw Mongrel 

40 

41 

Humanoid 

Normal 

None 

i' •'*'*'' 

( 

:S> iU, 

Groddoc Ape 

42 ' 

43 

Beast 

Nornral 

None V 

Yoodpaw Mystic 


43 

Humonoid 

Normol 

None 

HolecresI Myrmidon 

43 

44 

Humanoid 

Normal 

None li 

Voodpaw Reaver 

42 ’ 

43 

Humanoid 

Normal 

None 

Hatecrest Sorceress 

43 ' 

44 

Humanoid 

Normal 

None 1 

ukk'ash Stinger 

45 ' 

iL 

Unknown 

Normol 

None 

Hotecrest Worrior 

42 

43 

Humonoid 

Normal 

None Zukk'osh Tunneler 1 

45 ' 

46 


Normal 

None 

Hulking Ferol Scar 

45 ' 

46 

Humanoid 

Normol 

None Zukk'osh Woso 1 

44 

45 


Normol 


Jodemir Drogonspawn 

60 ' 

60 

Dragon 

Elite 

None 

















„ , 1 , 1 , 





nnMH 

Arados the Domned 

35 

35 

Undeod 

Normal 

None 

Hillsbrad Councilman 

25 

26 

Humanoid 

Normal 

None 

Blatksmilh Verrinqian 

26 

26 

Humanoid 

Normal 

None 

HiUsbrod Farmer 

23 

24 

Humanoid 

Normol 

None 

Captain Ironhill 

32 

32 

Humanoid 

Elite 

None 

Hiltsbrod Formhond 

22 

23 

Humanoid 

Normal 

None 

Gtizen Wilkes 

25 

25 

Humanoid 

Normol 

None 

Hillsbrad Footman 

25 

26 

Humanoid 

Normal 

None 

Clerk HorraceWhitesteed 

26 

26 

Humanoid 

Normal 

None 

Hillsbrad Foreman 

27 

28 

Humanoid 

Normol 

None 

Candemned Atalyle 

30 

31 

Undeod 

Normal 

None 

Hillsbrad Miner 

26 

27 

Humanoid 

Normal 

None 

Condemned Cleric 

32 

33 

Undeod 

Normal 

None 

Hillsbrad Peosant 

24 

25 

Humanoid 

Normal 

None 

Condemned Monk 

31 

32 

Undeod 

Normol 

None 

HiUsbrod Sentry 

27 

28 

Humanoid 

Normal 

None 

Cursed Justicor 

32 

33 

Undeod 

Normal 

None 

Hillsbrad Tailor 

24 

25 

Humanoid 

Normal 

None 

Cursed Paladin 

30 

31 

Undeod 

Normal 

None 

Jailor Eston 

24 

24 

Humonoid 

Normal 

None 

Daggerspine Screamer 

29 

30 

Humanoid 

Normal 

None 

Jailor Morlqen 

24 

24 

Humonoid 

Normol 

None 

Doggerspine Shorehunter 

30 

31 

Humanoid 

Normal 

None 

Judge Thelgrom 

34 

34 

Undeod 

Normal 

None 

Daggerspine Shoreslalker 

28 

29 

Humanoid 

Normal 

None 

Kurdros 

40 

40 

Beast 

Normal 

None 

Daggerspine Siren 

31 

32 

Humanoid 

Normal 

None 

Mogistrote Burnside 

30 

30 

Humanoid 

Normal 

None 

Dun Gatok Mounloineer 

28 

29 

Humanoid 

Normal 

None 

Miner Hockett 

29 

29 

Humanoid 

Normol 

None 

Dun Garok Priest 

29 

30 

Humanoid 

Normal 

None 

Mudsnout Gnoll 

26 

27 

Humanoid 

Normal 

None 

Dun Gorok Rifleman 

29 

30 

Humanoid 

Normal 

None 

Mudsnout Shomon 

27 

28 

Humonoid 

Normal 

None 

Dun Gorok Soldier 

28 

29 

Humanoid 

Normal 

None 

Shodowy Assossin 

37 

38 

Humanoid 

Normal 

None 

Elder Gray Bear 

25 

26 

Boost 

Normal 

None 

Southshore Crier 

32 

32 

Humanoid 

Normol 

None 

Elder Moss Creeper 

26 

27 

Beast 

Normol 

None 

Stanley 

24 

24 

Boost 

Normol 

None 

Former Getz 

24 

24 

Humanoid 

Normal 

None 

Storving Mountain Lion 

23 

24 

Beast 

Normal 

None 

Farmer Kolobo 

25 

25 

Humanoid 

Normal 

None 

Syndicate Rogue 

21 

22 

Humanoid 

Normal 

None 

Farmer Kent 

25 

25 

Humanoid 

Normal 

None 

Syndkote Shadow Moge 

21 

22 

Humonoid 

Normol 

None 

Farmer Ray 

23 

23 

Humanoid 

Normal 

None 

Syndkote Watchman 

20 

21 

Humanoid 

Normal 

None 

Feral Mountain Lion 

27 

28 

Beast 

Normol 

None 

Torn Rn Coostrunner 

29 

30 

Humanoid 

Normol 

None 

Foremon Bonds 

30 

30 

Humanoid 

Normal 

None 

Torn Fin Muckdweller 

28 

29 

Humanoid 

Normol 

None 

Forest Moss Creeper 

20 

21 

Beast 

Normal 

None 

Torn Rn Oracle 

30 

31 

Humonoid 

Normol 

None 

Giant Moss Creeper 

24 

25 

Beast 

Normal 

None 

Torn Fin Trdehunter 

31 

32 

Humonoid 

Normal 

None 

Gronistad 

40 

40 

Beast 

Normol 

None 

Vicious Gray Bear 

22 

23 

Beast 

Normol 

None 

Gray Bear 

21 

22 

Beast 

Normal 

None 

Wild Gryphon 

40 

40 

Beost 

Normal 

None 

Hillsbrad Apprentice BlocksmHh 

24 

25 

Humanoid 

Normal 

None 

Writhing Moge 

31 

32 

Undeod 

Normol 

None 



Cerulean Drogonspown 

48 

49 

Dragon 

Normal 

None 

The Reok 

49 

49 

Unknown 

Rare Spawn 

None 

Emerold Ooze 

46 

47 

Unknown 

Elite 

None 

Trained Rozorbeok 

40 

42 

Beast 

Normal 

None 

Gommerito 

48 

48 

Beost 

Elite 

None 

Vkious Owlbeost 

42 

43 

Beast 

Normal 

None 

Green Sludge 

46 

47 

Unknown 

Normal 

None 

Vile Priestess Hexx 

53 

53 

Humanoid 

Elite 

None 

Grimungous 

50 

50 

Giont 

Rare Spawn Elite 

None 

Vilebronch Amon'zosi Guard 

so 

51 

Humanoid 

Elite 

None 

Highvole Marksman 

45 

46 

Humonoid 

Normal 

None 

Vilebronch Ambusher 

47 

47 

Humanoid 

Normal 

None 

Highvole Outrunner 

43 

44 

Humanoid 

Normal 

None 

Vilebronch Axe Thrower 

45 

46 

Humanoid 

Normol 

None 

Highvole Ranger 

46 

47 

Humanoid 

Normal 

None 

Vilebronch Berserker 

47 

48 

Humanoid 

Elite 

None 

Highvole Scout 

44 

45 

Humanoid 

Normol 

None 

Vilebronch Blood Drinker 

49 

50 

Humonoid 

Elite 

None 

Hitoh'yo the Keeper 

52 

52 

Humanoid 

Normal 

None 

Vilebronch Heodhunter 

46 

47 

Humanoid 

Elite 

None 

Itonbock 

51 

51 

Beost 

Rare Spawn 

None 

Vilebronch Hideskinner 

48 

49 

Humanoid 

Elite 

None 

JodeOne 

47 

48 

Unknown 

Normal 

None 

Vilebronch Raiding Wolf 

50 

51 

Beast 

Elite 

None 

Jade Sludge 

47 

48 

Unknown 

Elite 

Special 

Vilebronch Scalper 

46 

47 

Humonoid 

Normal 

None 

Jolinde Summerdroke 

49 

49 

Humanoid 

Rore Spawn 

None 

Vilebronch Shodow Hunter 

48 

49 

Humanoid 

Elite 

None 

Mongy Silvermone 

41 

42 

Beast 

Normal 

None 

Vilebronch Shodowcoster 

47 

48 

Humanoid 

Elite 

None 

Morouding Owlbeost 

46 

46 

Beost 

Normol 

None 

Vilebronch Soothsayer 

46 

47 

Humanoid 

Normal 

None 

Mith'reth'is the Enchonter 

52 

52 

Humanoid 

Rore Spown Elite 

None 

Vilebronch Soul Eater 

49 

50 

Humonoid 

Elite 

None 

Mortp'gyo the Keeper 

so 

50 

Humanoid 

Normal 

None 

Vilebronch Warrior 

45 

46 

Humonoid 

Elite 

None 

Old Cliff Jumper 

42 

42 

Beast 

Rare Spawn 

None 

Vilebronch Witch Doctor 

46 

47 

Humonoid 

Normol 

None 

Primitive Owlbeost 

44 

45 

Beost 

Normol 

None 

Vilebronch Wolf Pup 

46 

47 

Beost 

Normol 

None 

Qiogo the Keeper 

52 

52 

Humanoid 

Normal 

None 

Wildhommer Sentry 

55 

55 

Humonoid 

Normol 

None 

Rozorbeok Gryphon 

43 

45 

Beost 

Normol 

None 

Witherbork Broodguord 

44 

45 

Beast 

Normal 

None 

Rozorbeok Skyiord 

46 

48 

Beost 

Normal 

None 

Vlfitherbork Coller 

45 

46 

Humanoid 

Normal 

None 

Rozortolon 

44 

44 

Beost 

Rare Spawn 

None 

Witherbork Hideskinner 

42 

43 

Humanoid 

Normal 

None 

Retherokk the Berserker 

48 

48 

Humanoid 

Rare Spawn 

None 

Witherbork Sodist 

44 

45 

Humonoid 

Normal 

None 

Saltwater Snopjow 

49 

50 

Beost 

Normal 

None 

Witherbork Scalper 

40 

41 

Humonoid 

Normal 

None 

Savage Owlbeost 

46 

47 

Beast 

Normal 

None 

Witherbork Venombbod 

43 

43 

Humonoid 

Normol 

None 

Shodro 

55 

55 

Beast 

Normal 

None 

Witherbork Zeolot 

41 

42 

Humanoid 

Normal 

None 

Silvermone Howler 

45 

46 

Beost 

Normal 

None 

Witherheort the Stolker 

45 

45 

Humanoid 

Rore Spawn 

None 

Silvermone Stolker 

47 

48 

Beast 

Normol 

None 

Zul'orek Hotefowier 

43 

43 

Humanoid 

Rare Spawn 

None 

Silvermone Wolf 

43 

44 

Beost 

Normol 

None 
















Black Beor Patriarch 

16 

17 

Beast 

Normal 

None 

Mogosh 

21 

21 

Humonoic 

Rare Spawn 

None 


Boss Galgosh 

22 

22 

Humanoid 

RareSpown 

None 

Mangy Mountain Boor 

14 

15 

Beast 

Normol 

None 

Brawler 

16 

16 

Humanoid 

Normal 

None 

Mo'grosh Brute 

19 

20 

Humanoid 

Normal 

None 

Chok'sul 

22 

22 

Humanoid 

Normal 

None 

Mo'grosh Mystic 

19 

20 

Humanoid 

Normal 

None 

Cliff Lurker 

13 

14 

Beast 

Normal 

None 

Mo'grosh Ogre 

IB 

19 

Humanoid 

Normal 

None 

Dork Iron Ambusher 

10 

10 

Humonoid 

Normal 

None 

Mountain Boor 

10 

11 

Beast 

Normal 

None 

Dark Iron Insurgent 

IB 

19 

Humanoid 

Normal 

None 

Mountain Bunord 

15 

16 

Beast 

Normol 

None 

Dork Iron Roider 

14 

14 

HumonokI 

Normal 

None 

01' Sooty 

20 

20 

Beast 

Elite 

None 

Dark Iron Sapper 

17 

17 

Humanoid 

Normal 

None 

Stonesplinter Bonesnopper 

15 

16 

Humonoid 

Normol 

None 

elder Black Bear 

11 

12 

Beast 

Normal 

None 

Stonesplinter Digger 

IB 

19 

Humanoid 

Normol 

None 

Cider Mountain Boor 

16 

17 

Beast 

Normal 

None 

Stonesplinter Skullthumper 

13 

14 

Humanoid 

Normol 

None 

Forest Lurker 

10 

11 

Boost 

Normal 

None 

Stonesplinter Trogg 

11 

12 

Humanoid 

Normal 

None 

Gnosher 

16 

16 

Humanoid 

Normal 

None 

Throgomm 

19 

21 

Humonoid 

EiHe 

None 

Grodok 

19 

21 

Humanoid 

Bho 

None 

Tunnel Rot Digger 

12 

13 

Humanoid 

Normal 

None 

Grawmug 

17 

17 

Humanoid 

Normol 

None 

Tunnel Rot Foroger 

11 

12 

Humanoid 

Normal 

None 

Griziak 

15 

15 

Humanoid 

Rare Spawn 

None 

Tunnel Rot Kobold 

11 

12 

Humanoid 

Normol 

None 

Grizzled Black Bear 

13 

14 

Beast 

Normol 

None 

Tunnel Rot Surveyor 

14 

14 

Humanoid 

Normol 

None 

Haren Swifthoof 

19 

21 

Humonoid 

ETito 

None 

Tunnel Rot Vermin 

10 

11 

Humanoid 

Normal 

None 

Large Loch (rocolisk 

22 

22 

Beost 

Rare Spawn 

None 

Wood Lurker 

17 

18 

Beost 

Normal 

None 

Loch Crocolisk 

14 

15 

Boost 

Normal 

None 

Young Threshodon 

19 

20 

Beast 

Normal 

None 

Loch Frenzy 

12 

13 

Beast 

Normol 

None 
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Adult Ploinstrider 

6 

7 

Beast 

Emmm 

Normol 

None 

Ploinstrider 

1 

2 

Beast 

Normal 

None 

Arro'cheo 

11 

11 

Beast 

Normal 

None 

Prairie Stolker 

7 

8 

Beast 

Normol 

None 

Boel'dun Appraiser 

8 

9 

Humonoid 

Normol 

None 

Proirie Wolf 

5 

6 

Beast 

Normal 

None 

Boel'dun Digger 

7 

8 

Humanoid 

Normol 

None 

Proirie Wolf Alpha 

9 

10 

Beost 

Normol 

None 

Bonleboor 

3 

4 

Beast 

Normal 

None 

Sister Hotelosh 

II 

11 

Humonoid 

Rare Spown Bite 

None 

Brisllebock Bottleboor 

4 

5 

Beost 

Normol 

None 

Snogglespeor 

9 

9 

Humanoid 

Rare Spown 

None 

Bristlebock Interloper 

9 

10 

Humonoid 

Normal 

None 

Sgueoler" Thornmontle' 

5 

5 

Humanoid 

Normal 

None 

Brisdebock Ouilboor 

3 

4 

Humanoid 

Normol 

None 

Supervisor Fizsprockel 

12 

12 

Humanoid 

Normal 

None 

Bristlebock Shomon 

3 

4 

Humanoid 

Normal 

None 

Swoop 

7 

9 

Boost 

Normol 

None 

Chief Shorptusk Thornmontle 

5 

5 

Humonoid 

Normal 

None 

Toloned Swoop 

8 

ID 

Beost 

Normal 

None 

Elder Ploinstrider 

8 

9 

Beost 

Normal 

None 

The Rake 

10 

10 

Beast 

Rore Spawn 

None 

Enforcer Emilgund 

11 

11 

Humonoid 

Rare Spown 

None 

Venture Co. Hireling 

5 

6 

Humanoid 

Normol 

None 

Golok Contour 

8 

9 

Humanoid 

Normal 

None 

Venture Co. Laborer 

6 

7 

Humanoid 

Normol 

None 

Kodo Bull 

10 

11 

Beast 

Normal 

None 

Venture Co. Supervisor 

9 

10 

Humanoid 

Normal 

None 

Xodo Coif 

7 

8 

Beost 

Normal 

None 

Venture Co. Toskmoster 

7 

8 

Humanoid 

Normal 


Kodo Matriarch 

11 

12 

Beost 

Normal 

None 

Venture Co. Worker 

8 

9 

Humonoid 

Normol 

None 

Mozzronoche 

9 

9 

Beast 

Rore Spown 

None 

Windfury Harpy 

7 

8 

Humanoid 

Normal 

None 

Mountain Cougor 

3 

3 

Beast 

Normal 

None 

Windfury Matriarch 

ID 

11 

Humanoid 

Normal 

None 

Polemone Poacher 

7 

8 

Humanoid 

Normol 

None 

Windfury Sorceress 

9 

10 

Humanoid 

Normal 

None 

Polemone Skinner 

6 

7 

Humonoid 

Normal 

None 

Windfury Wind Witch 

8 

9 

Humonoid 

Normal 

None 

Polemone Tonner 

5 

6 

Humanoid 

Normol 

None 

Wiry Swoop 

5 

7 

Beost 

Normal 

None 
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Ardo Dirtpaw 

24 

24 

Humonoid 

Normal 

None 

Murloc Minor lidecoller 

17 

18 

Humanoid 

Normal 

None 


74 

74 

Beost 

Normal 

None 

Murloc Nightcrowler 

21 

22 

Humanoid 

Normal 

None 

Black Dragon Whelp 

17 

18 

Dragon 

Normol 

None 

Murloc Scout 

19 

20 

Humanoid 

Normol 

None 


IB 

18 

Humanoid 

Normal 

None 

Murloc Shorestriker 

16 

17 

Humonoid 

Normal 

None 

Blackrock Champion 

24 

25 

Humonoid 

Normal 

None 

Murloc Tidecaller 

19 

20 

Humonoid 

Normol 

None 


74 

75 

Humanoid 

Elite 

None 

Robid Shodowhide Gnoll 

21 

22 

Humanoid 

Normol 

None 

Blackrock Grunt 

19 

20 

Humanoid 

Normal 

None 

Redridge Alpha 

21 

22 

Humonoid 

Normal 

None 


73 

74 

Humanoid 

Elite 

None 

Redridge Bosher 

19 

20 

Humanoid 

Normal 

None 

Blockrock Outrunner 

20 

21 

Humanoid 

Normal 

None 

Redridge Brute 

17 

18 

Humonoid 

Normal 

None 

Blodcrock Renegade 

21 

22 

Humonoid 

Normal 

None 

Redridge Drudger 

20 

21 

Humonoid 

Normol 

None 

Blockrock Scout 

20 

21 

Humanoid 

Elite 

None 

Redridge Mongrel 

15 

16 

Humanoid 

Normal 

None 

Blackrock Sentry 

21 

22 

Humanoid 

EIrte 

None 

Redridge Mystk 

18 

19 

Humanoid 

Normal 

None 

Blackrock Shodowcoster 

22 

23 

Humanoid 

Elite 

None 

Redridge Poocher 

16 

17 

Humanoid 

Normal 

None 

Blodcrock Summoner 

22 

23 

Humonoid 

Normal 

None 

Redridge Thrasher 

14 

15 

Humanoid 

Normal 

None 

Blackrock Tracker 

23 

24 

Humonoid 

Normal 

None 

Rohh the Silent 

26 

26 

Humanoid 

Rare Spawn 

None 

Chatter 

23 

23 

Beast 

Rare Spawn 

None 

Servant of llgalar 

24 

25 

Demon 

Normal 

None 

Dire Condor 

18 

19 

Boost 

Normol 

None 

Shodowhide Assassin 

23 

24 

Humanoid 

Normal 

None 

Goth'lizogg 

26 

26 

Humanoid 

Elite 

None 

Shodowhide Brute 

23 

24 

Humanoid 

Normal 

None 

Greet Goretusk 

16 

17 

Boost 

Normal 

None 

Shodowhide Dorkweover 

25 

26 

Humanoid 

Normal 

None 

Greater Idranttilo 

19 

20 

Beast 

Normal 

None 

Shodowhide Gnoll 

22 

23 

Humanoid 

Normal 

None 

Grurk 

18 

18 

Humanoid 

Normal 

None 

Shodowhide Slayer 

25 

26 

Humanoid 

Normal 

None 

H'lhurk 

17 

17 

Humanoid 

Normal 

None 

Shodowhide Warrior 

24 

25 

Humanoid 

Normal 

None 

Kozon 

27 

27 

Humanoid 

Rare Spawn 

None 

Singe 

24 

24 

Dragon 

Elite 

None 

lieutenant Fongore 

26 

26 

Humanoid 

Normal 

Shadow Magic 

Tarantula 

15 

16 

Beast 

Normal 

None 

lumurk 

17 

17 

Humanoid 

Normal 

None 

Tharil'zun 

24 

24 

Humanoid 

EiHe 

None 

Morgonth 

27 

27 

Humanoid 

Normal 

None 

Yowler 

25 

25 

Humanoid 

Normal 

None 

Murloc Flesheoter 

18 

19 

Humanoid 

Normal 

None 
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Blazing Elemenlol 

45 

47 

Elemental 

Normol 

Special Elemental Fire 

Magma Elemental 

46 

48 

Elemental 

Normal 

Special Elementcil (mtli 

Clunk 

48 

48 

Mechanical 

Elite 

None 

Morgol the Roger 

48 

48 

Beast 

Elite 

Nature Magic 

Dork Iron Geologist 

43 

44 

Humanoid 

Normal 

None 

Muck Splash 

47 

49 

Elemental 

Normal 

Special - Elementol Water 

Dark Iron lookout 

47 

48 

Humanoid 

Normal 

None 

Obsid'ion 

52 

52 

Elementol 

EiHe 

Special ■ Stotue 

Dork Iron Marksman 

55 

55 

Humonoid 

Normal 

None 

Rekk'tiloc 

48 

48 

Beost 

Rate Spawn 

None 

Dork Iron Sentry 

50 

50 

Humanoid 

Elite 

None 

Scold 

49 

49 

Elementol 

Rare Spawn 

Special ■ Elemental Fire 

Dork Iron Slaver 

45 

46 

Humanoid 

Normal 

None 

Searing lava Spider 

45 

47 

Beast 

Normol 

None 

Dork Iron Steomsmilh 

46 

47 

Humanoid 

Normol 

None 

Shodowsilk Poacher 

47 

50 

Humonoid 

Normal 

None 

Dork Iron Toskmoster 

47 

48 

Humanoid 

Normol 

None 

Shleipnarr 

47 

47 

Demon 

Rare Spawn 

None 

Fouhy War Golem 

46 

46 

Elemental 

Rore Spawn 

Special ■ Golem 

Slave Master Blockheort 

50 

50 

Humanoid 

Rore Spawn 

None 

Glossweb Spider 

43 

45 

Boost 

Normol 

None 

Slave Worker 

45 

47 

Humanoid 

Normol 

None 

Greater lava Spider 

47 

49 

Boost 

Normal 

None 

Smoldor 

50 

50 

Elemenlol 

Rare Spawn 

Special • Elemental Earth 

Heovy War Golem 

47 

49 

Elemental 

Normal 

Special ■ Golem 

Tempered War Golem 

45 

47 

Elemental 

Normol 

Special ■ Golem 

HiohlordMasIrogonde 

51 

51 

Humonoid 

Rare Spawn Elite 

None 

Twilight Dork Shaman 

47 

48 

Humanoid 

Elite 

None 

Incendosaur 

47 

49 

Beast 

Normal 

None 

Twilight Fire Guard 

48 

49 

Humonoid 

Elite 

None 

Inferno Elementol 

47 

49 

Elemental 

Normal 

Speciol ■ Elemental Fire 

Twilight Idoloter 

49 

51 

Humanoid 

EiHe 

None 
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Apothecary Berord 

16 

16 

Humanoid 

Elite 

None 

Dolin Forgewright 

20 

20 

Humanoid 

Normol 

None 

ArchtnogeAtoeric 

22 

22 

Humanoid 

Normal 

None 

Dolin Forgewright Projection 

20 

20 

Humonoid 

Normal 

None 

Astor Hadren 

13 

13 

Undeod 

Normol 

None 

Elder Lake Creeper 

IB 

19 

Elementol 

Normal 

None 

Bloodsnout Worg 

16 

17 

Beast 

Normal 

None 

Elder Loke Skulker 

16 

17 

Elemental 

Normol 

None 

Councilman Brunswick 

13 

13 

Humanoid 

Elite 

None 

Ferocious Grizzled Bear 

II 

12 

Beast 

Normal 

None 

Councilman Cooper 

13 

13 

Humanoid 

Elite 

None 

Giant Grizzled Bear 

12 

13 

Beast 

Normal 

None 

Councilmon Horlin 

13 

13 

Humanoid 

EiHe 

None 

Grimson the Pole 

15 

15 

Humonoid 

Normol 

None 

Councilman Hendricks 

13 

13 

Humanoid 

Elite 

None 

Hoggord Refugee 

18 

19 

Humanoid 

Normal 

None 

Councilman Higorth 

13 

13 

Humonoid 

Elite 

None 

Hand of Rovenclow 

15 

16 

Undead 

Normal 

Charm, Fear, Sleep and Bleed 

Councilman Smithers 

12 

12 

Humanoid 

Elite 

None 

Ivor the Foul 

13 

13 

Undeod 

Normal 

Charm, Fear and Sleep 

Councilman Thofcher 

13 

13 

Humanoid 

Elite 

None 

Loke Creeper 

17 

18 

Elemental 

Normol 

Hone 

Councilmon Wilhelm 

13 

13 

Humanoid 

Elite 

None 

Lake Frenzy 

15 

16 

Unknown 

Normol 

None 

Doloron Apprentice 

13 

14 

Humanoid 

Normal 

None 

Loke Skulker 

15 

16 

Elemental 

Normal 

None 

Doloron Conjuror 

17 

IB 

Humanoid 

Normal 

None 

Lord Mayor Morrison 

15 

15 

Humanoid 

Elite 

None 

Doloron Moge 

15 

16 

Humanoid 

Normol 

None 

Mist Creeper 

13 

14 

Beast 

Normal 

None 

Doloron Protector 

14 

15 

Humanoid 

Normal 

None 

Moonroge Bloodhowler 

15 

16 

Humanoid 

Normal 

None 

Doloron Spellscribe 

21 

21 

Humanoid 

Rare 5pown 

None 

Moonroge Dorkrunner 

II 

12 

Humanoid 

Normal 

None 

Doloron Warder 

16 

17 

Humonoid 

Normal 

None 

Moonroge Dorksoul 

13 

14 

Humonoid 

Normal 

None 

Doloron Wotcher 

IB 

19 

Humanoid 

Normal 

None 

Moonroge Glutton 

12 

13 

Humanoid 

Normol 

None 

Doloron Wizard 

19 

20 

Humanoid 

Normal 

None 

Moonroge Whitescoip 

10 

11 

Humanoid 

Normal 

None 
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Antlered Courser 

22 

23 

Beast 

Normal 

None 

Besseleth 

22 

22 

Beast 

Normol 

None 

Rinrkened Basilisk 

23 

24 

BeosI 

Normal 

None 

Bioodfury Harpy 

23 

24 

Humonoid 

Normal 

None 

Bloodlury Rogueleolher 

25 

26 

Humanoid 

Normol 

None 

Brother Ravenook 

29 

29 

Humanoid 

Rare Spown Elite 

None 

Cenorion Botonist 

23 

24 

Humonoid 

Normal 

None 

Cenorion Caretaker 

25 

26 

Humanoid 

Elite 

None 

Cenorion Druid 

26 

27 

Humonoid 

Elite 

None 

Charred Ancient 

25 

26 

Elemental 

Normal 

None 

Charred Stone Spirit 

22 

23 

Elemental 

Normal 

Special Elemental Earth 

Chimoero Motriorch 

28 

28 

Beast 

Normol 

None 

Cliff Slormer 

15 

17 

Beosi 

Normal 

None 

Daughter of Cenorlus 

23 

25 

Humonoid 

Normal 

None 

Deepmoss Creeper 

16 

17 

Beast 

Normal 

None 

Deepmoss Venomspittef 

17 

18 

Beast 

Normal 

None 

Deepmoss Webspinner 

19 

20 

Beast 

Normol 

None 

Enraged Stone Spirit 

24 

25 

Elemental 

Normal 

Special • Elemental Earth 

Fey Dragon 

24 

25 

Dragon 

Normal 

None 

Fledgling Chimoero 

25 

27 

Beast 

Normal 

None 

Foremon Rigger 

24 

24 

Humanoid 

Rare Spawn Elite 

None 

Furious Stone Spirit 

26 

27 

Elemental 

Normol 

Special - Elemental Earth 

Gatekeeper Kordurus 

25 

25 

Humanoid 

Elite 

None 

Gerenzo Wrenchwhistle 

27 

27 

Humonoid 

Normal 

None 

Grimtotem Brute 

15 

16 

Humanoid 

Normal 

None 

Grimtotem Ruffian 

14 

15 

Humonoid 

Normal 

None 

Mirkfollon Dryad 

25 

26 

Humanoid 

Elite 

None 

Mirkfallon Keeper 

26 

27 

Humanoid 

Elite 

None 
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Nol'toszar 

30 

30 

Dragon 

Rare Spawn Elite 

None 

Pridewing Consort 

22 

23 

Beast 

Normal 

None 

Pridewing Skyhunter 

23 

24 

Boost 

Normal 

None 

Pridewing Wyvern 

21 

22 

Beast 

Normal 

None 

Raging Cliff Stormer 

18 

19 

Beast 

Normal 

None 

Rynthnriel the Keymaster 

29 

29 

Humanoid 

Elite 

None 

Sop Boost 

22 

23 

Unknown 

Normal 

None 

Sentinel Amorossan 

27 

27 

Humanoid 

Rare Spawn Elite 

None 

Sister Riven 

28 

2B 

Humanoid 

Rare Spown Elite 

None 

Son of Cenarius 

24 

25 

Humonoid 

Normal 

None 

Sorrow Wing 

27 

27 

Beosi 

Rare Spawn Elite 

None 

Toskmoster Whipfang 

21 

21 

Humonoid 

Rare Spawn Elite 

None 

Twilight Runner 

23 

24 

Boost 

Normal 

None 

Venture Co. Builder 

20 

21 

Humanoid 

Normol 

None 

Venture Co. Logger 

18 

19 

Humonoid 

Normal 

None 

Venture Co. Mochine Smith 

21 

22 

Humanoid 

Normal 

None 

Venture Co. Operator 

19 

20 

Humanoid 

Normol 

None 

Windsheor Digger 

21 

22 

Humanoid 

Normal 

None 

Windsheor Geomoncer 

20 

21 

Humanoid 

Normal 

None 

Windsheor Overbrd 

21 

22 

Humonoid 

Normol 

None 

Windsheor Stonecutter 

22 

23 

Humanoid 

Normal 

None 

Windsheor Tunnel Rat 

19 

20 

Humanoid 

Normal 

None 

Windsheor Vermin 

20 

21 

Humanoid 

Normol 

None 

XT:4 

23 

23 

Mechanicol 

Normal 

Special ■ Piloted Mechanical 

XT:9 

23 

23 

Mechonicol 

Normal 

Special ' Piloted Mechanical 

Young Chimoero 

23 

25 

Beast 

Normal 

None 

Young Pridewing 

19 

20 

Boost 

Normal 

None 
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Bazil Thredd 

29 

29 

Humanoid 

Elite 

None Morzon the Silent Blode 

rio 

30 

Humonoid 

Normal 

None 

DextrenWord 


26 

Humanoid 

Elite 

None Sewer Beost 


50 

Beost 

Rare Spawn 

None 

Homhock 

riT 

28 

Humanoid 

Elite 

None Summoned Voidwalker 

Ui 

10 

Demon 

Normal 

None 

Xom Deepfury 


27 

Humanoid 

Elite 

None Targorr the Dreod 


24 

Humanoid 

Elite 

None 
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Ana'thek the Cruel 

45 

45 

Humonoid 

Normal 

None 

Mai'Zoth 

47 

47 

Humanoid 

Elite 

None 

Bhog'thero 

40 

40 

Beost 

Normal 

None 

Maury Qub Foot' Wilkins" 

43 

44 

Undead 

Normol 

Charm, Fear ond Sleep 

Bioodsoil Deckhond 

43 

44 

Humanoid 

Normol 

None 

Mistvole Gorillo 

32 

33 

Beast 

Normol 

None 

Bloodsail Elder Mogus 

44 

45 

Humanoid 

Normal 

None 

Mogh the Undying 

44 

44 

Humanoid 

Elite 

None 

Bioodsoil Raider 

40 

41 

Humonoid 

Normal 

None 

Mokk the Savage 

44 

44 

Beast 

Normal 

None 

Bioodsoil Sea Dog 

44 

45 

Humanoid 

Normal 

None 

Mok'rosh 

50 

50 

Giant 

Elite 

None 

Bioodsoil Swashbuckler 

42 

43 

Humanoid 

Normal 

None 

Mosh'Ogg Brute 

36 

37 

Humonoid 

Normol 

None 

Bloodscolp Axe Thrower 

33 

34 

Humanoid 

Normal 

None 

Mosh'Ogg Butcher 

44 

44 

Humanoid 

Elite 

None 

Bloodscolp Beostmoster 

34 

35 

Humanoid 

Normal 

None 

Mosh'Ogg Lord 

45 

45 

Humonoid 

Elite 

None 

Bloodscolp Berserker 

36 

37 

Humanoid 

Normal 

None 

Mosh'Ogg Mauler 

43 

44 

Humanoid 

Elite 

None 

Bloodscolp Headhunter 

36 

37 

Humanoid 

Normal 

None 

Mosh'Ogg Warmonger 

41 

42 

Humanoid 

Elite 

None 

Bloodscolp Hunter 

34 

35 

Humanoid 

Normol 

None 

Mosh'Ogg Witch Doctor 

36 

37 

Humanoid 

Normal 

None 

Bloodscolp Mystic 

34 

35 

Humonoid 

Normal 

None 

Murkgill Warrior 

35 

36 

Humanoid 

Normal 

None 

Bloodscolp Scovenger 

33 

34 

Humanoid 

Normal 

None 

Noga Explorer 

43 

44 

Humanoid 

Normol 

None 

Bloodscolp Scout 

34 

35 

Humanoid 

Normal 

None 

Negolosh 

52 

52 

Giant 

Elite 

None 

Bloodscolp Worrior 

33 

34 

Humonoid 

Normol 

None 

Nezzliok the Dire 

40 

40 

Humanoid 

Normal 

None 

Bloodscolp Witch Doctor 

37 

37 

Humanoid 

Normol 

None 

Panther 

32 

33 

Beast 

Normol 

None 

Brutus 

43 

43 

Elemental 

Normal 

None 

Private Merle 

31 

31 

Humanoid 

Normol 

None 

Captain Keelhoul 

47 

47 

Humanoid 

Normal 

None 

River Crocolisk 

30 

31 

Beast 

Normal 

None 


46 

46 

Humonoid 

Normal 

None 

Sohscale Foroger 

35 

36 

Humanoid 

Elite 

None 

Chucky Ten Thumbs" 

43 

44 

Undead 

Normal 

Charm, Fear and Sleep 

SoHscole Warrior 

35 

36 

Humonoid 

Elite 

None 

Cold Eye Bosilisk 

39 

40 

Beast 

Normal 

None 

Saltwater Crocolisk 

35 

36 

Beast 

Normal 

None 

Colonel Kurzen 

40 

40 

Humanoid 

Elite 

None 

Scale Belly 

45 

45 

Beost 

Rare Spawn 

None 

Crystol Spine Bosilisk 

34 

35 

Beast 

Normal 

None 

Sharptooth Frenzy 

31 

32 

Beast 

Normal 

None 

Elder Mistvole Gorilla 

40 

41 

Beast 

Normol 

None 

Silverbock Patriarch 

42 

43 

Beast 

Normal 

None 

Elder Shodowmow Panther 

42 

43 

Beast 

Normal 

None 

Sin'Dall 

37 

37 

Beast 

Normal 

None 

Elder Stronglethorn Tiger 

34 

35 

Beast 

Normal 

None 

Skullsplitter Axe Thrower 

39 

40 

Humanoid 

Normol 

None 

Enraged Silverbock Gorilla 

41 

42 

Beast 

Normol 

None 

Skullsplitter Beostmoster 

41 

42 

Humanoid 

Normol 

None 

Fleet Mosler Firollon 

48 

48 

Humonoid 

Normal 

None 

Skullsplitter Berserker 

43 

44 

Humanoid 

Normol 

None 

Foreman Cozzle 

38 

38 

Humanoid 

Normal 

None 

Skullsplitter Hunter 

41 

42 

Humanoid 

Normal 

None 

Gon'zuloh 

41 

41 

Humanoid 

Normal 

None 

Skullsplitter Mystic 

39 

40 

Humonoid 

Normal 

None 

Gorr Solthoof 

43 

43 

Humanoid 

Normal 

None 

Skullsplitter Scout 

41 

42 

Humanoid 

Normal 

None 

Gozbon 

40 

40 

Humonoid 

Normol 

None 

Skullsplitter Spiritchoser 

44 

44 

Humanoid 

Normol 

None 

Gorlosh 

47 

47 

Giant 

Elite 

None 

Skullsplitter Warrior 

39 

40 

Humanoid 

Normol 

None 

Guruboshi Warrior 

54 

55 

Humanoid 

Elite 

None 

Skymane Gorilla 

50 

50 

Beost 

Normal 

None 

High Priestess Hoi'wotno 

57 

57 

Humanoid 

Elite 

None 

Snapjow Crocolisk 

35 

36 

Beost 

Normol 

None 

Ironjow Bosilisk 

43 

44 

Beast 

Normol 

None 

Southern Sand Crowler 

40 

41 

Beast 

Normal 

None 

Ironpotch 

43 

43 

Humonoid 

Normal 

None 

Stone Mow Basilisk 

31 

32 

Beast 

Normal 

None 

Joguero Stalker 

50 

50 

Beast 

Normal 

None 

Stronglethorn Roptor 

33 

34 

Beast 

Normol 

None 

Jon Jon the Crow 

43 

44 

Undeod 

Normal 

Charm, Feor and Sleep 

Stronglethorn Tiger 

32 

33 

Beost 

Normol 

None 

Jungle Stolker 

40 

41 

Beast 

Normal 

None 

Stronglethorn Tigress 

37 

38 

Beast 

Normal 

None 

Jungle Thunderer 

37 

38 

Beast 

Normal 

None 

Tethis 

43 

43 

Beast 

Normol 

None 

King Bongolosh 

46 

46 

Beast 

Normal 

None 

Throshtoil Bosilisk 

41 

42 

Beost 

Normol 

None 

Xing Muklo 

55 

55 

Beast 

Elite 

None 

Venture Co. Geologist 

35 

36 

Humanoid 

Normal 

None 

Kondo 

43 

43 

Beost 

Normol 

None 

Venture Co. Lumberjock 

34 

35 

Humanoid 

Normol 

None 

Kurzen Commondo 

34 

35 

Humonoid 

Normal 

None 

Venture Co. Mechanic 

34 

35 

Humonoid 

Normol 

None 

Kurzen Elite 

36 

37 

Humanoid 

Normal 

None 

Venture Co. Miner 

34 

35 

Humonoid 

Normal 

None 

Kurzen Heodshrinker 

34 

35 

Humanoid 

Normal 

None 

Venture Co. Shredder 

37 

37 

Mechonicol 

Normal 

Special ■ Piloted Mechanical 

Kurzen Jungle Fighter 

32 

33 

Humanoid 

Normol 

None 

Venture Co. Strip Miner 

40 

41 

Humonoid 

Normal 

None 

Kurzen Medicine Mon 

32 

33 

Humanoid 

Normal 

None 

Venture Co. Surveyor 

41 

42 

Humanoid 

Normal 

None 

Kurzen Shadow Hunter 

38 

38 

Humanoid 

Normal 

None 

Venture Co. Tinkerer 

40 

41 

Humanoid 

Normal 

None 

Kurzen Subchief 

38 

38 

Humanoid 

Normal 

None 

Venture Co. Workboss 

36 

36 

Humanoid 

Normol 

None 

Kurzen War Tiger 

32 

33 

Beast 

Normol 

None 

Young Jungle Stolker 

36 

37 

Beast 

Normol 

None 

Kurzen Witch Doctor 

36 

37 

Humonoid 

Normal 

None 

Young Loshtoil Roptor 

33 

34 

Beast 

Normol 

None 

Kurzen Wrangler 

34 

34 

Humanoid 

Normal 

None 

Young Panther 

30 

31 

Beost 

Normal 

None 

Kurzen's Agent 

32 

33 

Humonoid 

Normal 

None 

Young Stronglethorn Raptor 

30 

31 

Beost 

Normol 

None 

Loshtoil Raptor 

35 

36 

Beast 

Normol 

None 

Young Stronglethorn Tiger 

30 

31 

Beost 

Normol 

None 

lesser Water Elementol 

36 

37 

Elemental 

Normal 

Speciol • Elemental Woter 

Zonzil the Outcast 

46 

46 

Humanoid 

Normal 

None 

Lord Sokrosis 

47 

47 

Humanoid 

Rare Spawn Elite 

None 

Zonzil Zombie 

43 

44 

Undead 

Normal 

Charm, Fear ond Sleep 



Adolescent Whelp 

34 

35 

Dragon 

Normal 

Sleep 

Motsh Inkspewer 

42 

43 

Humanoid 

Normal 


Deothstrike Torontulo 

40 

41 

8eost 

Normol 

None 

Marsh Murloc 

41 

42 

Humanoid 

Normal 

None 

Elder Dragonkin 

4i 

45 

Drogon 

Elite 

None 

Marsh Oracle 

44 

45 

Humanoid 

Normal 

None 

Green Scolebone 

42 

43 

Dragon 

Elite 

None 

Monstrous Crawler 

43 

44 

Boost 

Normal 

None 

Green Wyrmkin 

41 

42 

Dragon 

Elite 

None 

Sawtooth Crocolisk 

38 

39 

Boost 

Normal 

None 

Jarquia 

46 

46 

Humonoid 

Normol 

None 

Sawtooth Snapper 

41 

42 

Boost 

Normol 

None 

Lost One Chieftain 

39 

39 

Humonoid 

Normal 

None 

Shadow Panther 

39 

40 

Boost 

Normol 

None 

lost One Cook 

37 

37 

Humanoid 

Normal 

None 

Silt Crawler 

40 

41 

Beast 

Normal 

None 

Lost One Fishermon 

35 

36 

Humonoid 

Normal 

None 

Sorrow Spinner 

36 

37 

Beast 

Normal 

None 

lost One Hunter 

36 

37 

Humanoid 

Normal 

None 

Swamp Jaguar 

36 

37 

Beast 

Normal 

None 

lost One Muckdweller 

36 

37 

Humanoid 

Normal 

None 

Swompwolker 

38 

39 

Elementol 

Normal 

None 

lost One Mudlurker 

34 

35 

Humonoid 

Normol 

None 

Swompwolker Elder 

39 

40 

Elemental 

Normol 

None 

Lost One Riftseeker 

37 

38 

Humanoid 

Normal 

None 

Tangled Horror 

40 

41 

Elementol 

Normol 

None 

lost One Seer 

37 

38 

Humanoid 

Normal 

None 

Young Sowtooth Crocolisk 

35 

36 

Boost 

Normal 

None 

Morsh Flesheoter 

43 

44 

Humanoid 

Normal 

None 
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Andre Firebeord 

45 

45 

Humanoid 

Normol 

None 

Occuius 

50 

50 

Dragon 

tllte 

dlilMHIH 

Speciol ■ Bronze Dragon 

Aquementos 

54 

54 

Elemental 

Normol 

Frost 

Omgorn the lost 

50 

50 

Hunioiinid 

Rore Spawn 

None 

Blisterpow Hyena 

44 

45 

Beost 

Normal 

None 

Rabid Blisterpow 

47 

18 

Beost 

Normol 

None 

Coliph Scorpidsting 

46 

46 

Humonoid 

Normol 

None 

Roc 

41 

43 

Beast 

Normal 

None 

Centipoor Tunneler 

47 

48 

Unknown 

Normal 

None 

Sondlury Hideskinner 

42 

43 

Humonoid 

Elite 

None 

Cenlipoor Wosp 

47 

48 

Unknown 

Normal 

None 

Scorpid Duneburrower 

46 

47 

Beast 

Normol 

None 

Chronolis 

54 

54 

Dragon 

Elite 

Special ■ Bronze Dragon 

Scorpid Dunestolker 

46 

47 

Beast 

Normal 

None 

Coast Strider 

48 

49 

Giant 

Elite 

None 

Scorpid Hunter 

40 

41 

Beast 

Normol 

None 

Cyclok the Mod 

48 

48 

Humanoid 

Rore Spawn 

None 

Scorpid Toil losher 

43 

44 

Beost 

Normal 

None 

Deep Dweller 

49 

50 

Giant 

Elite 

None 

Seoring Roc 

47 

49 

Beost 

Normol 

None 

Dune Smasher 

48 

49 

Giant 

Elite 

None 

Soriid the Devourer 

SO 

50 

Unknown 

Rore Spown 

None 

Dunemoul Brute 

47 

48 

Humanoid 

Normal 

None 

Southseo Dock Worker 

44 

45 

Humanoid 

Normal 

None 

Dunemoul Ogre 

45 

46 

Humanoid 

Normol 

None 

Southseo Freebooter 

44 

45 

Humanoid 

Normal 

None 

Fire Roc 

43 

45 

Beost 

Normal 

None 

Southseo Pirate 

44 

45 

Humanoid 

Normal 

None 

Giant Surf Glider 

48 

SO 

Beast 

Elite 

None 

Southseo Swoshbuckler 

44 

45 

Humonoid 

Normol 

None 

Glosshide Bosilisk 

42 

43 

Beast 

Normol 

None 

Starving Blisterpow 

41 

42 

Beost 

Normol 

None 

Glosshide Gazer 

45 

46 

Beost 

Normol 

None 

Surf Glider 

48 

50 

Beast 

Normol 

None 

Gnarled Thisdeshrufa 

48 

49 

Elemental 

Normal 

None 

Thislleshrub Dew Collector 

47 

48 

Elemental 

Normol 

None 

Gor'morok the Rovoger 

49 

49 

Humanoid 

Normol 

None 

Thistleshrub Rootshoper 

49 

50 

Elementol 

Normol 

None 

Greoler Firebird 

46 

46 

Beast 

Rare Spawn 

None 

Tick 

52 

52 

Dragon 

Elite 

Speciol - Bronze Dragon 

Hoorko the Ravenous 

50 

50 

Unknown 

Rore Spawn 

None 

Worleoder Krozzilok 

45 

45 

Humanoid 

Rore Spown Elite 

None 

Hozzoli Wosp 

47 

48 

Unknown 

Normal 

None 

Wostewonder Assassin 

44 

45 

Humonoid 

Normal 

None 

Hozzoli Worker 

47 

48 

Unknown 

Normal 

None 

Wostewonder Rogue 

43 

44 

Humonoid 

Normal 

None 

Jin'Zolloh the Sondbringer 

46 

46 

Humanoid 

Rare Spawn Elite 

None 

Wostewonder Scufflow 

45 

45 

Humonoid 

Normal 

None 

Kregg Keelhaul 

47 

47 

Humanoid 

Rare Spawn 

None 

Wostewonder Shadow Moge 

42 

43 

Humonoid 

Normal 

None 

Land Roger 

45 

47 

Elementol 

Normal 

Speciol • Elemental Eorth 

Wostewonder Thief 

40 

41 

Humonoid 

Normal 

None 

Murderous Blisterpow 

43 

43 

Beost 

Rore Spown 

None 
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Agal 

8 

8 

Humanoid 

Normal 

None 

Minion of Sethir 

8 

10 

Humanoid 

Normol 

None 

Blockmossthe Fetid 

13 

13 

Elementol 

Rare Spown 

None 

Nightsober 

5 

6 

Beast 

Normal 

None 

Bloodfeothef Fury 

9 

10 

Humanoid 

Normal 

None 

Niqhtsaber Stalker 

7 

8 

Beost 

Normal 

None 

Bloodfeother Harpy 

8 

9 

Humonoid 

Normal 

None 

Oakenscowl 

9 

9 

Elemental 

Elite 

None 

Dark Sprite 

6 

7 

Demon 

Normal 

None 

Rogeclow 

10 

10 

Humanoid 

Normal 

None 

Elder Niqhtsaber 

8 

9 

Beast 

Normol 

None 

Rascal Sprite 

5 

6 

Demon 

Normal 

None 

Elder rimberling 

10 

11 

Elemental 

Normal 

None 

Sethir the Ancient 

13 

13 

Humanoid 

Normal 

None 

Feral Niqhtsaber 

10 

11 

Beast 

Normal 

None 

Spirit of Sothrah 

12 

12 

Beost 

Normal 

None 

Ferocitas the Dream Eater 

8 

8 

Humanoid 

Normal 

None 

Striqid Hunter 

8 

9 

Beast 

Normal 

None 

Githyiss the Vile 

5 

5 

Boost 

Normal 

None 

Strigid Owl 

5 

6 

Beast 

Normal 

None 

Gnarlpine Ambusher 

6 

7 

Humanoid 

Normal 

None 

Striqid Screecher 

7 

8 

Beast 

Normol 

None 

Gnarlpine Auqur 

8 

9 

Humanoid 

Normal 

None 

Thistle Boor 

2 

3 

Beast 

Normol 

None 

Gnarlpine Avenger 

9 

10 

Humanoid 

Normal 

None 

Timberling 

5 

6 

Elemental 

Normal 

None 

Gnarlpine Defender 

7 

8 

Humanoid 

Normol 

None 

Timberling Bork Ripper 

7 

8 

Elemental 

Normol 

None 

Gnarlpine Instlgatar 

8 

8 

Humanoid 

Normal 

None 

Timberling Mire Beast 

9 

10 

Elementol 

Normal 

None 

Gnarlpine Mystic 

6 

7 

Humanoid 

Normal 

None 

Timberling Trampler 

8 

9 

Elemental 

Normal 

None 

Gnarlpine Shamon 

7 

8 

Humanoid 

Normal 

None 

Ursal the Mauler 

12 

12 

Humanoid 

Normol 

None 

Gnarlpine Ursa 

5 

6 

Humanoid 

Normol 

None 

Vorlus Vilehoof 

10 

10 

Demon 

Normal 

None 

Gnarlpine Warrior 

6 

7 

Humanoid 

Normal 

None 

Webwood lurker 

5 

6 

Beost 

Normal 

None 

Greenpow 

10 

10 

Humanoid 

Normal 

None 

Webwood Silkspinner 

8 

9 

Beast 

Normol 

None 

Grell 

2 

3 

Demon 

Normal 

None 

Webwood Spider 

3 

4 

Beast 

Normal 

None 

Grellkin 

3 

4 

Demon 

Normol 

None 

Webwood Venomfong 

7 

8 

Beast 

Normol 

None 

Lady Sothrah 

12 

12 

Beast 

Normal 

None 

Young Nightsober 

1 

2 

Beast 

Normol 

None 

Lord Melenos 

8 

8 

Demon 

Normal 

None 

Young Thistle Boor 

1 

2 

Beast 

Normal 

None 

Mongy Nightsober 

2 

3 

Boost 

Normol 

None 









19 

19 

Humanoid 

Normal 

None 

Allray Challenger 

26 

27 

Humanoid 

Natmal 

None 

Humor the Pridelord 

23 

23 

Beost 

Rare Spown Elite 

None 

Azzere the Skyblade 

25 

25 

Beast 

Rare Spawn 

None 

Isha Awok 

27 

27 

Beast 

Normal 

None 

Bael'dun Excovotor 

21 

22 

Humanoid 

Normal 

None 

Ishamuhole 

19 

19 

Beast 

Normal 

None 

Boel'dun Foremen 

22 

23 

Humanoid 

Normol 

None 

Kolkar Bloodchorger 

14 

15 

Humanoid 

Normol 

None 

Bael'dun Ollicer 

26 

26 

Humonoid 

Normol 

None 

Kolkor Invader 

16 

17 

Humanoid 

Normol 

None 

Boel'dun Rifleman 

24 

25 

Humonoid 

Normal 

None 

Kolkar Morouder 

15 

16 

Humanoid 

Normal 

None 

Bael dun Soldier 

23 

24 

Humanoid 

Normal 

None 

Kolkar Pack Runner 

14 

15 

Humonoid 

Normal 

None 

Barak Kodobone 

16 

16 

Humanoid 

Normol 

None 

Kolkar Pockhound 

13 

13 

Beost 

Normal 

None 

Baron Longshore 

16 

16 

Humanoid 

Normol 

None 

Kolkor Stormer 

13 

14 

Humanoid 

Normal 

None 

Barrens Giroffe 

15 

16 

Beast 

Normal 

None 

Kolkor Stormseer 

15 

16 

Humonoid 

Normal 

None 

Borrens Kodo 

19 

20 

Beast 

Narmal 

None 

Kolkor Wrangler 

12 

13 

Humanoid 

Normal 

None 

BIqWill 

33 

33 

Humanoid 

Normol 

None 

Kreenig Sirarlsnout 

15 

15 

Humanoid 

Normol 

None 

Boss Copperplug 

19 

19 

Humanoid 

Normal 

None 

Kuz 

21 

21 

Humonoid 

Normal 

None 

Bristleback Geomancer 

19 

20 

Humonoid 

Normal 

None 

lokoto'moni 

22 

22 

Beast 

Normal 

None 

Bristlebock Hunter 

18 

19 

Humanoid 

Narmal 

None 

Lok Orcbone 

25 

25 

Humanoid 

Normol 

None 

Bristlebock Thornweover 

17 

18 

Humanoid 

Normal 

None 

Lord Cyrik Blackforge 

23 

23 

Humanoid 

Normol 

None 

Bristleback Woter Seeker 

16 

17 

Humanoid 

Normal 

None 

Lost Barrens Kodo 

14 

15 

Beast 

Normal 

None 

Brokespeor 

17 

17 

Humanoid 

Rare Spawn 

None 

Malgin Borleybrew 

25 

25 

Humanoid 

Rare Spown 

None 

Burning Blade Acolyte 

11 

12 

Humanoid 

Normal 

Fear 

Muck Frenzy 

14 

15 

Beost 

Normol 

None 

Burning Blode Bruiser 

10 

11 

Humonoid 

Normal 

Fear 

Mutated Venture Co. Drone 

25 

25 

Undeod 

Normal 

None 

Cannoneer Smythe 

19 

19 

Humanoid 

Normal 

None 

Nak 

23 

23 

Humanoid 

Normol 

None 

Cannoneer Whesson 

19 

19 

Humanoid 

Normol 

None 

Oosis Snopjaw 

15 

16 

Beast 

Normal 

None 

Captain Foirmount 

20 

20 

Humanoid 

Normal 

None 

Ornery Ploinstrider 

16 

17 

Beost 

Normal 

None 

1 

1 

1 

s 

27 

27 

Humonoid 

Rare Spawn Elite 

None 

Overseer Glibby 

16 

16 

Humonoid 

Normal 

None 

Dig Rot 

1 

1 

Critter 

Normal 

None 

Owotanka 

24 

24 

Beast 

Normol 

None 

Digger Flomelorge 

24 

24 

Humanoid 

Rare Spawn 

None 

Prospector Khozgorm 

26 

26 

Humanoid 

Normal 

None 

Dishu 

13 

13 

Beast 

Rare Spawn 

None 

Rothorion 

15 

15 

Demon 

Rare Spawn 

None 

Echeyokee 

16 

16 

Beast 

Normal 

None 

Razorfen Servitor 

23 

24 

Humanoid 

Elite 

None 

Elder Mystic Rozorsnout 

15 

15 

Humanoid 

Rare Spawn Elite 

None 

Razormane Defender 

12 

13 

Humanoid 

Normal 

None 

Engineer Whirleygig 

19 

19 

Humonoid 

Rare Spawn 

None 

Rozormane Geomoncer 

12 

13 

Humanoid 

Normal 

None 

Fleeting Ploinstrider 

12 

13 

Beast 

Normal 

None 

Rozormane Hunter 

11 

12 

Humanoid 

Normal 

None 

Foremon Grills 

19 

19 

Humanoid 

Rare Spown 

None 

Rozormane Mystk 

13 

14 

Humonoid 

Normal 

None 

Foreman Silixiz 

25 

25 

Humonoid 

Normal 

None 

Rozormone Pathfinder 

20 

21 

Humonoid 

Normal 

None 

General Twinbroid 

30 

30 

Humonoid 

Normal 

None 

Razormone Seer 

23 

24 

Humanoid 

Normol 

None 

Geopriest Gukk'rok 

19 

19 

Humanoid 

Rare Spown 

None 

Rozormane Stalker 

22 

23 

Humonoid 

Normal 

None 

Geshorohon 

20 

20 

Beast 

Rare Spawn Elite 

None 

Rozormane Worfrenzy 

24 

25 

Humanoid 

Normol 

None 

Grand Foreman Puzik Gallywix 

26 

26 

Humanoid 

Elite 

None 

Rozormane Water Seeker 

10 

11 

Humanoid 

Normal 

None 

Greoler Ploinstrider 

11 

12 

Beast 

Normal 

None 

Rocklonce 

17 

17 

Humanoid 

Rore Spown Elite 

None 

Greater Thunderhawk 

23 

24 

Beast 

Normal 

None 

Savannah Highmane 

12 

13 

Beast 

Normal 

None 

Hogg Taurenbane 

26 

26 

Humanoid 

Rare Spawn Elite 

Special 

Savannah Huntress 

11 

12 

Beast 

Normol 

None 

Hecklefang Hyena 

15 

16 

Beast 

Normal 

None 

Savannah Matriarch 

17 

18 

Beast 

Normal 

None 

Hecklefang Snorler 

18 

19 

Beast 

Normol 

None 

Savonnoh Patriorch 

15 

16 

Beost 

Normol 

None 

Heggin Stonewhisker 

24 

24 

Humanaid 

Rare Spawn 

None 

Savannah Prowler 

14 

15 

Beast 

Normal 

None 
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Serena Bloodfeother 

20 

20 

Humanoid 

Normal 

None 

Theromore Preserver 

16 

17 

Humanoid 

Normal 

None 

Silithid Creeper 

20 

21 

Unknown 

Normal 

None 

Thunderhawk Cloudscroper 

20 

22 

Beost 

Normol 

None 

Silithid Grub 

20 

20 

Beast 

Normal 

None 

Thunderhowk Hotchling 

18 

20 

Beast 

Normal 

None 

Silithid Harvester 

24 

24 

Unknown 

Rare Spawn 

None 

Thunderhead 

20 

21 

Beast 

Normal 

None 

Silithid Swarmer 

2"l 

22 

Unknown 

Normol 

None 

Thundersfomp 

24 

24 

Beast 

Rare Spown 

None 

! Sister Rathtalon 

19 

19 

Humanoid 

Rore Spown Elite 

None 

Tinkerer Sniggles 

16 

16 

Humanoid 

Normal 

None 

1 Slimeshell Makrura 

18 

19 

Humanoid 

Normal 

None 

Venture Co. Drudger 

14 

15 

Humanoid 

Normol 

None 

Sludge Beast 

19 

19 

Unknown 

Rore Spown 

None 

Venture Co. Enforcer 

16 

17 

Humonoid 

Normal 

None 

1 Snort the Heckler 

17 

17 

Beost 

Rare Spown 

None 

Venture Co. Lookout 

24 

26 

Humanoid 

Normal 

None 

Southseo Brigand 

12 

13 

Humanoid 

Normal 

None 

Venture Co. Mercenary 

15 

16 

Humanoid 

Normal 

None 

Southsea Cannoneer 

13 

14 

Humanoid 

Normal 

None 

Venture Co. Overseer 

17 

18 

Humanoid 

Normal 

None 

Southseo Cutthroat 

14 

15 

Humanoid 

Normal 

None 

Venture Co. Patroller 

24 

25 

Humanoid 

Normal 

None 

Southsea Privoteer 

i4 

15 

Humanoid 

Normal 

None 

Venture Co. Peon 

13 

14 

Humanoid 

Normal 

None 

Stoneorm 

15 

15 

Humanoid 

Rore Spawn 

None 

Verog the Dervish 

18 

18 

Humonoid 

Normal 

None 

[■ Stormhide 

22 

23 

Beast 

Normal 

None 

Wondering Barrens Giraffe 

18 

19 

Beost 

Normal 

None 

! Stormsnout 

18 

19 

Beost 

Normol 

None 

Warlord Rrom’zor 

20 

20 

Humanoid 

Normol 

None 

! Summoned feihunter 

30 

30 

Demon 

Normol 

None 

Woshte Powne 

25 

25 

Beast 

Normal 

None 

1 Sunscole loshtoil 

11 

13 

Beost 

Normal 

None 

Witchwing Ambusher 

17 

18 

Humanoid 

Normal 

None 

! Sunscole Screecher 

13 

15 

Beost 

Normal 

None 

Wiichwing Harpy 

14 

15 

Humonoid 

Normol 

None 

1 Sunscole Scytheclaw 

16 

18 

Beast 

Normol 

None 

Witchwing Roguefeather 

15 

16 

Humanoid 

Normal 

None 

! Supervisor Lugwiale 

18 

18 

Humanoid 

Normal 

None 

Witchwing Sloyer 

16 

17 

Humanoid 

Normal 

None 

, Swiftmane 

21 

21 

Beost 

Rare Spawn Elite 

None 

Witchwing Windcaller 

17 

18 

Humanoid 

Normal 

None 

! SwinegortSpeorhide 

22 

22 

Humanoid 

Rare Spawn Elite 

None 

Zhevra Charger 

17 

18 

Beast 

Normal 

None 

' Takk the leoper 

19 

19 

Beast 

Rare Spawn Elite 

None 

Zhevra Courser 

20 

21 

Beast 

Normol 

None 

; Tazan 

13 

13 

Humanoid 

Normal 

None 

Zhevra Runner 

13 

14 

Beost 

Normal 

None 

I Theromore Marine 

15 

16 

Humanoid 

Normal 

None 
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Rare Spawn 

None 

Needles Cougar 

UL 

28 

Beast 

Normal 

None 

Amok Grimtotem 

[W 

\W 

Humanoid 

Normol 

None 

Pesterhide Hyena 

26 

27 

Beast 

Normal 

None 

Boiling Elemental 

27 


Elemental 

Normal 

Special ■ Elemental Water 

Pesterhide Snarler 

28 

29 

Beast 

Normol 

None 

Cloud Serpent 

25 


Beast 

Normol 

None 

Rok'Alim the Pounder 

30 

i30_ 

Elemental 

Elite 

Special - Elemental Earth 

Crag Stalker 

25 

26 

Beast 

Normal 

None 

Salt Flats Scavenger 

30 


Beast 

Normal 

None 

Elder Cloud Serpent 

27 

29 

Beost 

Normol 

None 

Salt Flats Vulture 

32 

34 

Beast 

Normol 

None 

Galak Flame Guard 

30 

30 

Humanoid 

Normol 

None 

Soltstone Bosilisk 

30 

31 

Beast 

Normol 

None 

Golak Marauder 

26 

27 

Humanoid 

Normol 

None 

Saltstone Crystolhide 

32 

33 

Beost 

Normal 

None 

Galak Messenger 

26 

26 

Humanoid 

Normol 

None 

Soltstone Gazer 

34 

35 

Beast 

Normal 

None 

Golok Pock Runner 

25 

26 

Humonoid 

Normal 

None 

Scorpid Reaver 

31 

32 

Beast 

Normal 

None 

1 Golak Packhound 

24 

24 

Beost 

Normol 

None 

Saeeching Harpy 

28 

29 

Humanoid 

Normol 

None 

Golak Scout 

24 

25 

Humanoid 

Normal 

None 

Screeching Roguefeather 

29 

30 

Humanoid 

Normal 

None 

: Gravelsnout Digger 

28 

29 

Humonoid 

Normal 

None 

Silithid Hive Drone 

33 

34 

Unknown 

Normal 

None 

Gravelsnout Forager 

27 

28 

Humanoid 

Normol 

None 

Silithid Invoder 

34 

35 

Unknown 

Normal 

None 

Gravelsnout Kobold 

26 

27 

Humonoid 

Normal 

None 

Silithid Ravager 

36 

36 

Unknown 

Rore Spown 

None 

Gravelsnout Vermin 

25 

26 

Humanoid 

Normol 

None 

Silithid Searcher 

32 

33 

Unknown 

Normal 

None 

Grenka Bloodscreech 

31 

31 

Humanoid 

Normal 

None 

Sporkleshell Snapper 

34 

35 

Beast 

Normal 

None 

Grimtotem Bondit 

25 

26 

Humonoid 

Normol 

None 

Sporkleshell Tortoise 

30 

31 

Beast 

Normal 

None 

Grimtotem Geomoncer 

25 

27 

Humanoid 

Normol 

None 

Steelsnap 

30 

30 

Beost 

Normol 

None 

Grimtotem Reaver 

28 

28 

Humanoid 

Normal 

None 

Thundering Boulderkin 

28 

29 

Elemental 

Normol 

Special - Elemental Earth 

Heortrazor 

32 

32 

Beost 

Rare Spawn Elite 

None 

Venomous Cloud Serpent 

26 

28 

Beost 

Normal 

None 

Highperth Wyvem 

28 

29 

Beost 

Normal 

None 

Vile Sting 

35 

35 

Beast 

Rare Spown Elite 

None 

Ironeye the Invincible 

37 

37 

Beast 

Rare Spawn Elite 

None 















Doyne 

10 

10 

Demon 

Rare Spawn 

None 

Bleeding Horror 

9 

10 

Undeod 

Normol 

Charm, Feor ond Sleep 

Captain Dorgol 

13 

13 

Undead 

Normal 

Charm, Fear, Sleep and Bleed 

Coptoin Melroche 

12 

12 

Humanoid 

Normol 

None 

Coptoin Perrine 

9 

9 

Humonoid 

Normal 

None 

Coptoin Vochon 

11 

11 

Humanoid 

Normal 

None 

Cracked Skull Soldier 

8 

9 

Undeod 

Normol 

Charm, Fear, Sleep and Bleed 

Cursed Darkhound 

7 

8 

Demon 

Normal 

None 

Daniel Ulfmon 

2 

3 

Undead 

Normol 

Charm, Fear and Sleep 

Oarkeye Bonecaster 

7 

8 

Undeod 

Normol 

Chorm, Fear, Sleep and Bleed 

Decrepit Darkhound 

5 

6 

Demon 

Normal 

None 

Deeb 

12 

12 

Humonoid 

Rare Spown 

None 

Devlin Agomond 

9 

9 

Undead 

Normal 

Charm, Fear, Sleep and Bleed 

Duskbot 

1 

2 

Beast 

Normal 

None 

farmer Solliden 

8 

8 

Humonoid 

Rare Spawn 

None 








Fellicent's Shade 

12 

12 

Undeod 

Rore Spawn 

None 

Greater Duskbot 

6 

7 

Beast 

Normol 

None 

Gregor Agamand 

10 

10 

Undeod 

Normol 

Chorm, Fear and Sleep 

Gunther's Minion 

7 

8 

Undead 

Normal 

Charm, Fear, Sleep and Bleed 

Hungering Dead 

7 

8 

Undeod 

Normal 

Charm, Fear and Sleep 

Karrel Groyves 

2 

3 

Undeod 

Normol 

Chorm, Fear and Sleep 

lillith Nefora 

12 

12 

Undeod 

Normal 

drarm. Fear, Sleep ond Bleed 

Lost Soul 

6 

7 

Undeod 

Rare Spawn 

Charm, Fear and Sleep 

Moggot Eye 

10 

10 

Undeod 

Normal 

Charm, Fear and Sleep 

Mangy Duskbot 

3 

4 

Beast 

Normal 

None 

Meven Korgol 

5 

5 

Humanoid 

Normal 

None 

Mindless Zombie 

1 

1 

Undeod 

Normol 

Chorm, Fear and Sleep 

Muod 

10 

10 

Humanoid 

Rare Spawn 

None 

Night Web Matriarch 

5 

5 

Beost 

Normol 

None 

Night Web Spider 

3 

4 

Beast 

Normal 

None 
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Nissa Agomand 

10 

10 

Undead 

Normal 

Charm, Fear and Sleep Scarlet Warrior 

6 

7 

Humanoid 

Normal 

None 

Roqqed Stovenqer 

7 

3 

Beast 

Normal 

None Scarlet Zealot 

8 

9 

Humanoid 

Normal 

None 

Rolllecoge Skeleton 

2 

3 

Undead 

Normal 

Chorm, Feor, Sleep and Bleed Shambling Horror 

8 

9 

Undeod 

Normal 

Charm, Fear ond Sleep 

Rattleiaqe Soldier 

6 

7 

Undead 

Normal 

Charm, Fear, Sleep and Bleed Sri'skulk 

13 

13 

Boost 

Rare Spown 

None 

Rovoged Corpse 

6 

7 

Undead 

Normol 

Chorm, Fear and Sleep Stephen Bharlec 

2 

3 

Undeod 

Normal 

Charm, Feor, Sleep ond Bleed 

Ravenous Dorkhound 

9 

10 

Demon 

Normal 

None Ihurmon Agamand 

10 

10 

Undead 

Normal 

Charm, Feor and Sleep 

Resson the Needier 

II 

II 

Beast 

Rare Spawn 

None lirislal Farmer 

6 

7 

Humonoid 

Normol 

None 

Rot Hide Gnoll 

6 

7 

Undead 

Normal 

Charm, Fear ond Sleep Tirisfal Farmhond 

5 

6 

Humonoid 

Normal 

None 

Rot Hide Groverobber 

6 

7 

Undead 

Normol 

Charm, Fear ond Sleep Tormented Spirit 

8 

9 

Undeod 

Rare Spown 

Charm, Fear and Sleep 

Rot Hide Mongrel 

7 

8 

Undead 

Normal 

Charm, Fear and Sleep Ulog the Cleaver 

11 

11 

Undeod 

Normol 

None 

Rotting Ancestor 

10 

II 

Undead 

Normal 

Charm, Fear and Sleep Vampiric Duskbat 

8 

9 

Beast 

Normal 

None 

Rotting Deed 

5 

6 

Undead 

Normal 

Charm, Feor and Sleep Vicious Night Web Spider 

9 

10 

Beast 

Normol 

None 

Samuel Fipps 

2 

3 

Undead 

Normal 

Chorm, Feor and Sleep Vile Fin Minor Oracle 

8 

9 

Humanoid 

Normal 

None 

Scarlet Bodyguord 

10 

11 

Humanoid 

Normal 

None Vile Fin Muckdweller 

9 

10 

Humanoid 

Normal 

None 

Scarlet Convert 

3 

3 

Humonoid 

Normal 

None Vile Fin Puddlejumper 

7 

8 

Humonoid 

Normal 

None 

Scarlet Friar 

9 

10 

Humonoid 

Normol 

None Wailing Ancestor 

9 

10 

Undeod 

Normal 

Charm, Feor ond Sleep 

Scarlet Initiate 

3 

4 

Humanoid 

Normol 

None Wandering Spirit 

10 

11 

Undeod 

Normal 

Charm, Feor and Sleep 

Scarlet Misskmery 

7 

g 

Humanoid 

Normal 

None Wretched Zombie 

1 

2 

Undeod 

Normal 

Charm, Fear and Sleep 

Scarlet Neophyte 

10 

11 

Humonoid 

Normal 

None Young Night Web Spider 

2 

3 

Beast 

Normal 

None 

Scarlet Vanguord 

10 

11 

Humanoid 

Normal 

None Young Scoveoger 

1 

1 

Boost 

Normal 

None 









1 

A-MeOI 

46 

4B 

Mechanical 

Normal 

None 

lar'korwi 

56 

56 

Boost 

Normal 

None 

Blazerunner 

56 

56 

Elementol 

Elite 

Special ■ Elementol Fire 

Lar'korwi Mate 

49 

50 

Beast 

Normol 

None 

Bloodpetol Flcyer 

51 

52 

Unknown 

Normal 

None 

Muculent Ooze 

48 

50 

Unknown 

Normal 

Disease 

Bloodpetal Lasher 

48 

49 

Unknown 

Normol 

None 

Primal Ooze 

50 

52 

Unknown 

Normal 

None 

Bloodpetol Pest 

40 

40 

Unknown 

Normal 

None 

Pterrordox 

50 

52 

Boost 

Normal 

None 

Bloodpetal Tropper 

52 

53 

Unknown 

Normal 

None 

Rovosour 

48 

49 

Beast 

Normal 

None 

Clutchmother Zovas 

54 

54 

Boost 

Rare Spawn 

None 

Ravosaur Hunter 

49 

50 

Beast 

Normal 

None 

Devikaur 

53 

54 

Beast 

Elite 

None 

Ravasaur Matriarch 

50 

50 

Boost 

Rare Spawn 

None 

Diemetiadon 

51 

52 

Beast 

Normal 

None 

Rovosour Runner 

49 

50 

Beast 

Normal 

None 

Elder Diemetradon 

54 

55 

Beast 

Normal 

None 

Scorching Elemental 

53 

54 

Elementol 

Normal 

Speciol ■ Elemental Fire 

Fledgling Pterrordox 

48 

50 

Beast 

Normal 

None 

Stegodon 

52 

53 

Beast 

Elite 

None 

Frenzied Pterrordox 

52 

54 

Boost 

Normol 

None 

Stone Guordion 

60 

61 

Elemental 

Elite 

Speciol - Golem 

Glutinous Ooze 

52 

54 

Unknown 

Normal 

None 

Tar Creeper 

51 

52 

Elemental 

Normal 

None 

Gorishi Hive Guard 

54 

54 

Unknown 

Normal 

None 

Tor Lurker 

52 

54 

Elemental 

Normol 

None 

Gorishi Hive Queen 

56 

56 

Unknown 

Normol 

None 

U'cha 

55 

55 

Beast 

Normal 

None 

Gorishi Reaver 

51 

53 

Unknown 

Normal 

None 

Uhk'loc 

52 

53 

Beast 

Rare Spawn 

None 

Gorishi Wosp 

51 

52 

Unknown 

Normal 

None 

Un'Goro Gorilla 

50 

51 

Beast 

Normol 

None 

Gruff 

57 

57 

Beast 

Rore Spawn Elite 

None 

Venomhide Rovosour 

50 

51 

Beast 

Normal 

Poison 

King Mosh 

60 

60 

Beast 

Rare Spawn Elite 

Speciol 

Young Diemetradon 

49 

50 

Boost 

Normal 

None 



6I 

61 

Undeod 

Elite 

Special 

V"*' 

Jobbering Ghoul 

54 

54 

m 

Undeod 

Normal 

IIH 

Charm, Fear ond Sleep 

BFighted Zombie 

52 

53 

Undeod 

Normal 

Charm, Fear and Sleep 


lord Maldazzor 

56 

56 

Humonoid 

Rare Spawn 

None 

Blood Wroith 

55 

56 

Undeod 

Normol 

Charm, Fear and Sleep 


Plogue lurker 

54 

55 

Boost 

Normal 

None 

Corrion lurker 

52 

53 

Beast 

Normal 

None 


Putridius 

58 

58 

Undeod 

Rare Spawn Elite 

Chorm, Fear and Sleep 

Corrion Vulture 

50 

52 

Beast 

Normal 

None 


Redpoth Militia 

56 

57 

Undeod 

Normal 

None 

Couldron lord Bilemow 

53 

53 

Undeod 

Normol 

Charm, Fear and Sleep 


Rotting Behemoth 

55 

56 

Elementol 

Normal 

None 

Cauldron Lord Molvinious 

55 

55 

Undeod 

Normal 

None 


Rotting Cadaver 

53 

54 

Undeod 

Normol 

Charm, Fear and Sleep 

Couldron lord Razarch 

56 

56 

Undeod 

Normal 

None 


Rotting Ghoul 

54 

55 

Undeod 

Normol 

Charm, Fear ond Sleep 

Couldron Lord Soulwrath 

58 

58 

Undead 

Normal 

Charm, Feor and Sleep 


Scarlet Avenger 

56 

57 

Humanoid 

Normal 

None 

Devouring Ooze 

55 

56 

Unknown 

Normal 

None 


Scarlet Cavalier 

57 

58 

Humonoid 

Elite 

None 

Dreadwhisper 

58 

5B 

Undeod 

Rare Spawn 

Charm, Fear and Sleep 


Scarlet Executioner 

60 

60 

Humanoid 

Rare Spawn Elite 

None 

Farmer Oakon 

56 

56 

Undeod 

Normal 

Charm, Fear ond Sleep 


Scarlet High Clerist 

63 

63 

Humanoid 

Rare Spawn Elite 

None 

Fetid Zombie 

54 

56 

Undeod 

Normal 

Charm, Fear and Sleep 


Scorlet Hunter 

52 

53 

Humanoid 

Normal 

None 

Flesh Golem 

56 

57 

Undeod 

ETde 

Charm, Fear and Sleep 


Scarlet Interrogator 

61 

61 

Humanoid 

Rare Spawn Elite 

None 

Foreman Jerris 

62 

62 

Humonoid 

Rare Spawn Elite 

None 


Scarlet Invoker 

53 

54 

Humonoid 

Normal 

None 

Foreman Morcrid 

58 

58 

Humonoid 

Rare Spown 

None 


Scarlet Judge 

60 

60 

Humanoid 

Rare Spawn 

None 

Foulmane 

52 

52 

Undeod 

Rare Spawn 

Charm, Fear and Sleep 


Scarlet Knight 

54 

55 

Humanoid 

Normal 

None 

Freezing Ghoul 

55 

56 

Undeod 

Normol 

Charm, Fear and Sleep 


Scarlet Lumberjack 

54 

56 

Humanoid 

Normol 

None 

Grand Inquisitor Isillien 

64 

64 

Humanoid 

Elite 

None 


Scorlet Magus 

56 

57 

Humanoid 

Elite 

None 

Hounting Vision 

57 

58 

Undead 

Normol 

Charm, Fear, Sleep and Bleed 

Scarlet Medic 

52 

54 

Humanoid 

Normal 

None 

High Priest Thel'dank 

65 

65 

Humanoid 

Normal 

None 


Scarlet Palodin 

55 

56 

Humonoid 

Elite 

None 

High Protector lorik 

61 

61 

Humonoid 

Elite 

None 


Scorlet Priest 

55 

57 

Humanoid 

Elite 

None 

High Protector Tarsen 

59 

59 

Humonoid 

Normal 

None 


Scarlet Sentinel 

55 

56 

Humanoid 

Elite 

None 

Highlord Toelan Fordring 

65 

65 

Humanoid 

Elite 

None 


Scarlet Smith 

58 

59 

Humanoid 

Rare Spawn 

None 

Hungering Wroith 

56 

58 

Undeod 

Normal 

Charm, Fear and Sleep 
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Scarlet Spellbinder 

57 

58 

Humanoid 

Normal 

None Slovering Ghoul 

50 

52 

Undeod 

Normal 

Charm, Fear and Sleep 

Scarlet Worker 

55 

57 

Humonoid 

Normol 

None Soulless Ghoul 

54 

55 

Undeod 

Normal 

Chorm, Fear and Sleep 

1 Scourge Summoning Crystal 

60 

60 

Unknown 

Normol 

None Spectral Attendant 

60 

60 

Undeod 

Normal 

Chorm, Fear, Sleep ond Bleed 

Silver Hand Disciple 

57 

58 

Undeod 

Elite 

None Spectral Corpse 

57 

58 

Undeod 

Normal 

None 

Skeletal Acolyte 

55 

56 

Undeod 

Normal 

Charm, Fear, Sleep and Bleed Spectral Defender 

57 

58 

Undeod 

Normol 

None 

Skeletal Executioner 

54 

55 

Undeod 

Normal 

Charm, Feor, Sleep and Bleed The Husk 

62 

62 

Elemental 

Rare Spawn 

None 

Skeletal Flayer 

50 

51 

Undead 

Normal 

Charm, Fear, Sleep and Bleed Venom Mist Lurker 

50 

51 

Beast 

Normal 

None 

Skeletal Sorcerer 

51 

52 

Undeod 

Normal 

Charm, Fear, Sleep and Bleed Vile Slime 

54 

55 

Unknown 

Normal 

None 

Skeletal Terror 

52 

54 

Undeod 

Normal 

Charm, Fear, Sleep and Bleed Woiling Death 

56 

57 

Undeod 

Normol 

Chorm, Fear, Sleep ond Bleed 

Skeletal Warlord 

56 

57 

Undeod 

Elite 

Charm, Feor, Sleep and Bleed Wandering Skeleton 

55 

55 

Undeod 

Normal 

Charm, Fear ond Sleep 
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Benny Bluunio 

15 

15 

Humanoid 

Normal 

None Murloc Coostrunner 

12 

13 

Humanoid 

Normal 

None 

Brack 

19 

19 

Humanoid 

Rare Spawn 

None Murloc Hunter 

16 

17 

Humonoid 

Normal 

None 

Coyote 

10 

11 

Beast 

Normol 

None Murloc Minor Orocle 

13 

14 

Humonoid 

Normal 

None 

Coyote Pockleader 

11 

12 

Beast 

Normol 

None Murloc Netter 

14 

15 

Humanoid 

Normal 

None 

Delios Drone 

22 

22 

Undeod 

Normal 

None Murloc Oracle 

17 

18 

Humanoid 

Normol 

None 

Delias Footpod 

10 

11 

Humanoid 

Normal 

None Murloc Raider 

11 

12 

Humanoid 

Normol 

None 

Delias Highwayman 

17 

18 

Humonoid 

Normal 

None Murloc Tidehunler 

18 

19 

Humonoid 

Normal 

None 

Delias Knuckleduster 

16 

17 

Humanoid 

Normol 

None Murloc Worrior 

15 

16 

Humanoid 

Normal 

None 

Delias Looter 

13 

14 

Humanoid 

Normal 

None Old Murk-Eye 

20 

20 

Humonoid 

Normal 

None 

Delias Pathstalker 

15 

16 

Humanoid 

Normal 

None Riverpaw Bandit 

16 

17 

Humanoid 

Normol 

None 

Delias Pillager 

14 

15 

Humanoid 

Normal 

None Riverpaw Brute 

15 

16 

Humonoid 

Normal 

None 

Delias Raider 

17 

18 

Humonoid 

Normal 

None Riverpaw Gnoll 

11 

12 

Humanoid 

Normal 

None 

Delias Smuggler 

11 

12 

Humanoid 

Normal 

None Riverpow Herbalist 

14 

15 

Humonoid 

Normal 

None 

Delios Tower Patroller 

24 

24 

Humanoid 

Normal 

None Riverpaw Miner 

14 

15 

Humanoid 

Normal 

None 

Delias Tower Sentry 

24 

25 

Humanoid 

Normal 

None Riverpow Mongrel 

13 

14 

Humanoid 

Normal 

None 

Delias Tropper 

12 

13 

Humanoid 

Normal 

None Riverpow Mystic 

18 

19 

Humanoid 

Normal 

None 

Oust Devil 

18 

19 

Elemental 

Normal 

Special • Elemental Air Riverpaw Overseer 

19 

20 

Humanoid 

Normal 

None 

Fleshripper 

13 

14 

Beost 

Normal 

Nane Riverpaw Scout 

12 

13 

Humonoid 

Normal 

None 

Foe Reaper 4000 

20 

20 

Mechanical 

Rare Spawn 

Special Mechanical Riverpaw Shomon 

12 

13 

Humanoid 

Normal 

None 

Ghoul 

14 

15 

Undeod 

Normal 

Charm, Fear and Sleep Riverpaw Toskmoster 

17 

18 

Humanoid 

Normol 

None 

Gotelusk 

14 

15 

Beast 

Normal 

None Rusty Horvest Golem 

9 

10 

Mechanical 

Normol 

Special ■ Mechanical 

Greater Fleshripper 

16 

17 

Beast 

Normal 

None Sand Crawler 

13 

14 

Beost 

Normal 

None 

Harvest Golem 

11 

12 

Mechanicol 

Normal 

Special Mechanicol Sea Crawler 

15 

16 

Beast 

Normal 

None 

Harvest Reaper 

17 

18 

Mechonicol 

Normal 

Special ■ Mechanical Sergeant Broshclow 

18 

18 

Humanoid 

Rore Spawn 

None 

Harvest Watcher 

14 

15 

Mechanical 

Normal 

Special - Mechonicol Shore Crowler 

17 

18 

Beost 

Normal 

None 

Kloven Mortwoke 

26 

26 

Humonoid 

Elite 

Hone Slork 

15 

IS 

Humanoid 

Rore Spown 

None 

Kobold Digger 

12 

13 

Humanoid 

Normol 

None Venture Co. Drone 

22 

22 

Undeod 

Normal 

None 

leprithus 

19 

19 

Undeod 

Rore Spawn 

Charm, Fear and Sleep Vuhros 

26 

26 

Beast 

Rore Spawn 

None 

Mollormed Delios Drone 

24 

24 

Humanoid 

Normal 

None Young Fleshripper 

10 

11 

Beast 

Normal 

None 

Master Digger 

15 

15 

Humanoid 

Rare Spawn 

None Young Goretusk 

12 

13 

Beast 

Normal 

None 


i 





Bolgoras the Foul 

34 

34 

Humanoid 

Elite 

Shadow Magk 

Dork Iron lunneier 

29 

30 

Humanoid 

Elite 

None 


Black Ooze 

23 

24 

Unknown 

Normal 

None 

Dragonmow Battlemaster 

30 

30 

Humonoid 

Normol 

None 


Block Slime 

20 

21 

Unknown 

Normal 

None 

Drogonmow Bonewardet 

27 

28 

Humonoid 

Normal 

None 


Bluegill Forager 

22 

23 

Humanoid 

Normal 

None 

Drogonmaw Centurion 

28 

29 

Humanoid 

Normal 

None 


Bluegill Muckdweller 

23 

24 

Humanoid 

Normol 

None 

Dragonmow Grunt 

20 

21 

Humonoid 

Normal 

None 


Bluegill Murloc 

20 

21 

Humonoid 

Normol 

None 

Drogonmaw Raider 

26 

27 

Humanoid 

Normol 

None 


n Bluegill Orocle 

25 

26 

Humanoid 

Normal 

None 

Dragonmaw Scout 

19 

20 

Humonoid 

Normol 

None 


^ Bluegill Puddlejumper 

21 

22 

Humanoid 

Normal 

None 

Drogonmow Shodowworder 

28 

29 

Humonoid 

Normol 

None 


Bluegill Raider 

28 

29 

Humanoid 

Normal 

None 

Dragonmow Swamprunner 

27 

28 

Humanoid 

Normal 

None 


Bluegill Warrior 

24 

25 

Humonoid 

Normal 

None 

Elder Rozormaw 

29 

29 

Beost 

Normol 

None 


Captain Holyndor 

30 

30 

Undeod 

Normol 

Charm, Fear and Sleep 

Fen Creeper 

24 

25 

Elemental 

Normal 

None 


Cove Stolker 

21 

22 

Beast 

Normol 

None 

Fen Dweller 

20 

21 

Elemental 

Normal 

None 


Chieftain Nek'rosh 

32 

32 

Humanoid 

Normal 

Fire Magic 

Fen lord 

25 

26 

Elemental 

Normal 

None 


Corner Villard 

22 

22 

Humanoid 

Normal 

None 

Rest Mate Snellig 

29 

29 

Undead 

Normol 

Chorm, Fear and Sleep 

li 

Crimson Ooze 

24 

25 

Unknown 

Normal 

None 

Flomescole Drake 

39 

39 

Dragon 

EiHe 

None 


Crimson Whelp 

25 

26 

Dragon 

Normal 

None 

Fiomesnorting Whelp 

26 

27 

Dragon 

Normal 

None 


Cursed Marine 

27 

28 

Undeod 

Normal 

Charm, Feor, Sleep and Bleed 

Garneg Charskull 

29 

29 

Humanoid 

Rare Spawn 

Fire Mogic 


Cursed Sailor 

26 

27 

Undeod 

Normal 

Charm, Fear and Sleep 

Giont Wetlonds Crocolisk 

25 

26 

Beast 

Normol 

None 


Dork Iron Demolitionist 

30 

31 

Humanoid 

Elite 

None 

Gobbler 

22 

22 

Humanoid 

Normal 

None 


Dork Iron Dworf 

27 

28 

Humanoid 

Elite 

None 

Hargin Mundar 

20 

20 

Humanoid 

Normal 

None 


Dork Iron Rifleman 

27 

28 

Humanoid 

Elite 

None 

Highland Loshtoil 

24 

25 

Beast 

Normal 

None 


Dark Iron Saboteur 

28 

29 

Humanoid 

Elite 

None 

Highlond Roptor 

23 

24 

Beost 

Normol 

None 
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Highiond Razormaw 

27 

28 

Beast 

Normal 

None 

Highland Szythdaw 

25 

26 

Beast 

Normal 

Hone 

Leech Stalker 

21 

22 

Boost 

Normol 

None 

Leech Widow 

24 

24 

Beast 

Rore Spown 

None 

Lost Whelp 

24 

25 

Dragon 

Normal 

Shadow Mogic 

Mo'ruk Wyrmscole 

23 

23 

Humanoid 

Rore Spawn 

None 

Monstrous Ooze 

25 

26 

Unknown 

Normal 

None 

Mosshide Alpho 

27 

27 

Humanoid 

Normol 

None 

Mosshide Brute 

24 

25 

Humonoid 

Normal 

None 

Mosshide Fenrunner 

22 

23 

Humanoid 

Normal 

None 

Mosshide Gnoll 

20 

21 

Humanoid 

Normal 

None 

Mosshide Mistweover 

22 

23 

Humonoid 

Normal 

None 

Mosshide Mongrel 

21 

22 

Humanoid 

Normal 

None 

Mosshide Mystic 

25 

26 

Humanoid 

Normal 

None 

Mosshide Trapper 

23 

24 

Humanoid 

Normol 

None 

Mottled Raptor 

22 

23 

Beast 

Normal 

None 
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Mottled kozormow 

26 

27 

Beast 

Normal 

None 

Mottled Screecher 

24 

25 

Beast 

Normal 

None 

Mottled Scytheclaw 

25 

26 

Beast 

Normol 

None 

Murphy West 

20 

20 

Humanoid 

Normal 

None 

Razormaw Matriarch 

31 

31 

Beost 

Rare Spown 

None 

Red Drogonspown 

47 

48 

Drogon 

Normol 

Fire Magic 

Red Scalebone 

49 

50 

Dragon 

Normal 

None 

Red Whelp 

23 

24 

Dragon 

Normal 

None' 

Sorltooth 

29 

29 

Beast 

Normol 

None 

Scalebone Lieutenant 

51 

52 

Dragon 

Normol 

None 

Scalebone Royal Guard 

53 

54 

Drogon 

Normal 

None 

Thomos Booker 

20 

20 

Humonoid 

Normol 

None 

Timothy Clark 

20 

20 

Humanoid 

Normal 

None 

Wetlands Crocolisk 

23 

24 

Beost 

Normol 

Hone 

Wyrmkin Firebrand 

52 

53 

Drogon 

Normal 

None 

Young Wetlands Crocolisk 

21 

22 

Beast 

Normol 

None 
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Anguished Highborne 

55 

56 

Undeod 

Normol 

Chorm, Fear, Sleep one ' 

Manaclow 

58 

58 

Drogon 

Elite 

Speciol Blue Dmi|on 

Azurous 

59 

59 

Dragon 

Rare Spown Elite 

Special Blue Drogon 

Mezzir the Howler 

55 

55 

Humonoid 

Rore Spawn 

None 

Brumeran 

58 

58 

Beast 

Elite 

None 

Moontouched Owlbeost 

57 

58 

Humanoid 

Normal 

None 

Oilltwind Chimoero 

55 

57 

Beast 

Normal 

None 

Rabid Shordtooth 

59 

60 

Beost 

Normol 

None 

Chillwind Rovoger 

57 

59 

Beast 

Normol 

None 

Ragged Owlbeost 

53 

55 

Humanoid 

Nc mol 

None 

Cobah Broodhiig 

55 

56 

Drogon 

Normal 

None 

Raging Owlbeost 

54 

56 

Humanoid 

Normol 

None 

Coboh Mogeweover 

57 

58 

Dragon 

Elite 

None 

Rak'shiti 

57 

57 

Beost 

Rore Spown 

None 

CoinhWheiD 

54 

55 

Drogon 

Normal 

None 

Rogue Ice Thistle 

53 

55 

Humanoid 

Normol 

None 

Crazed Owttwost 

56 

57 

Humanoid 

Normal 

None 

Scryer 

59 

59 

Drogon 

Elite 

Special Blue Dingon 
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57 

58 

Beost 

Normal 

None 

Shordtooth Beor 

53 

54 

Beost 

Normal 

None 

Fledgling Chillwind 

53 

55 

Beast 

Normal 

None 

Shordtooth Mauler 

55 

56 

Beast 

Normal 

None 

Frostmoul Giant 

59 

60 

Giant 

Elite 

Frost 

Shy-Rotam 

60 

60 

Beost 

Elite 

None _ 

Frostsober 

56 

57 

Beast 

Normal 

None 

Sian-Rotom 

60 

60 

Beast 

Elite 

None 

Frostsober Cub 

55 

56 

Beost 

Normal 

None 

SpoBmow 

56 

56 

Drogon 

Elite 

Special • Blue Dragon 

Frostsober Huntress 

58 

59 

Beast 

Normal 

None 

Suffering Highboinc 

54 

55 

Undeod 

Normal 

Chorm, Fear, Sleep and Bleed 

Frostsober StoHcer 

59 

60 

Beast 

Normal 

None 

Ursius 

56 

56 

Beast 

Elite 

None 

General Colbatonn 

56 

57 

Drogon 

Rore Spawn Elite 

None 

Winterloll Den Wotcher 

55 

56 

Humanoid 

Normal 

None 

Grizzle Snowpow 

59 

59 

Humonoid 

Rare Spawn 

None 

Winterfoll Pathfinder 

53 

54 

Humonoid 

Normol 

Hone 

Hederine Slayer 

59 

60 

Demon 

Elite 

None 

Winterfoll Runner 

57 

57 

Humanoid 

Normal 

None 

High Chief Wbrierfol 

59 

59 

Humonoid 

Elite 

None 

Winterfoll Shaman 

56 

57 

Humanoid 

Normal 

None 

Ice Thistle Matriarch 

56 

57 

Humanoid 

Normal 

None 

Winterfoll Totemic 

54 

55 

Humanoid 

Normal 

None 

Ice Thistle YeN 

55 

56 

Humanoid 

Normal 

None 

Winterfoll Urso 

57 

58 

Humanoid 

Normal 

None 

Koshoch the Reaver 

60 

60 

Giant 

Rare Spawn Elite 

Frost 

Winterspring Owl 

54 

56 

Beast 

Normal 

Hone 

Lady Hederine 

61 

61 

Demon 

Rare Spawn Elite 

None 

Winterspring Screecher 

57 

59 

Beast 

Normol 

None 





PH NAME 

COST LEVa 

RARITY 1 

Block Klnosnoke 


Common 1, 

PURCHASE/DROP LOUTION 1 


Xon'lbh 




PLAYFUL COMPANIONS 


"How much is that Zergling in the window?" Non-combative pets are available to everyone in Azeroth. After specific level milestones, pets can be purchased and brought 
by any character. Pets appear near your character and follow you around while you explore, talk to friends, etc. These little creatures are safe from harm, because they 
enter combat. Especially rare, high-level pets can add some passive bonuses to your character and are the envy of all! 
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PURCHASE/DROP LOCATION 


biomese |60 20 | Uncommon 

Dropped (Cookie) Murloc Boss Deodmines 


Purchased (Donni Anthonio) Elwynn Forest 


ISiNwishoe Rabbit |20 '1 20 1 

Common I 

PURCHASE/DROP LOCATION 

. 1 

1 Purchosod (Yortyn AmberslitI) Dun Moroqh 

: 1 


I Dropped (Dreomino Whelp) Swomo of SorrovB I 


White Kitten 


Purchased (Lil Timmy) Stormwind Gtv 


Collectors Edition Gift 
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If you've purchased the Binder/Guide Combo, 
you're now holding in your hands the key to updating your guide. 


ONLINE BINDER UPDATES 


Look on the inside back cover of your World of Warcraft 
collector's edition binder. A code is printed on a sticker 
that is necessary to create your online account. 


DIDN’T BUY THE BINDER? 

You still have an opportunity to gain access to free 
content provided by BradyGames. You immediately 
have a source for news and world updates, as well as 
a unique opportunity to buy a Binder for a premium 
account, which includes the exclusive updates that 
appear on our site! 


ACCOUNT CREATION 

1 . Go to www.bradygames.com to become a 
BradyGames member. Be sure to select the 
World of Warcraft newsletter. 

2. Once you're a BradyGames member, go to 
www.bradygames.com/wow. A sign up form 
is on this page. 

3. Enter your ISBN into the field provided. 




THAT’S IT! 

Once you've registered with BradyGames and entered 
your key code, the exclusive updates are all yours. 

The BradyGames website will be updated with new 
information and downloadable PDFs to print out and 
place in your Binder. 


UPDATES 

MMORPGs change, and it's inevitable that the accuracy of the information within this 
guide will change as well. At BradyGames, we realize this is a constant occurrence with 
this type of game, and we've incorporated our online updates to help solve this issue. In 
addition, we've purposely withheld certain information so as not to ruin any of the huge 
surprises that Blizzard has planned for the game. However, as time passes, this too will 
be placed on our site. This guide is accurate as of the initial launch of Open Beta. 
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QUEST TABLES 

Everything you need to know for key questsi 
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Crunchy data on equipment! 
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